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Mature Content Warning

For the past several decades, Vampire: The Masquerade has addressed the
darkness in the real world through horror stories: it has talked about
AIDS, capitalist exploitation, sexual predation, the resurgence offar—right
political extremism, religious fanaticism, state and private surveillance,
and many other issues. This version of the game does not shy away from
any of the above, and we believe exploration of subjects like these is as
valid in roleplaying games as it is in other media. Including a problematic
subject in a Storytelling game is not the same as glorifying it, and if you
take the chance to explore it critically, it can be the exact opposite. If we
understand the problems facing us, we are better armed to fight them.

Vs includes in-world references and expressions of the following:
sexual violence, po]itical extremism, physical violence and gore, mind
control, torture, abuse, imprisonment and kidnapping, racism, sexism,
and homophobia, to name a few. It’s a game about monsters.

“\X/hy are you te”ing me this?” you might be saying.

Someone at your table is not familiar with this game. Someone at your
table has dealt with some of these issues in real life. Someone at your table
wants to know that you read this warning and know you will be consider-
ate to them as players, while putting their character through the wringer.

In the Appendix, you will find concrete techniques on how to handle
difficule subjects in your game in a manner that is respectful to your play-
ers and their experiences. Calibrate beforehand which techniques your
group wants to use. People have different needs and not every method

works for every person.
This is a game about monsters. But it is only a game.

Don't use it as an excuse to be a monster yourself.
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learest Alex -

If you do not wish to hear what I must tell you, I entreat you

to burn this letter to ashes for your own safety.

Do forgive that melodramatic touch, which I fancy would
have pleased lir Stoker, but I must convince jyou oif my urgency.
lot just in writing this to you but in the matter of our earlier
meeting, which you must by now have realized was no mere
liaison. The “Willa” you met indeed had ulterior motives, but

not the ones you perhaps hoped and imagined that she had.

Instead,; they were quite truly motives o1l 1iie and death =

and oi their inversion.

I would not have approached you at all, neither as Willa nor
as myself, were it not for two facts, inextricably bound up with

each other.

Pirst, you were going to die aiter decades of agony. The
doctors would have recognized that your blood was tainted,
and then, unable to discerm the truth, given your condition
whatever name ielt right on their tongues at the time. To your
mother, they called it “Chédiak—ﬂigashi—like syndrome,” while an
esteemed specialist in Zurich diagnosed your grandmother with
“thalassaenia major," and your great=grandiather Quincey died

o [ 4. 3 ”
slowly of chronic myelogenous leukaemia.

Secondly, the man = the Beast = who corrupted your lineé&age
is gone. I believe he is truly dead at last, hunted down by sone
digitally aided Godalming or, as I must still hope, dead as
natural things die, in sunlit sleep at peace with the Creator. I
thought I felt his shadow 1liit from us when we had irst defeated
him, and I believed then that his blood had died with him. I
came to discover the truth only aiter I had borne Quincey and

‘unknowingly passed on the corrupted blood to my son.
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Indeed, although nightmares and visions hagd Perhaps

whispered it to me before, it was by means of a letter

uncomiortably like this one that I was confirme

d in the truth.
He still lived,

and as it transpired, his influence over me had

not been broken either. In the letter he attempted a confession,

wrapped in a threat, He revealed that he had followed the lives

“With great interest.” I knew then
that I could do nothing for them while he maintaine
interest

o1l my son and grandchildren

d such an
» and in truth that I should do nothing.

- e e— =1 |
That certainty has ebbed as I have watched them all die, '
boisoned by his blood. Watched t

heir bones and teeth rebel
against flesh,

watched them shrink irom the light of the sun and
the consolations of the world beyond. I could not even tell
them why; not without endangering them and

their loved ones
still further, Here,

at least, he was better than I. He Provided
that I have learned was quite grave
explanation of my changed nature,

me = at a risk - with an

and oi the world of darkness

into which my folly and his rapacity had plunged ne.

I burned his letter after reading it. I had an excellent

memory for details even when I walked in daylight, and to

have kept it would have endangered us all needlessly. But now

his blood
that I should also bass on the meat of his

the circumstances have changed. As I have bPassed on
to you, I feel

knowledge, flavoured with mine where my observations differ,

By now you will have suffered the Pains of the Embrace

and
the new agonies of hunger.

Assuming you have watched your share
of horror films, JOou must have guessed

the essence of what has
happened to you.

While your guess is correct, your sources are

by design and necessity incomplete at best.

In fairness to those
scriptwriters, however,

€ven our own contain contradictions and
Perhaps some few deliberate falsifications. as is my duty, for so

many reasons, I will try to guide Jour understanding.



To begin with, w

e pride Ourselves that cro
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running water,
not threaten or cow
Kindregq (as
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and other trappings ol iol

klore do
us. But I nyseli

have seen more than Oone

thrust pack by sacredg emblens,

ants ol human beliez, Likewise,
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water’s edge, 01 course,
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While some things holg

only
others bring very
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real harm,
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bullets, Paralyzes the Kindre Sending us into g deep torpor

irom whichp We awaken put slowly = decades later,

if our blood is
beheading and burning kill our
any mortal. Even

thick ang Strong. Once staked,

kind asg Surely gg they woulgq Wwithout the stake,
nlight, although

nts of Hell
Some oif the newestﬂﬂsdged of
=bloods,

fire Consumes oyr flesh. The Same is tryue for su
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beneath the Sun, while

our kind,
the So0=called thin can walk by day learing no mo

the discomrort 01 a light burn.

re than

Lespite the advantages o< Jouth,

in Kindreq Society
influence Comes with age,

» and
and drowneg almost




them all. After this, Caine departed, leaving the Antediluvian

survivors behind.

The Antediluvians had connived at the destruction oi their
sires and peers, cementing their power and preparing themselves
for the feast. after the bloodbath, each of them sired a line
of their own, a clan ruled by specific vices and virtues, which

would spread out down the centuries, the blood growing weaker

with each succeeding generation. With time, the Antediluvians ”FENTUHIHG

went into hiding, not wishing to inspire parricide in their ':'Q'E

own turn. ZEventually, they slipped into legend. Some Kindred M“““t&k
circles consider even the idea oi their existence myth or e
heresy. %E?Eﬁ

I myseli am partial to the tale of the Dark Liother, the
sorceress Lilith, who taught Caine the alchemical arts he
imbued in the blood oi his childer, according to which she and
he planned some great work which his impatience and desertion
derailed. But I do not insist upon it. What you need to know
is that the sins of the fathers do indeed seem to lessen their
grip irom one generation 1o the next, and that this is both a
blessing and a curse. Our elders must not only ifear the sun,
they are also forced to consume more blood to remain active and
cannot gain nourishment Irom animal blood even in extremis.

Like all elders, alive or undead, they grow set in their ways,
refusing to adapt. They slowly forget their mortal lives and
even stretches of their immortal existence, save for grudg;s and
slights. Even Kindred as young as myseli find that memories fade
without intentional submersion in them. and as memories dim,

so do other human qualities; not just mercy and love but also
proportion and understanding. As they lose touch, they become

increasingly subject to the ravening of the Beast.

The Beast and the Hunger will be your ever-present

companions.



If you dismiss the Beast as merely a convenient excuse Ior
our transgressions, some sort of subconscious projection or
whatever the current alienist variation posits, I for one shall
not be offended. No, I shall be delighted that you have yet to
feel its hot breath on your soul. The first time you betray a
mortal promise for a monstrous desire will be soon enough to

judge for yourself the reality of the Beast.

Every Kindred remembers when the Beast first held them in
its grip. We all fear the night when nothing will loosen its
talons, when we will no longer be able to return to ourselves.
The knowledge that one shall lose control, that one must fail,
it gnaws at your mind like a rat at a ship’s cable, making
a mockery of eternal existence. Some attempt to silence the
gnawing with obsessions: art, gambling, elegant clothes, the
endless politics. Others seek shelter in delusion, denying
their bestial acts or explaining them away with the pretence of
intentionality. They draw borders around their madness: they

only kill the unworthy, the deserving, or to protect the truly

good. Such casuistry may soothe the guilt, but it does not

distract the Beast for long.

To keep the Beast at bay, our curse forces us to sate
our hunger by feeding on blood. Thus, we nmust act as beasts
lest we become them. Our hunger combines every pang oi mortal
starvation and thirst with the constant goad of achievement and
the child's hopeless terror for safety. It is lust, motivation,
a narcotic deeper than morphia, a needle sharper than cocaine.
I fall into purple prose, but in truth the hunger throws this
operatic limelight onto our sensations, and we gasp to keep up.
It drives, maddens, and distracts and only fully departs when
we drain the blood entirely from a human being. And still it

returns the next night and the next, forever.

The blood we drink does more than slake our Hunger,
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Y that it woulg be enough. It also
in some cases,

¥ for the Nosreratu, nesmerism
Ior the Ventrue, and so on, Ly

blood also grants such traits,
as well gs others that may be s

Pecific to my own initiator - the
Seemingly inviolate boundaries

around our rituals ang beliefs,
and indeegd

turn to mist and fog when
tremis,

our physiologies,

Pressed,
much like my sire would in ex

We find ourselyes connected by the blood, first among all
to our sire whose Embrace ushered us into unlife, 4s Jou have
now relt, the change itsels is not the Simple

sip of romance,
but an agonizing bassage through death,

her Companion, must frst drain
of their blood.

vampirie ichor,

dead one. 4And, if g13
goes well,

the corpse Will suck her blood in turn from wrist or
throat or breast,

and become reborn as her childe,

If a living Person consun
knowing my

too slowly
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A similar effect Tollows the Kindred w
blood; the taste of vitge conveys a bliss
other. They Say it only takes three tastes
to lock the drinker into the blood bond, making her subject to
her donor as any childe to itgs Sire.

T Some may feed gn theit chilger without incurring it, and the

Antediluvians could feed on lesser Kindred

Lreely, at least in
stories. There are also cases when certain rites or turns of

enough that the bound may
masters. and then,
Possibility oz diablerie,

fate weaken it

their Wwould-be there always exists the

RO g Kindred drains another iyl

ly, they are only
fortifieq by the act,

not bound.
Or aAnarch baron condemns such

naming it diablerie (they

Quite Obviously every prince
fratricidal consunption utterly,
appear insensible to the irony

the damned with the Devil). To
SUrvive even one such act requires

bredecessor.

of attempting to Irighten

more than the defeat of g

It requires Concealment frop €very branch of our
society, even those notionally at war with each other in theixr
OWn constant and g13

=but cannibalistic Jyhad.
Kindregd dignify their ceaseless angd ambitious games of
betrayal, conspiracy, and Vendetta with the name of Jyhad,
Some claiming that the curse or Caine forces

them into €nvy and malice. Byt whether divine or

natural law creates such behaviour, the Kindred eagerly embrace
it. Predators maddened by hunger angd

driven by the Beast make
unlikely stew

ards for g beriect garden of Peace.
The Camarilla, g worldwide conspiracy of

Kindred dating
back to the Renaissance,

exists to contain this tendency, or at

least to iocus it outwards toward the unconforming of our kind.

ms that it exists to enforce the

ho feeds on another’s
Irom the Same source

The eifect is not absolute

act to in turn ensnare
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liasquerade, the truly necessary pattern of concealment required

by the simple fact of what we are: Ifrightening and outnumbered.

The wvital importance of the liasquerade, of course, does not
justify every tyrannical act carried out in its name. Camarilla
elders and princes demand total control over their territories,
determining who has the right to Embrace and commanding true
death onto the disobedient as they will. Naturally, not everyone
finds themselves agreeing with their methods. Those who oppose are
generally known as anarchs, although there are as many variations
within their ranks as within any human revolution. Some seek to
establish their own petty dictatorships, others wish simply to be
leit alone to hunt, study, or go mad. Regardless, the Camarilla
considers all of them enemies, no better than the Sabbat, a sect
of vampires fallen somehow into even deeper perversion, about
which I thankfully know very little. At a mere century, I think,
of unliie, I am not old enough to hear the Beckoning that calls
elders into the Levant and points east to take up arms in the
Gehenna War against the Sabbat. Some say this war heralds the
true apocalypse of our kind. Others that the end of our age has
already come and gone, leaving the world changed behind it with

still more changes coming.

The need to hunt for mythical catastrophes seems
questionable now, as all over the world mortal governments
have begun to make us the hunted. It is a bitter thing, aifter
all this time, to iind myself in this position. The liasquerade,
weakened by tyranny and pierced by rebellion, has parted in
enough places to bring about a Second Inquisition. The Vatican,
the Americans, and the British = a coalition much like the crew
of light I once worked alongside, but vastly better armed - send
soldiers to burn out our havens, and set their computerized
police searching for our traces in banking, politics, and
everywhere else records might exist. ©No doubt, other nations

will soon follow suit if they haven’t already.
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jour part.

I have tried to g&ive you enough information to survive your

first nights without tempting you into unwise involvement in the

games of your elders. Whether the stakes ol the

Inquisition or the
smiles of the Camarilla are truly the most dange

rous is irrelevant
= safety lies nowhere between the hunter and the

Wolves. And so,
you have a choice to make,

Will you join the Camarilla, that refined regime that operates

like a secret society in the shadows of mortal Power? Or will you

add your strength to the Anarch movement that opposes it and dreams

of freedom? There are many other s

ects and factions among the dead,
but nomne orf

them ascribe to ideals I would wish for you.

You may
have awoken with monstrous needs,

but I know you treasure your

humanity, Just as I do. For this reason,

I advise you to consider
liost sires would make the choice for you,
but I have seen too much of slavery and cannot enforce it upon you.

your options carefully.

4 FPinal Request:

A5 we find ourselves at the end, you may have guessed the

truth about our relationship. For one who claims to value

explanations and honesty, I have certainly taken a circuitous

route to it. I am not only she who Enbraced

Jou, but also your
great-great-grandmother.

If you have deduced this much,

perhaps
Jou have deduced the rest,

guided by family stories unwisely"
repeated at night by the fireplace.

We = your great-great-
grandfather and myself,

Jour great-grandfather’s namesake, and
other brave souls - hunted one of the

Kindred, and yes, distorted
Versions of

our hunt appeared Iirst in the pages of a novel

» and
then on the Screens of cinemas,

We thought we had killed him then.
believe that he had spared my life,
relation of his return, which would

In his letter, he claimed
my mortal life, The

Jjears beiore have




Irightened me, now gave me hope that he would be able to help you
where I had not. I had perhaps expected him to take my life in
return, and I felt ready for my rest. But as it was, that was not

the prize he chose.

Alter my Embrace, the Beast, which had been waiting since I
frst evaded it, finally had its fill. Por many years hence, it would
not let me go, and I am glad that you were not there to witness my

actions.

Therefore, I shall also avoid witnessing your own exertions
as you discover your new true nature. Inmy stead, I deliver to
you the dossier oi testaments and fragments I have gathered over
the years Ifrom a multitude of sources. You will find transeripts
laying bare our histories and methods, and existential conundrums
alongside accounts ol our physiology and ideology. You will even
find accounts compiled by those who seek to erase us with iire

and faith. Study them well and decide for yourself what to do

with the giit = or burden - I have inflicted upon you. You will
not see Willa again, but nor will you have an imperious sire
ég ordering you into danger or playing you as an imagined trump card

in some nonsensical Kindred whist game. liy only request is that

you do me the same courtesy. You have every reason to despise

me for choosing to damn you rather than watch you die as I have

three generations of our ifamily. But if you do, I ask for your

condemnation to take the same form as your courtesy; as distance

and disappearance from my unlife.

We must seek to be as iree as our natures allow us. aAnd for

that reason, I can no longer remain,

Yours,

Wilhelmina Harker




: Tower to Ground. Do we have to watch it with sound? Over,
ter 2: Ground to Tower. “Any anomaly,” remember? Over.

er 1: Tower. Yeah, | found it already. Check just after the 83-minute mark,
just before the jump cut to cum shot. She’s not rolling back her eyes,
it's more like this reptile blink.

[3-minute pause at 00:00:14] [static]

Speaker 1: Tower. Also, that’s not Devlin’s dick. Over.

Speaker 2: Ground. Haw. And it’s not only snakes, actually. Yeah. | guess stud one
got eaten. Over.

Tower. What? Haw, that’s like 19th century lol, right? Over.

And that’'s sad. | kinda liked Devlin. Over.

Speaker 1
Speaker

[1-minute pause at 00:03:25]

& Speaker 2: Ground. Haw, that’s what it’s called. The third - inner - eyelid. A
nictitating membrane. Protects the eyes of sharks when attacking. And,
according to Wikipedia, the eyes of polar bears from ultraviolet
radiation.

~  Speaker 2: Devlin was a rapist asshole. Read Adina’s blog mate. No loss. Over.

Speaker 1: Tower. Wow. Prevents damage from sunlight. Useful. And it wraps over her
eyes just as the fangs come out, so that fits with the shark thing also.
Over.

Speaker 2: Ground. Yup. It’s a predator feature. Primates have the musculature for
it but the membrane itself is vestigial. Macaque don’t have it [sic] but
lemurs do. Also this chick. Over.

Speaker 1: Tower. Digital animation. Question mark. Over?

Speaker 2: Ground. Nope. Had my retainer run it through the algorithms. Nothing.
We're still a few years out from full on fake views, so we still
need to do our job. The fangs could’ve been faked, but | don’t think so,
all things considered. Over.

Speaker 1: Tower. Ministry? Or Fiend maybe? Am | wrong to long for the future? When

nothing is real to the breathers we can act cpenly again. It will be just
|like the good old days. |f atomic winter doesn’t come first. That would
. be so fucking sweet. Over.

Speaker 2: Ground. Yeah. Serpent trick to piss us off. Or Gangrel blood bane, so she
can’t help it. | say this is Anarch and not cone of us. And | don’t think
it will pan out that way, mate. You're confusing the masses with the
masters and right now this, all this technolegy is cur enemy, not our
ally. Why do you think we’re back to using this setup? Either way, this
is a clear Masquerade breach so it's on our table now. Especially if it
turns out whoever that dame is killed or Embraced a fucking porn star.
Over.
yker 1: Tower. Got any location data from this? Over.
)aker 2: Ground. Not yet, but | guess San Pornando. Over.

er 1: Tower. Put Velvet on this? Over.
ker 2: Ground. Yeah. Just send her a fan letter with the link written out and
' she’l|l know what to do. She owes me a boon. And absolutely zero web
contact on this, keywords or no keywords. Shift your generation number of
bands for next transmission. Decoder and call sign in the post. Ground
over and out.
Gotcha. Tower over and cut.

[ END OF AUDIO]
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alfar | Vith the |, taliap }-\f Stence of ]}:;:, ?:”‘:mv‘c J‘Sr';ur site of our Cainite hell is l_i k(, the pardoIn oftered by Pilaztc
a“’al‘ene' o Cr'tain he di i : {Limlbj)l' ICa e( "rO;" ;‘ Eastep - a worldly grace, |10F asp ritual one. We tempt human !ty
the Vau:b ? us. Only is ,(. 50 in Telatiop to. hi I-Ug'cnfo m‘ctnhmc‘e |.‘ICI‘S])CL‘.I'1VCS t;u‘ft;‘rcatt:‘r t\hm} thc; slave 11301‘:1]1t)'
an i Year 1S receng of’ Catholicism and all their beliefs. Consider this: The
: IS With miracle on which Peter built his church was not sanctioned

by the religious authority of the day. No, it was an act of
spiritual rebellion flying in the face of Torah scholars and
Roman authority. And it was a miracle fuelled by divine
Biven, blood. The fluid that dripped from the cross made Long-
»he jg inus immortal, just like Caine. Christ rose from the tomb
three nights after death. “I am the resurrection and the

life.” Before the Council of Nicaea, the humanity of Christ

was an open question. Am I telling you he was one of us?

d No, I am telling you Rome is the seat ot all lies, and that
their salvation is a worldly prison. Our hell is liberation.
From time. From matter. From sin. Caine gave the gifts of’

agriculture and of civilization; Abel the gifts of'a goatherd,

. of tribal, nomadic indifference. And JHVH favoured the
barbarians. Just like he withheld enlightenment from Eve

and turned cities into dust when they displeased him with

what he termed sodomy. What god is this? This cannot be

the creator of the universe, behaving more like a spoiled

{ child or someone running for oftice in the White House.

I I believe that Caine did not kill his brother to appease

JHVH but to spit in his face. He was the first in alincage of”

rebellious connection to the truly divine. So yes, our hell is

rejection of god and his saving grace in favour of Caine and

Christ and THEIR saving grace, as administered through

the holy blood of our congregation.

BOW YOUR HEADS KINDRED, CAINITES,
E ANGELS WEARING FACES OF MEN AND DEVILS,

AND PRAY WITH ME:
HOLY CAINE, WHO WANDERS NOD, SANGUINE

( BE THY NAME ..
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You wanted pe to write Something about my new drinking habit and what
o it's done to my body. Short version: I'p dead. I’p

the night. It’s chronic, At freaky, ang I like it.
There’s no scientific explanation forp what T am, but if what the

old guarg tells me ig true, ang the condition j i

then God is surely visible in his creation, an

under g microscope, Right? Wrong. If s coroner

& morgue after dawn, she would fing nothing byt

blood left in it. 1f starved, T would appear dr.

3 dehydrated, If full from feeding, I would look liké“ény recently deceased
kea% body. No test in the worig would reveal that I would rise again at sunset,
Stui There’s be ng weird blood—cells, no elongated or éven sharp canines, ng
p2F hyper-dense bone structure or subderma] mutations, Just & dead person.
oﬁa It’s a useful triex and it doesn’t even ¢ost me anything. Eyen at night,
k;: when I’y active, I can choose not to will bloog to my organs, ang boom, T

ac play dead better than any possum

parts I need to get down ang dirty) uses éven more. To look and feel

liliters of ny vitae (the
cal bodies) into lymphatic
» and sweat, T can't really enjoy
» but I canp keep rare meat, a handfy]
of veggies, and some red wine down long enough to get through 3 dinner
date. But like my first girlfriend 1 need to hit the bathroom
hour ang get it up, Blood vomiting ig costly, so eating human food makes
Mmé more hungry, not less.

And those are just the more mundane uses, Vitae can do some
seriously cool shit once you learn to Push it to the right places. Tif

» I piecture my heart pumping and I visualize blood
rushing to biceps ang gracilis. Ang then it happens. The blood Supercharges

he damage instantly starts
to heal. A11 this is intuitive apg requires neo knowledge of anatomy. It’g

others like yus. Blocd, lots of it, can hea] those aggravated i

but it’s Just as slow and painfyl as it would be if I were still alive.
feel pain ag acutely as yoy do.




I know can stop me is a lack of blood, the sun, fire, or my own
cleanly severed or blown up head. That, or my own Hunger.

I hunt every night and still need more. I wish I had been made in
revolutidnanyParis or something, like my sire. He didn’t have to worry
about forensics, camera devices, social media witch-hunts, or abnormal
murder statisties. Bloog is preciocus these nights and none of our stolen
bowers and tricks are free, you know. I can rip through a car door or
make Taylor Swift take me home, but On occasions when I use more than I
¢an get down my throat, I’'m nothing but a starved blood junkie,

In the beginning of last year, it all got too much. They were
+ I refused to suck neck and stayed in. Went for dogs and bags of
shitty microwave heated plasma. Veganism didn’t 80 great for me. Janice
could tell you all about that if she were still alive. T learned the
hard way that restraint is useless.

I take the hunt seriously, try to feed regularly and avoid
killing, Doing shallow vein Sipping while dreaming of artery tripping. I
hear some of us manage for decades like this. Centuries even. So, I've
made up my mind. I°'1] never starve. I’11 never kill. I’'m not virtuous
(none of us are), but I can at least try my best, right? That means I
take no more than three deciliters from each victim (that’'s about three
mouthfuls) and never feed from the same Source more than once a month,
allowing them to replenish fully without the risk of anemia.

We call it the Kiss and it’s like we’re created, or evolved,
to make non-lethal feeding possible. When we will them to, our upper

when feeding. Everything else is

our prey go limp with pleasure, usually in
seconds flat after we bite down.

Our blood-borne saliva prevents

coagulation and the force of

> even faster

artery. I'm never full. Never
satisfied, Only a human life, no matter age or health, is the only thing

that satisfies my hunger completely. I hear that the older you get, the
more you need. For now, it works. Barely. And how do I avoid discovery?
That’s where the narco-erotic nature of the Kiss comes in handy.

A vessel’s memories are foggy at best, and if circumstances
allow they will rationalize what happened as

wounds should be pretty traceable? Yeah, they
why evolution has gifted

with the Kiss that knits
no detectable scarring at all (modern medicine is
& lot here). Coroners are usually
orpse, blaming heart attack or ac
ways made sure there’s been plen
cious off track. I carry a gun b
subtle, but as the saying goes «

erude go technical.”

are, which is probably
our saliva with an alchemical interaction
together and leaves
kinda missing out on
nonplussed when they find a draineg
ute anemia. When I’ve killed I've
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I'm a very technical girl. I prefer not to take any risks and feed
fpom sleeping victims. Put them to sleep if I have to. The slang for

my preferred method of predation is “the Sandman.” I’ve known violent
assholes who take what they need in surprise assaults or through
intimidation, Sirens who only drink from willing sex-partners, and
consensualists , who insist their prey be willing and aware, risking our
existence in parasitic hiding to keep their conscience clean. Idiots. I
think my way is the most ethical, and I’ve taken the Hippocratic Oath.
T do run the risk of discovery, just like everyone else, and my prey
sometimes have wet dreams OT nightmares, but at least I’'m not forcing
the full experience on anyone. Those who do feed from awake victims
usually have means of framing the experience as harmless to their prey
or can even make them forget it outright.

You know how they say blind people hear better? It’'s not
necessarily true, but I guess it’s kinda comparable to this condition.
It's like, once it’s been infected, our blood shows a tendency towards
certain endowments or ckills. We can enhance them through practice and
diet, and like the hunger they grow with time. My rebel blood seems
to make me stronger, faster, and more interesting, especially when I
concentrate on it, 1like I explained to you. But that’s not all there
is to it. It carries a special curse %00, aifferent for each lineage.
Mine is really bad anger management. I don’t get offended or passive
agressive. My “plindness” is rip—your—heart-out rage.

Drowning the hunger in blood feels great. It shouldn’t but it
does. I know you really well, so let me use some comparisons I think
you will grok on an emotional level. Just don’t think it’s the same
thing, ok? First off, there’s this sense of relief. You were dead and
now you feel alive for a few minutes. Warm, sweaty, fleshy, sated,
successful. In biochemical terms our dopamine levels are through the
roof when feeding, even if we don’'t really have those substances

floating around our brains anymore, being corpses and all. Beyond that
basic gratification, the truth is that no blood works exactly the same
way. Every person is like a new kink, a new high, and they all kick
differently.

Speaking broadly, I’'ve noticed fear tastes bitter and feels a
bit like the first three glasses of bubbly on a hot summer day, the rush
of a virgin line of cocaine or speed. Like beating the crap out of a
boy who really likes it that way, as I’'m sure you can relate to ;) Pure
reward and power. I love the taste of fear. It makes me fast as fuck
and strong as a horse. So yeah. I'm ashamed to admit it, put I go for

those in the throes of nightmares if I can. That’s why I sometimes stalk
d goods just taste

women’s shelters and prisons like some weirdo. Damage
great. 1 still pose as a nurse or drug-aversion therapist, that’s how I
get access. Horny tastes sweet and cranks my charm up to eleven. If I
bite, wait for a hot dream to hit and then feed from a sleeper, 1 swear
it feels better than fucking on Molly. It's Dbeen soO much stronger those
few times I’ve sucked from fuckboys during the act. I can’t come since
I'm kinda... dead, but when I drink and pretend-screw I get this orgasm-
1ike high that lasts for minutes and the afterglow goes for hours.




Everyone’s your best friend, and you are a star. It’s hard
keeping from moaning and shit, so I usually refrain from the lusty
stuff unless I control my environment really well. But the weirdest
part is that when I feed from those in deep REM sleep, especially those
On medication (I do this almost every night) I awaken scme kind of
heightened senses in myself. I'm not supposed to be able to do that.
It’s not a part of Troile’s bloodline to have that power, but I guess I
do it sc much the oneiromantic kick has somehow changed me.

It’s not for my lack of trying, but both the blood we are
infected with and the blood that we feed off can sometimes give us
skills that just can’t be explained. I’'ve seen things you’d never
believe. Men turning into snakes. Tattoos that bleed weapons of frozen
blood. I have a friend who got caught dead to rights with his ex-
girlfriend bleeding out in his arms as the SWATs burst in, his tan
Brunello Cucinelli a wet crimson spectacle. He shouted at them to “just
get the fuck out!” And you know what? They did. Out the window. From the
23rd floor. If this makes you feel excited about my offer, think again.
It should make you feel terrified.

Or maybe not. You know how much I like the taste of fear.
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___ CLASSIFICATION: TOP SECRET//FIRSTLIGHT//REL TO FVEY, RUS, VAT, FRA, BRA
~_FROM: CPT Anthony Gaviria, ESOG 10 Liaison EUCOM
TO: FIRSTLIGHT General Distibution -3
SUBJECT: BLANKBODY TYPE EPSILON FOLKLORE DIFFERENTIAL SUMMARY

Claim Statistical Comments
significance ThinBeoops 2 Evpeas @
a=5% (Goo® 1o s€6 THEY S
1. Direct sunlight | ¥ CONFIRMED in all tested specimens. Rate variable but always fatal, Tissue damage z// \HAVE Somie Trinas weons,
harmful analogous to IV degree bums. On destruction subjects decompose into ash analo-
gous to a cremated corpse.
2. Indirect sunlight | Y CONFIRMED in vast majority of tested specimens. Highly variable rate. Tissue dam- e
harmful age analogous fo Il degree burns. Fatal over time. Investigate cause of anomalous H Aol Eerdas, :“‘a
resistance. On destruction subjects decompose into ash analogous to a cremated PBso LuTELY NOTHING
corpse. Hontive, pr Beassan
— WouLp BE ‘2E8Ly HAZD
3. UV harmful Y CONFIRMED. Limited soft tissue damage with prolonged exposure. Specimen 14 also / CTHEL W LSE.
shows coronal d amage., £
4. Nocturnal Y CONFIRMED. Activity typically ceases within one hour of sunrise and resumes in the
same interval before sundown. \ /
5. Longevity Y “Lifespans” of millennia confirmed with 98% certainty through the carbon-14 meth- Wesna. | ¢ v ware up

Foll THE cpuTs Drune
Creet pay ¢ I'm weeo

TED Ao sar mu ALAza
Foe woon. It cers vaeo

od. Individual periods of existence are highly variable. Potential is believed to be
infinite or limited only by geological factors, Reference fo “Antediluvian” Blankbod-
ies indicate the oldest of their kind may be 10k years of age or more,

6. Hawthorn stake | Y Staked specimen ceases motor functions instantly and dissection confirms them to N a“_""“*'-' » V&5 gur
through heart be dead even after extraction of weapon. No decomposition of corpse after this f:"" A pE Mawsr
fatal method of desiruction. Theorized but not confirmed that destruction of the heart has T HERA T B seos

CAN StavinalRl pav

similar results, Laiat SLEAS U il $STRowG BLos o

Composition of wood not relevant: ash, oak, cherry also effective. Fiberboard,

polyfill, fiberglass ineffective. - - vl ee e
7. Severed limbs | Y CONFIRMED. Limbs remain inert when severed but reknit and resume function if N Prov AnTAGE
re-attach or grow subject has access to nourishment if reintroduced before the rapid decomposition. \ YRE Geud! No wiwezeg
back Decomposed limbs grow back over months if specimen is nourished, first as vestigial MEETS F ML DEATH ywm
necrotic tissue and later as tumors subject to multiple stages of exuviation. Exuviated Avsr A STaRE THRBUGH
fissue decomposes into ash. THEwe HeaRT THAr puLy

MRF:’NS WHEA TrHg HeEAD

8. Immune to Y CONFIRMED. Blankbodies are immune to all foxins unless infroduced through pre- shplot e B e
poison, disease ferred nourishment from living source. Toxins or intoxicants infroduced into nourish- Sun LGl BuRes us o pusr
and toxins when ment exogenously are inert l 5uPPase Tz(p TEST ’
directly injected NOTE: possibly. AIDS and other sexually fransmitted or blood-borne diseases can 3ubIETs wWeng Wise

be spread by haemovores feeding off sexvally deviant individuals, and thereby help ENoveH T2 Risk (1 RATHER.

establish fracking vectors. THAY REVE AL aue

(Routed Trial eight report to CDC FIRSTLIGHT contact) A SEcee TS, THe PRoPHET

9. Affected by Y CONFIRMED. Exceptionally sensitive to infoxicants in the bloodstream of victims,  J\" e‘“esi THEIR ceveraus
toxins in victim's Experiences equivalent levels of intoxication as victim even if only a small amount \ YNBEATING uzaers,
blood stream of blood is extracted and ingested. Fatal Poisoning of source followed by feeding Deviants? Reacy Z

results in systemic shock but not fatality. A [/ Awo t THOVGHT My
10. Repulsed by | N As observed in Codex C344 (Navarre, Credite Nemini) and Codex V876 (Instito- QUEAT- GREAT Goaw son
exorcism and ris, Malleus Maleficarum, 1487) Type Epsilon Blankbodies (referred to as Sombra, e i,
sacramentals Brujheros, and Cainites in sourc es, respectively) have been suce essfully immobilized

by recitation of canonical texts as well as repelled by the display of sacramental \

relics. This is confirmed by field observation but has not been reliably reproduced in Se THEy Tegp THAT our 242

a controlled environment, AND THay cal 5 MoysEeg |

NOTE: AAR and OPRES confirms ESOG 10 exhibits higher rate of success (+34%) in
exorcising Blankbodies after merger with the recanonized Society of St. Leopold.

11. Repulsed by N NOT CONFIRMED. It can be concluded, that while some weaknesses and abilities
garlic, cannot of Blankbodies are analogous to historical and fictional material on vampires, the
Cross running vrykolakas, stigoi, and other blood drinkers, most are not.

water, must be
invited to enter
the home of a
victim, does not
appear in mirrors.

12. Have the Y CONFIRMED. Blankbodies exhibit a wide range of extranormal properties that seem
strength of ten to derive from age, severity of the infection, and mental disposition. see Appendix
men, turn into 16 for full report on anomalies thus far encountered or exirapolated from eatrlier
wolves or bats, Inquisition accounts (1198-1594).

can fransform into

mist, etc.

13. Condition is N INCONCLUSIVE. It has not been possible to reproduce the process of infection in a
infectious conirolled environment, but it is confirmed that bites or scratches do not fransmit the

condition on their own.

NOTE: Transmission is referred to as “the Embrace” by interrogated subjects,
who invariably claim to have died and come back from the dead as a part of the
process. Further testing is strongly advised.
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Asia Minor around the ti

6ooo BC). One or tWo claim they are older than the human race -

but we all know that’s self-aggrandizing nonsense. We are cultured |

parasites who have followed human migrations and the foundation Ilzhe

of empires from the Yucatan to the Indus to che Yellow River. Some I’t

clans have entered 2 kind of symbiotic relationship with certain :;r
.

human culcures, of grown prosperous in spec

Others have taken t
social class. While no clan is bound to any one ethnicity, all

lines have, due to their preferences an

ent degrees of in

an active politic
certain geographica
obsessive focus ont controlling West
Germania and Britannia. In Affic

\What would the humans be without us? Nothing. Without
our ambition to drive them on they would still be beating
each other over the head with rocks and sharp sticks.
They owe us everything. Without us no kings or
empires, no gods, ho masters, and no ideals of beauty.
No ideology, no truth, just savagery and rutting lust. The
inquisitors call us parasites, but they are the ones that
destabilize the very order that allows them to exist.
Oh well, we have plenty of time and they have almost
none left. Give it a century, and their wasteful industry and
infinite capacity for self-destruction will bring a new dark

age for us to lord over.
Hardestadt, Brussels, 23 February 2011

Beckett, G, 2009, .
|
De Laurent Press

Almost all the 13 clans originate in Africa, China, or |
|

: me of the first urban civilizations (10.000 .
|

ific geographic areas. ¢
: jor

spemﬁc caste or
j:s?

blood-

d cultural connections, differ-

o only embracing members of 2

fluence in different parts of the world.

Sometimes, in the rare case it’s actually functioned as
a1 entity, a clan has limited itself to influencing 2
 area - like the Ventrue and their traditional
ern European civilization from
2 and Asia the Ventrue are still

seen as dangerous outsiders - 2 permanent reminder of the traumatic
results of Western imperialism. This is also the reason that, while

many younger Ventrue in Africa are embraced from local stock,

their clan is seen as inherencly colonialist, no matter the colour of

cheir skin. On the flip side of the coin we find the Sub-Saharan
Guruhi, the dominant African clan, who share their ancestry W
the Eurasian Nosferatu. The Horrors who migratcd to Europe
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The Lifeblood Initiative is a Copenhagen-based NGO working to
standardize the practices of blood banks across Europe. The suzx-
prisingly well-funded Initiative also engages with other issues
that impact health concerns related to blood banks. Its money
doesn’t come from the Camarilla directly, but rather from a num-
ber of pharmaceutical companies who also use its philanthropic

image to advance their own agendas.

e is an old Camarilla front, originally created in

me is from 1972 and came with the organiza-

lobbying to make blood bank practises more
Its benefits to the Kindred are

lder might have access to them,

The Initiativ
1867. Its curxrent na
‘tion's new focus on
‘drinker friendly across Europe.
on a decidedly elite level: An e
a neonate certainly won't.

is true
ition
itill
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“Kill them all and let God sort them out.” This quote, at-
tributed to Arnaud Amalric at the massacre at Béziers
in 1209, sums up the attitude of the Inquisition to our
kind. known then as “the Cainite heresy™ The inves-
tigations and punishments that followed the crusade
against the heretics of southern France is well known.
Officially created to root out the last remnants of the
Gnostic Catharism and similar Catholic heresies, the
religious courts of the Inquisition became the juris-
diction of the feared Dominican Order. Such was the
infamy of these proceedings that the order itself soon
became known as Domini Cands. “the hounds of God.”
What history does not tell us is that the Inquisition
had a purpose far more important than maintaining
scriptural doctrine or. in its debased renaissance in-
carnation, burning witches, Jews, and adulterers at
the stake. Master-minded by the secretive Cardinal

Marzone and his Socicty of Leopold. the Inquisition
hunted and killed thousands of the Damned. reveal-
ing our existence to the general public.

Tie ArrociTiEs oF Tomds de Torquemada’s Spanish

Inquisition hit us particularly hard. To this day a ma-
jority of our clans are still known by their Spanish or
Latin Inquisitorial names. misspellings and all. Bruya.
Torero. Sombra. Mata Cavilla, Fyen the name Gangrel
(meaning “wanderer” in Scottish dialect) comes from
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an Inquisitorial protocol by William of"B
These fanatics nearly ended the lineage of €
ever, and using their derogatory names for ou
bloodlines was supposed to remind us of this
The name Camarilla was initially coined as a pa
conspiracy theory about the “little room” in the
ican where the seeret masters of the Gainite H
turned Rodrigo Borgia to their cause. The entire rais
son d’étre of the true conspiracy of the Damned is not
influence but Masquerade. The greatest trick we ever:
managed was convincing humanity we never existed
in the first place and that the Inquisition’s obsession
with witches and devils was nothing but baseless su-=
perstition and misogynistic fanaticism. Four hundred
years of pretense had finally moved us into the realm
of children’s books and pornography. One misstep
was enough to threaten all thathard work. For tonight,
a Second Inquisition rises, one driven not by fear of
heresy, but of terrorism. The same obsession with a
world free of us and all our inexplicable and arcane
race drives these latter-day Marzones and Amalrics,
armed not with crozier and torch but with social me=
dia witch-hunts and drones spewing white phospho-
rous. And just as Amalric cared litde about those
caught in the crossfire, so 100 do these champions of
the free West name their innocent vietims “collateral
damage.”
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Fellow disenfranchised,

Tonight, we take back our freedom. For too long have we bided our time hopin
for a corrupt system to change on its own, to give us the basic respect we ‘
deserve. But it won't. Young members of our kind have always been used and
abused by their elders, since Enoch have they served as Ffodder for the greed of
their parents. The Camarilla is nothing but the institutionalization of that

abuse.

b

L

Therefore, it is not enough for us to wait and hope. There will be no justice

| FI.JI‘ the bound as long as the masters gain by doing as they’ve always d(]:me There
will be no change by appealing to the conscience of Prince or Primogen nt-)r
through incremental politics. Our only hope is full blown revolution r,mt the
replacement of one group of elders by another, but a real mass muvem;nt It’
time for us to fight for our freedom if we want it. 2 -

Were we made to be victims? Is this what slaves look like? No! This is the
Anarch Movement. Already, Camarilla Princes have fallen in Berlin, Los An 1
and many other cities all around the world. As a wave we are mvi;g over i: ?5,
defenses, taking the territory we are owed piece by piece. fhere is no sto| e]'lr‘
us, for we are many, we are determined, and we are united. i

If you are young, clanless, or thin-blooded, don't think you're alone. You are
not! This is something the Camarilla will never understand. We are a ;amil a;F
thousands, each of us a sister or brother bound by something even more sacied
and powerful than the Blood Bond - by a shared vision of a world in which 11
chall be free. If we must make sacrifices for the change we believe in sowzea
it. We are ready. We will not endure another night spent in bondage. g

We are a movement of a countless voices, ideas, and ideologies, but we are

.united_ in one simple fact: We cannot stay under Camarilla rulef Whether we
ganize with mortal anarchists to bring down the corrupt politicians and

rpi n‘tion_s on whose backs our would-be-masters ride, or if we seek to

elders to kill each other, the goal is the same. It is time for a
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Breidenstein: No! T love war. That's what T was trying to
tell you. Hunting in Berlin during the British air raids
was some of the best I've ever had, and I've been hunting
for & very long time. Tmagine, the kine sweating in the
dark bomb shelters, families packed close, the elderly,
young men and women. Tt was like a buffet. You could fol-
low your instinct, see if you found exactly the right kind
of blood. I felt young, full of energy...

Ldescu: You know Gustav, I don't have much of my humanity
left. T can kill tonight and forget it by tomorrow. Yet,
you still manage to disgust me.

Breidenstein: T could rip you apart for insulting me like
that.

Ldescu: You could.

Ereidenstein: Ha! Don't take things so seriously! We live
way too long to get caught up in silly little things like
a couple of dead kine.

Ldescu: Or a few million.

Breidenstein: Right! You get what I'm trying to say! At the
end of the night, only those who are going to be with you
in the decades and centuries to come matter. All others are
Just food.

Ldescu: You're too arrogant, Gustav. This won't end well for

you.

Gustav is now dead. Berlin is in the hands of the Anarchs.
T still remain as the Tremere Regent. T suppose there's a
lesson in that. You can decide for yourself whether the
lesson is about holding onto your humanity or the dangers
of arrogance.

And no, T didn't really foresee the Anarch revolution
either, despite the warning T gave to Gustav.

- Maxwell Ldescu
Regent of Berlin
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Dear Camilla,

you working for me. The restoration of antigues 1s &an ex=
acting business, and

an ancient artwork to the fore.
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greatly enjoyed our last meeting and I am honored to have
there is always the danger of causing
irreparable damage in the process, It requires more than

just talent to know how to bring the original qualities of

As you prepare for your work in my service, I would like %o
elucidate a few important things about history. From a mor-
tal perspective, your abilities are unmatched. However, you
are entering a new world, one populated by immortals such
as myself, Those of us in the Ministry have been blessed
with a long view of human history, and the same goes for
the descendants of Caine.

You must learn to think in terms of two histories: The
human history you learn from lectures, books, and primary
sources, and the hidden history of deathless forces
influencing the lives of mortals,

some of our kind say thatl we control human destiny, 1 am
too humble to claim anything 1ike that, but it pays to
remember that behind seemingly inexplicable human events,
there is sometimes a hidden explanation, These factors are
especially importvant in your work with restoring antigues I
acquire, as often this is the gquality I am most interested
in. A mortal historian might miss the fact that a paini-
ing was originally copnmissioned to commemorate the Giovanni
Promise or a chalice crafted so a Cainite lord might drink

the blood of her enemies.

This hidden history goes pack to the dawn of humanity. In
some ways, it is easier 10 decipher the influence of immor-
tals in antiquity because the Masquerade was not such an
all-encompassing law back then, I hewe only witnessed a few
centuries of history myself, but I have seen the power of
secrecy increase every year, making it harder than ever for
scholars like us to make out the true shape of events.

Still, you now possess one advantage no mortal historian

can match, You are one of the deathless, and your actions
will be part of the hidden narrative of this world,

Yours,

Hesha Ruhad s\ =
gesha ulazech)-‘
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“Enter freely and of your own free will.’

A World of Darkness

You’re dancing to a relentless techno beat in the press
ofwarm, sweaty bodies. You’re in the attic ofa squat
house, walls covered in graffiti, the bare concrete floor
stained with mysterious liquids. You’re drunk and high,
coming down from the euphoria of becoming part of the
writhing crowd.

A woman brushes past you, her hand cold on your
shoulder. You watch her as she presses between people and
slips behind the DJ’s table. She doesn’t look that old, dressed
like any of the bleary junkies grinding their bodies against
you — at least, not until she notices you watching her. She
smiles, and in that second, she seems to hold knowledge be-

yond anything that could be conceived on this dance floor.

Pcrhaps you have Cxpcrienccd a moment like this

in real life. You've noticed a compelling stranger,
exchanging a moment of flirtation or terror with
someone you've never seen again. They were in your
life only for a fleeting moment, yet you still remember

them years later.
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- DRACULA, TO JONATHAN HARKER

In the real world, a moment like this is nothing
but chance. Who was the woman who brushed past
you? Maybe she’s the next DJ, going to prepare for her
set, her hand cold because she was having a smoke out-
side. In real life, everything has an explanation.

In the World of Darkness, things aren’t always that
simple.

On the surface, it looks like our world. The office
where you work, the school you attended as a child,
and the retirement home where you visit your grand-
mother are all the same in our world and in the World
of Darkness.

Once you go deeper into the frayed, abandoned,
and hidden corners, the real nature of the World of
Darkness starts to emerge. [t’s a world with secrets,
deep wells of darkness — and you can stumble into
them if you follow the clues. Perhaps that’s what
the cold hand of the woman at the illegal techno
party really was: a sign you can follow, leaving your
comfortable life behind and entering a secret world

Of terrors.

CONCEPTS
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The Shadow of
the Skyscraper

In the World of Darkness, vampires
and stranger beings hide among
the endless throng of humanity.
They look like us, they strive to act
like us, but at the end of the night,
they are the predators and we are
the prey. The World of Darkness is
not some distant, fantastical realm
where all the rules are different. The
vampire is close to you. Maybc the
woman you noticed at the techno
party was a vampire. Maybe the D]
was one too. The bouncers you saw
at the door. Even the one wearing
sunglasses with flames on them.
Perhaps they are all vampires, in
it together — all of them of the
Damned.

The monstrous, hidden horrors
of the World of Darkness permeate
human society. Strange creatures

hunt loncly 3”6}78 !ll’]d pl’OW] in

high society soirees with equal case.

As a human, you never even realize
what they are until it’s too late.

The World of Darkness is a
fucked-up place. It’s full of corrup-
tion, violence, and hypocrisy. In
this, it’s similar to the real world,
but it also has to contend with the
supernatural terrors who amplify all
the worst tendencies of\hum;mity.
Watch the news and consider which
events might have been influenced
by the subtle touch of the undead:
our world, our time; right here, right
now.

Vampire is a horror game, and
its world is a terrible place. As the
Storyteller, you don’t have to make
the real world any worse than it

actually is, although you certainly

can. Rather, you can just focus

on the elements and themes that
support your vision of a dark city.
There’s enough police corruption,
institutional neglect and racism,
warmongering, hate, and brutal-
ity to make your game world dark
indeed, ifyou choose to highlight
these features of reality.

In a Vampire game, the sky-
scraper fulfills the role of the castle
in a classic horror story. A tall
edifice of glass and steel might look
modern and dynamic in the light
of the day, but once the sun has set,
it reveals its true nature as a needle
sticking deep into the flesh of the
city, injecting it with the poison of

vampiric corruption.

No Heroes

In Vampire, you play characters
who are vampires. They must
subsist on the blood of the living.
They have strange powers they
can use to force their will on
hapless humans. They can give of
their undying Blood to people,
turning them into servile blood
junkies doomed to cater to the
whims of the undead in hope of
their next fix.

This is not a roleplaying game
where you play good guys.

Perhaps your character tries
desperately to hold on to vestiges
of human morality despite the
sordid demands ofvampiric exist-
ence. Or maybe they have already
ﬁdjusted their morality to their
new condition, telling themselves
that they’re no worse than other
vampires after they accidentally

kill someone. Whatever the
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morality, it’s very likely they end <
up doing things the player finds
morally repugnant.

Using this game to explore
moral questions and immoral acts
can be interesting and emotion-
ally meaningful. After all, the
character is not you, and the
game is not real. You can use
it as a fictional space to

explore terrible things,
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You will come to realize that
the blood is your master. You
are being consumed from
within. You won’ feel it at first,
but then, slowly, you will real-

ize that humanity is a distant
memory. You will know that
you lived as them, but it will
fade like a dream. You will only
have the memory of a memory,
until you are a slipshod effigy
of who you were. The Beast
within will wear your skin as

long as it gets fed.
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and perhaps even have a little fun

with them.

How long dOCS it [ﬂl{C fbl’ )’OLH"

ncophytc vampire to start getring

used to hunting for blood? Do they

lie to themselves, insisting that
they're a good person, or do they
believe their self-flagellation and
guilt somehow makes the killing
okay? You can cxplorc these ques-
tions through a character and s

out p:ll‘:l”C]S to real-life issues in

your own life and the world at large.

This is one of the wonderful

things about tabletop roleplay-

INDIVIDUAL LIMITS

In Vampire, you'll be playing with evil. Your characters have to
hunt for blood — an evil act in itself. They might slide further on
the scale of morality, murdering and killing just to survive. As they
go deeper into vampire society, they have to stand by as ancient
monsters commit terrible crimes.

When you run a Vampire game, you’ll want horrible things
to feel horrible, but you also want your game to remain playable
and accessible to your players. The limits of which horrors are too
much are very individual, and these boundaries are something you
want to talk about as a troupe before the game starts.

The best way to approach this collaboration is not to hector
your players, instead accepting the individual idiosyncrasies every-
one has. Perhaps one of your players has just become a father and
doesn’t want to see violence inflicted on young children, even in a
horror story. Or maybe one of your players has been subjected to
harassment online and doesn’t want to see those types of things
happen in a tabletop game.

Our experience suggests that these individual limits have
nothing to do with how severe any given evil act is. A player can
be fine after a horrific torture scene, yet find even a suggestion of
domestic violence to be too much.

There’s no easy trick to make horror always work for your
players, but having an open discussion is a good way to start! The
beauty of a tabletop roleplaying game is that you can tailor it for
the specific individuals sitting around your gaming table.
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ing games as an artistic medium
in the age of the internet: You are
responsible for the well-being of
your fellow players, but the events
of your game don’t have to end up
splayed out on the internet. The
private nature of the game allows
you to explore moral territory
that’s difficult to approach in the
online world where the danger of
context collapse is ever-present.
You can take risks and play raw.
Stories of‘rcdcmption are
within the scope of this game too,
but redemption is hard. How do
you stay the moral course if you
literally have to force your fangs
into the neck of a human every
night? Other tales exist, with dif-
ferent choices. If your character
is a working mother trapped in a
vicious, abusive marriage, bcing
Embraced as a vampire can give
her power and options she never
had before. For the disenfranchised
of the world, becoming a blood-
sucker is like nmking a deal with
the Devil - you get a chance to
escape the hell you were trapped
in, at the cost of your humanity.
These sorts of scenarios point
into the labyrinth of morality at
the heart of the World of Dark-
ness. Ostensibly good people can
commit horrifying acts, and even
monsters occasionally commit

kindnesses.

What's Happening

A delinquent vampire took you in a
filthy bathroom at a rave, the music
pounding as your young sire pan-
icked after a feeding gone wrong. He

gave you some of his Blood, and you



collapscd in the ecstaric agony of the
Embrace. You come to an hour later

and stagger into the night a vampire,
with no idea of what’s going on.

How do you connect with the rest
of the World of Darkness?

It’s not easy. The Masquerade
means that it’s hard for vampires to
find each other, especially in big cities.
You don’t know the Traditions, and
you broke the Prince’s law bcforc you
even knew there was a Prince.

When you finally find your
way to Elysium, you discover that
ignorance is no excuse in the courts of
the immortals. Authorities far beyond
the ken of mortals can sentence you to
death — to the true dearh, this time.

But maybe you get to live. What's
the shape of the world you enter?
What’s happening in the world of

vampires?

NEW TYRANT GENERATION

Centuries ago, wise elder vampires
established the Camarilla, which
has kept Kindred across Europe,

the Americas, and the world safe
while guarding the sacred Tradi-
tions of their kind - or so goes the
Camarilla propaganda story. Still,
despite its recent setbacks, the
Camarilla defines vampire life for a
lot of Kindred around the world.

Long seen as an immutable,
invincible Ivory Tower, the Cama-
rilla finds itself'in a state of flux,
with many of its oldest members
and most established Princes
disnppearing or bccoming hard to
reach. A mysterious force known
as the Beckoning calls them away,
1cav'mg their regnac wide open for
Anarch aggression.

The Camarilla has lost some of’
its most famous domains, such as
Berlin and London, to this insta-
bility. In many ciries, the Cama-
rilla no 10ngcr rules with absolute
authority, but shares its regnum as
an aristocracy of sorts, mingling
uneasi]y with the Anarchs.

It’s not all g]oom and doom

in the Camarilla, however. For a

CONCEPTS
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young and ambitious vampire, the
disappearance of so many elders
has left space for upward mobil-
ity unheard of in the history of
the sect. For the first time ever, a
neonate can take over a domain if
they play the game well enough.
What’s more, many of the clders
have left their estates, fortunes,
and resources essentially aban-
doned, tended by a few confused
blood servants. A sharp neonate
can hijack a fortune accumulated
over the millennia and use it for
their own purposes.

Right now, the Camarilla
crouches on the defensive, bur it
never remains that way for long,
The energy provided by the young
and the ambitious gives the sect
new life. For much of Camarilla
history, when a gifted or greedy
neonate proposed a plan, elders
respondcd prcdicmb]y: “The time
isn't 1‘ight, take a century or two
to think it over and learn how the
world works, then perhaps the
Prince will grant you a hearing."
Innovation equaled grounds for
suspicion, not promotion.

Furthermore, the elders atop
the Ivory Tower came of age in a
time when windmills and tel-
escopes were high technology,
kings ruled unquestioning]y, and
money took the form of favors
owed or gifts exchanged. Modern
ch:mges confused and irritated
them, and they tried simply wait-
ing them out. It didn't work.

But now, with younger Kindred
increasingly making decisions, the
Camarilla is slowly abandoning
its traditional strategy of inaction

and moving to exert real power in

THE OCCULTATION OF
THE SABBAT

Once the Sabbat held cities
and territories around the
globe in its talons. The new In-
quisition has burned them out,
the Anarch Revolution has not
spared the Black Church, and
a wave of ambitious young
Kindred desperate for their
own domains have braved

and battled them everywhere.
Some Sabbat packs, left
leaderless, masquerade as
Anarch gangs. Others of the
sect tentatively offer their
knowledge and allegiance to
the Camarilla, seeking shelter
from the storm in any port.

However, at this tipping
point, at the moment of its
seeming defeat, the Sab-
bat perhaps becomes more
dangerous than it has ever
been. As the sect disappears
from the map, it re-emerges
as a shadowy force seemingly
everywhere and nowhere.
The real terror comes from
experienced Sabbat agents,
freed from the necessity of
running a big organization.
They can now focus on what
they do best: striking fast and
hard, spreading fear in the
service of the Dark Father.

In the modern nights, the
Sabbat is the vampire bogey-
man: the monster who seeks
to destroy everything you
ever built for reasons inhu-
man and unfathomable.
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the modern world. It’s a time for a
young vampire to make their mark.
Why not be like the neonates who
spearheaded the caprure of Mexico
City from the Sabbat? The clders
and Justicars of the Camarilla long
thought such a bold act impossible.
What else mighr be possiblc, if‘you

can scize the night first?

TOTAL REVOLUTION This is a good
time to be an Anarch. The Anarch
Revolt, held long-dormant by
Camarilla oppression and its own
infighting, now surges all across
the world. Even established Cama-
rilla cities hold Anarch enclaves;
the elite retreat into Elysia as the
formerly dispossessed claim their
own domains.

The fall of Los Angeles and the
birth of the Anarch Free States on
the American West Coast formed
a mere prelude to the fall of Berlin
and other cities. Still recling from
the loss of their elders, the rudder-
less vampires of the Camarilla now
find themselves unable to defend
their privileges without the power
of ancient Blood to enforce their
decrees.

There is no single Anarch
Movement united by ideology
or leadership. The global Anarch
Revolution is a spontancous force,
born out of centuries of Camarilla
repression, Cmbodying the various
ideo]ogics and agend:\s of whoever
happens to be there on the ground,
ready to carry the torch.

This is a time of unparalleled
opportunity for an Anarch vam-
pire to make their mark, ideally on
a Camarilla chroat. No matter how

humble your origins, you can take



the fight to the so-called Princes
and try to topple the Ivory Tower.
Their enemies weakened by mortal
hunters and the insidious Beckon-
ing, the correlation of forces is
finally on the side of the Anarchs.
The revolution is just the start,
however. The real challenge for a
politically minded neonate comes
afterward. Does the revolution col-
1:Lpsc into violence and bruta]ity,
or is it possibic for a charismatic
and ambirious lick to build their

own utopia of blood?

INDIVIDUAL MONSTERS ThC im-
mense turbulence of 2 wounded
Camarilla on the verge of resur-
gence, an Anarch Movement fight-
ing for its future, and a fracturing
Sabbat leaves a lot of space for
unbound vampires to do their own
thing. There’s more thin-blooded
than ever before: vampires of

such a high generation that thcy
exhibit traits normally associated
with humans. For these vampires,
the conflicts of the Camarilla and
the Anarchs, and the vast power
struggles between the sects, make
nothing but noise. Best to ignore
them unless a zealous Archon or
Councilor decides to make it their
business to harass those who fail to
conform.

Endless stories illuminate the
margins of the World of Dark-
ness, and in the long run, some of
them may prove more signi[‘ic:mt
than any in the major sects realize.
Nobody in the World of Dark-
ness knows everything that’s going
on, and the infinite variety of the
world always provides a new mys-

tery, a new puzzle piece that fails

to fit any established patterns.
Individual vampires build their
own domains and rule with iron
fists in the style of the monsters of
the Middle Ages. Anarch dissi-
dents flee to small rural communi-
ties, war zones, and border areas
to carve out their own territories
far away from human or undead
authorities. Nomadic licks prove
that it’s possible to live on the road
after all, if you know how. An infi-
nite variety of vampire unlifestyles
exist for those who seck to escape
the stifling ideologies of the sects.
The vast size of 2 modern
metropolis and the existence of the
Mnsqucradc even make it possibic
for a clever lick to hide right under
the nose of a Camarilla Prince.
Only a fool thinks they can be sure
of everything that happens in a

city of millions.

THE SECOND INQUISITION De-
spite unceasing strife between the
undead, the worst threat to Kin-
dred might just come from human-
ity. The Camarilla has iong argucd
that if mortals were to become
aware of the existence of vampires,
all Kindred would die on a pyre.
They believe that the world would
see witch-hunts like never before,
and that no amount of immortal
power would be able to defend the
lords of the night from the teeming
billions inhabiting the planct.

The Camarilla is bting proven
right. Intelligence agencies across
the world have uncovered the ex-
istence of the undead. While these
mortal groups struggle to articulate
the real nature of the threat, they

exchange information with cach
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other and with the hardline hold-
outs in the Vatican’s Society of St.
Leopold. The old Inquisitors find
their prejudices finally validated
and taken seriously — and funded,
and provided whole arsenals of
weaponry — by some of the most
powerful and ruthless organiza-
tions in the world.

Right now, the Second Inquisi-
tion remains codeword classified
and sub rosa, neither understood
nor controlled by their collec-
tive agencies at iﬁrge or by their
governments. Not every CIA agent
and FSB apparatchik knows about
vampires, but a sufficient amount
of key personnel in very anony-
mous offices know enough to gen-
erate a major threat. The Second
Inquisition has killed Princes in
London and Las Vegas, and it has
crippled a clan in Vienna. Dozens
of incautious Anarchs and arrogant
Sabbat have lost their lives, unused
to mortals who know how to hunt
for vampires. And of course, many
vampires try to play the Second
Inquisition against their rivals by
leaking the address of a haven or
the details of 2 murder.

The Second Inquisition fights
vampires, but the inquisitors are
far from heroes. They come from
some of the most morally cor-
rupt organizations on the plfmet.
Assassination, regime ciifmgc,
subversion, global surveillance,
destabilization, and disinforma-
tion are their day jobs. In this
sense, they make a good match for
the descendants of Caine.

From the perspective of the
player characters, the Second

Inquisition forces them to take the

CONCEPTS



COREBOOK

Masquerade scrious]y. Tr:we]ing across international
borders, or even across an airport, puts you on a list,
even when it doesn’t put you in a sunny room. Going
online? Why not just send the NSA an email inviting
them to hunt for blood and see the Primogen? The
Five Eyes have quietly added vampiric keywords to
their electronic red flag lists. Text someone to find out
where Elysium is tonight, and the Inquisition might
invite themselves along.

Despite all the danger, the Inquisition also rep-
resents opportunity. It has killed enough vampires
to create openings and power vacuums throughout
undead society. You might get ]ucky, or you might get
it to kill your enemies. A particularly foolhardy group
of Kindred might even try to infiltrate or control the
Inquisition or some of its agents, risking a fiery death

for the chance to wield a fiery sword.

A CHANGING WORLD The World of Darkness is a
world in flux. As you start to make use of the game,
it becomes a playground you can use to construct
the story you need. Every element, from the Cama-
rilla and the Anarchs to the Second Inquisition, is
in a state of imbalance, rcady to be tipped onc way
or another, depending on the actions of the player
characrers.

You can decide how much of the world you want
to use in your game. You can jump right in, making
your game into a spy story where the characters do
their best to evade Inquisition agents while uncover-
ing deadly Camarilla secrets that change everything
the characters believe. Or you can let the world stay
in the background while the characters focus on
smaller, more human-level stories.

After all, this is your World of Darkness.

Roleplaying
and Storytelling

Storytc]ling bcgan with hum:{nity, as hnguage trans-
formed us from fire-using apes to something else.
Those stories, we tell ourselves, began around a fire as

warnings of real or imagined dangers and temprations
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waiting in the darkness outside. Our stories changed
from campfire warnings to epic poetry, plays, novels,
and operas. They added new dangers and temprations,
many of them now waiting inside us.

In the 20th century, stories moved out of human
voices and minds into display and spectacle. Movies,
comics, television, and the limitless reaches of digital
entertainment still kepe chat flickering light in the
middle, even as thcy carried our stories almost as far
as our imagination could go. Almost.

Roleplaying games, as one of the newest story-
telling art forms, complete the arc from those first
firesides to the modern monitor g]ow. In ro]cp]aying
games, players tell or act out the stories for an audi-
ence of themselves, guidcd by the rules or 1ogic of the
game, but limited only by their imagination. If you've
never played a roleplaying game, don’t worry — it’s as
casy as playing house or bang-you're-dead was when
you were a child, and as endlessly fascinating as the

most recondite cable TV series.

The Storytellcr

As a player of Vampire, you take on the persona

and role of a character that you create, and you then
pretend to be that character during the course of the
story. One of the participants, the Sforytcller, creates
and guidcs the story. Thcy build the setting and popu-
late it with a supporting cast of Storyteller-played char-
acters (SPCs). The Storyteller describes what happens in
the world as a result of what the players say and do. It
is the Storyteller who arbitrates the rules and springs
horrifying new challenges into the game.

The Storyteller’s primary duty is to make sure the
other players have a good time. You do that by telling a
good story. Unlike novelists or film directors, however,
you don’t simply tell the story from hook to climax.

You create the setting and set the plot in motion — and
then let the players live it out in the roles of the primary
characters, changing your story and your sctting as

thcy go. You must maintain a careful balance between
narration and adjudication, between entertainer and
umpire, between story and game. Sometimes you set the
scene or even describe the action, but mostly you decide
what occurs in reaction to the words and actions of the

characters, as fairly and impartially as you can.
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The Players
Although the Storyteller plays

the game, and indeed portrays
dozens or hundreds of characters,
the players refers to those partici-
pants at the table who assume the
roles of the central characters in
the story. As a player in Vampire,
you create one main character and
then roleplay them. You speak for
them, you impel them to action;
you decide what thcy desire in the
world of the game and how they
want to attain or accomplish it.
The Storyteller tailors the story
to those desires; the players build
characters who have a role in that
story, and whose actions complete
or transcend it.

Often after describing the
actions you want to take, the
Storyteller tells you to make a dice
roll to see iFyou succeed in doing
what you have illustrated with
words. Your character’s Traits,
descriptions of their strcngths and
weaknesses, dictate how well your
character can do certain things.
Knowing your character’s abilities,
both natural and supernatural,
gives you the menu you can choose
from in order to provide the best
chance of succeeding,

Thus, a good player balances
acting and strategy, considcring
their character’s personality and
desires along with their Traits. You
employ your character’s strengths
and work around their weaknesses
to achieve your goals — even as the
world remains hostile and danger-
ous. Your character’s actions can
shape the world; as a player, you
can also add ideas and elements to

the story. The Storyteller incorpo-

rates them (or chooses not to) in
order to foster the most dramaric,
interesting, and challenging narra-
tive possible at the table.

With its potential for intensity
and intimacy, Vampire rewards
player focus: on their own charac-
ter, and on the dramas and desires
of their fellow player characters.
Much of the game’s mystery and
flavor is lost when players must
compete for the Storyteller’s (and
cach others) attention. The story
likewise can become unfocused if
it must share the spotlight among a
large entourage of “main” charac-
ters. We find that Vampire plays
most enjoyably with one Story-
teller and a troupe of only three to

five players.

P]ay Aids

For the most part, we designed
Vampire to be plnycd at a table.
There is no board, burt dice, pen-
cil, and paper require a table for
proper use. Tables also provide a
common focus for player atten-
tion. You need photocopies of the
character sheets (at the end of the
book or downloadable from the
White Wolf website) and some-
thing — a large piece of paper, a
cork board or whiteboard, a tablet
screen — to hold the Relationship
Map (p. 142). The dice required
are 10-sided, available in any game
store. You need two colors of dice:
one color for regular dice, and
another color for Hunger dice.
We suggest red. Look for Vam-
pire: The Masquerade sth Edition
special dice wherever roleplaying

games are sold W
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V5 EXAMPLE OF PLAY:

“THE HUNT™

Four friends have gathered to play a session of Vampire: The
Masquerade. Since the group consists both of players familiar
with the World of Darkness and some who are not, the troupe
has decided to start things simple. The players have already
made fledgling characters (see p. 140). The group has decided
that t]ncy want to set their story in their home city, where many
students pass through. They've also decided that they want to
explorc themes of morality - spcciﬁca“y, the cost and privilcge
of allowing yourself noble and lofty ideals.

Agreeing that they want a flying start, the Storyteller opens
with the hook right after the players have introduced their
characters and established a rudimentary Relationship Map
(see p 142).

.“In a filthy storage room somewhere along the steam tunnels beneath
the university, four corpses suddenly twitch as the sun dips beneath
the horizon above. Animated by Blood, they rise, unnatural hunger
evident in their eyes. Bver since the... incident, they have put ojf
feeding, reeoiling from the very thought of drinking human blood.
But now, their Hunger is becoming a problem, and some of them fear
that things might go very, very bad if they do not get what they need
soon....

You all start at three Hunger.”

All players grab three Hgngcr dice (see p. 205) and Lars, playing
the student-organization queen Sandra, rolls with the hook
immediately.

“Folks, listen to me, we have to... we
have to do something. Last nigh, I...

I went and visited my brother and his
family, and... it was like I wasn’t my-
self. They just wanted to hang out, but
L.. I couldn’t think of anything other
than... you know. And then, it was like
I wasn’t myself anymore. My hands
moved, and I... I bolted. If I had stayed,
I think I might have done something
bad. Very bad.”

As Lars speaks, the Storyteller notes
Sandra’s brother and family on the
Relationship Map.

Seeking to highlight the themes
of the Story, Maria, who has created
what she describes as a “lawful stu-

pid” version of herself in her charac-

ter Martha, continues.

CONCEPTS

Be so subtle about your goals
that even your allies are unsure
of what you seek
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“Fuck you, Sandra! I don’t buy that ‘I
couldn’t hclp it” crap! We just have to
ride it out, it will pass! For sure!”

She then adds, “As she speaks,
Martha scratches her own hand until
the skin breaks and she starts sucking

the wound.”

The players engage in heated
debate for a couple of minutes,
but after a while, it becomes less
about if and more about how
they’ll deal with their Hunger,
and before long, the coterie-to-be
stalks out into the night in search
of “a donor.” Now, the Storyteller
zooms out and asks each player in
turn what they want to do during

thC next COllp]C OFhOUTS.

Lars (Sandra): “I'm going to see ifI
can find out where/if the university
stores blood for testing by asking
around among faculty I know; most of
them probably work late hours.”

R ..

-~
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Maria (Martha): “Eyes slightly

glazed over, I head toward the nearby
community farm, the one that I pick-
eted earlier for keeping animals, ‘just

to take a look.””

Sam, who plays Marcus, a uni-
versity dropout thrown into a
crowd that is normally not his
own, chooses to go with Sandra as
backup.

Beginning with Lars (Sandra),
the Storyteller asks him to make
a Manipulation + Academics test
(see p. 117), granting Lars one extra
die as a bonus from teamwork (see
p- 122). Lars gets only two success-
es, so Sandra spends a couple of
hours calling people with exactly
zero to show for it (the Storyteller
set the difficulty to four). Sandra
and Marcus decide to hook up
with the others, to see ifthcy have
had better luck.

While initially p]anning to
zoom in on the action at the
community farm, the Storyteller
instead describes how Martha
circles the farm a couple of times,
and gives Maria an opportunity
to describe both her inner state
of mind and what she knows
of the communal farm. Maria
describes several buildings and
animal pens. While this process
probably wouldn’t really take as
long in-game as the other player
characters spent on their action,
everyone is willing to fudge the
time scale a lictle bit so chat all

players can be in the next scene.

Storyteller: “This late at the farm,
the animals are asleep in their pens,

and through a sole lit window in the



main house, you can see the night
watchperson drink cojfee and fiddle
with his mobile phone. Security here
is actually tighter than it was earlier,
likely increased because of the earlier
actions of Martha and her friends.

The person with the worst Dexterity
+ Stealth dice pool should roll it now.”

After a few seconds of checking,
the player whose character has

the lowest Dexterity + Stealth dice
poo] rolls it, but only achieves a
sing]e success. Fearing that discov-
ery this early might be disastrous,
the player spends a Willpower
point to re-roll some of the failed
dice (see p. 122). This roll results in
an extra success, and the coterie

sneaks into the farm.

Lars (Sandra): “I check to see if I can
get past the lock on the building where
they have the horses.”

Maria (Martha) adopts an eerie,
staring look to reflect her charac-

ter’s state: “What are you doing?”

Lars (Sandra), with a puzzled look:
“What do you mean? Horses are big,
they should be able to... donate with-

out permanent damage.’”

Maria (Martha): “Martha turns

her head to look at the lit window,
with the same glazed-over look from
earlier. “The animals here have done
nothing wrong, Sandra. Their keepers,
on the other hand... they keep the
animals in bondage, in slavery, for
our amusement. Tonight, one of them
pays.’ Martha steps in front of the
window with an innocent, but slightly

predatory, smile.”

Storyteller: “The night watchperson
is a pudgy fellow in his 30s, and he
initially looks puzzled when he spots
Martha. He then opens the door,
stepping out of the light. He seems to
notice only Martha.

‘Is anything the matter? You...””

Lars (Sandra): “No problem.' We were
just passing through! Martha, we are

lcaving.’ Now!”

Storyteller: “Hey! You're that animal
rights bitch! I'm calling security right

now!”

Meanwhile, Sam has gestured to
the Storyteller, indicating that
Marcus is trying to sneak up on
the watchpcrson. He rolls Dexter-
ity + Stealth. This time, one of the
Hunger dice and a rcgu]ar dice
both come up a o (10), prompting
a messy critical (see p- 207). Given
the context, it is not difficult to
figure out what happens next, as
Marecus silently moves up behind
the man, sinking his fangs into the
watchperson’s neck.

At the sight, the Storyteller
has the other players roll to resist
frenzy (see p. 219). Maria decides
that Martha doesn’t resist, and
Lars succeeds with the roll for
Sandra’s test; she’s the only one
who doesn’t feast upon the poor
man, simultaneously appalled and
drawn to the sight.

Draining the man dry, the two
vampires slake their Hunger (see p.
211), but also suffer a Stain (see p.
239) to their Humanity because of
their actions, having violated the
chronicle Tenet “Do no harm” (see

p-173).
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“Aﬁer a few minutes of heedless
carnage, the man lies dead on the
ground, and some of you feel better
than you have in a long time. But you
have little time to revel in the ‘success’
of your hun, as a figure suddenly
approaches from the darkness. Odd
— you could swear there was only a
lonely bird there before. It is a lanky
individual, dressed in what looks like
simple outdoor clothing, and his eyes
glint stmngely in the light from the
window.

‘What. The. Fuck. Are. You. Licks.

Doing. In. My. Domain?’’” &

CONCEPTS
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Ancient and

Contemporary
Outlooks

Caine was a farmer. Abel a herdsman. This is not
lost on scientifically-minded Kindred who seck their
ancient origins. Most of them place the advent of
Homo sanguinis relatively late in the story of mankind,
somewhere around 12.000 BC, with the development
of agriculture and the risc of civilization — at the fall of
the Eden of hunter-gatherer society, if you will.

The farchest reaching theory casts Caine himself
as the wanderer who spread the idea of planting and
harvesting to at least eleven different sites in the New
and Old World, where human scholars claim che

practice arose independently and spontaneously. With
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plowed fields came permanent settlements, cities, and
eventually taxation. With taxation came the written
word, and with all of this came the first god-kings and
emperors. This almost all Kindred academics agree on:
these emperors of old were vampires as often as not.
From the Antediluvians, the originators of the
blood-cursed clans in Enoch, all the way through the
rise of Egypt, Rome, and Great Zimbabwe to the
final days of the Dark Ages, vampires ruled the Earth.
Divided into low and high clans, they saw themselves
as the 1‘ightful lords oﬂlum:mity and fed on those
below them. Many of them still do, even if the fires of
the Inquisition have forced them to reconsider their
methods. So yes, the Kindred are ancient. Still, even
the eldest of their kind must exist in the here and now,
in the sccond decade of the 21st century.

During the five hundred years since the first
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Inquisition, thcy have adaptcd to human culture and
learned to hide and wear masks that look like us. Their
only chance to follow us into the modern age was con-
vincing us they did not exist, so they aided the rise of
rational thought and science, sponsoring the Newtons
and Descartes of their respective domains. To the ra-
tional mind, their existence was obscured as an impos-
sibility. Capitalism was a boon to them as well, even if
neither free trade nor communism was their invention.
These systems enabled a smooth transition from dark
sovereigns into invisible masters of\b:mking, proﬁtecrs
of the opium trade, po]itburo chiefs, and Gulag overse-
CrS. ﬂqcy have flourished in systems OFpOWCI‘ as diverse
as the slave trade, the stock exchange, the music and
fashion industries, the dot-com boom, and the green
energy race. In this way, they are surprisingly adapt:{ble
as a species if not always as individuals.

The eldest minds among them are frozen in time,
lost in dated ideologies, and unable to fachom how
smartphones could be superior to the printing press,
yet simultancously forced to contend with enemies
using satellites to track them and smart bombs to
destroy them.

The youngest live by encryption on the cutting
edge of social media and listen to Trentemoller on
Spotify, 1oathi1’1g their own history and the tyranny
of their elders. They have to contend with a system
of rule that was archaic already 500 years ago and rub
shoulders with Mongol warlords and veterans of the
Seven Years’ War.

[t scems, no matter how fast they follow the
technological development, the Kindred will always be
partly stuck in the past. Unwilling or unable to recon-
cile their differences, the old fight the young, and this
forms the foundational rift in Kindred society — cur-
rcnt]y cxprcssed in the conflict between the Camarilla
and the Anarchs. They call it the War of Ages.

Jyhad

The Kindred like power. Thcy like holding the con-
trolling interests in banking empires, being owed a
life debt from a narco-emperor, having a hand in the

upbringing of child prodigies, and setting uprisings in
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motion. Perhaps they seck to influence others because
they have so little control over themselves. They are
slaves to an addiction that can never be cured. And,
regardless how powerful they get, there is always the
risk of becoming servants or prey to ancient sires.

The Jyhad is perhaps what happens when the war
between the begetter and the begotten never reaches
a resolution. An endless struggle between generations
of ancients who were neonates millennia ago, and who
have let their descendants inherit their strife. Fueled
by personal vendettas and utopian dreams, the Jyhad
is the spind]c weaving the tapestry of Kindred history.
It plnccs the young and the idealistic as pawns of the
ancients on the board of undead politics‘ And it often
leaves marks, if not scars, on the mortal world.

The count of world-altering battles fought in the
Jyhad began with the First City and continues to this
night. The destruction of Enoch was likely caused by
the fourth and fifth generation of Kindred turning on
their Antediluvian progenitors, as the Antediluvians
had turned on each other before them. The Punic Wars
were a mortal symptom of the bitter strife between
Ventrue and Malkavian elders masquemding as patri-
cians of Rome on one side and utopian dreamers led by
the African Brujah Troile on the other. There and then,
the great rebel vision — to live openly among mortals
— was defeated. Not for the first time, nor for the last.
It has been crushed by force or by its inherent impos-
sibility again and again through the years. The rise of
the Cainite Heresy and the high clans of Tle-de-France
triggered the horrors of the Albigensian crusade. The
Kindred themselves lit the flame of the Inquisition
that nearly burned the curse of Caine from the Earth.
The fall of Constantinople during the madness of the
Fourth Crusade rose like a storm of blood around the
diablerie of the “Archangel” Michael and saw the end
of the dream of the Byzantine Triumvirate.

The final nights of the Dark Ages and the War
of Princes coincided with the formation of the great
sects, forged from multiple uprisings and betrayals
that killed the old order of high and low clans and
set childe against sire once more. The foundation of
the death cult of the Sabbat and the diableries of at
least two Antediluvians heralded the beginning of a

new age. But even after the Kindred of the Camarilla



elected to go into dccp hiding to escape the wrath of
mortals at the Convention of Thorns, the Jyhad con-
tinued unabated. The destruction of any ancien régime
is always a convenient cover for the dead, and both the
French Revolution and the October Uprising saw the
collection of the blood of nobles by Kindred secking to
destroy their elders. Well into these nights of postmo-
dernity, of neon lights and CCTV, methuselahs like
Helena and Menele still rage against cach other, though
Troy is no more than ash and legend.

Every Kindred wants to believe thcy
know their place in the Jyhad, but few
do. Schemes the Prince of Cairo
hatches to rid his city of faithless
Anarchs in the chaos of the Arab
Spring are not his own, but feed
into the plans of a methuselah in
catacombs beneath Turin. Layers
upon layers of intricate politi-
cal games and strategic alliances
obscure reality, but as the Sabbat
howl about Gehenna, the Anarchs
take up arms again, and the elders
of the seventh generation and lower
are beckoned back to where it all
began, it looks like things are heading for
the endgame.

The elders who remain in their havens
gorge themselves on fledgling vitae to stay sane and
resist the call. Instead of governing directly they retreat
into paranoid seclusion, leaving underprepared neo-
nates to rule in their stead. The “inheritance coteries”
arc everywhere now, holding ficfdoms and ganglands,
while their masters have left for the East or are scream-
ing at the invisible phantoms of their Blood madness.
Many of the stand-in rulers do not plan to give back
what they got when the elders return. Why shouldn’e
one generation’s apocalypse be another’s beginning?

But yes, vampires live forever, so who is to say their
apocalypse will not last for a mortal age? If this is the
end at all. The unbound shake their heads, describing the
latest incidents in the blood opera of the Jyhad as nothing
but schemes and personal vendettas disguised as prophecy
and destiny. To them, the ancients are just people with

power, grudges, and way too much time on their hands.
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The Camarilla

The Camarilla is the most widely influential organiza-
tion Kindred history has ever known. Its stated pur-
pose is to preserve the Masquerade, an elaborate veil
of deception pulled over the eyes of the living to hide
the existence of the Kindred. But the Camarilla is so
much more. It is a conspiracy to preserve the power of
the clders, an undead secret socicety influencing global
business and politics, the closest thing the Kin-
dred have to a system of government, and
an international union of cities akin to
the United Nations — comp]cte with
a central inner circle and a cadre of
justicars and archons traveling the
world to “keep the peace,” answer-
ing to nameless masters. The sect
maintains a fierce moral stance
on preserving humanity in the
face of the impulses of the Blood,
sccing themselves as the shep-
herds of the blind human throng -
simultancously morally superior and
inferior to their short-lived subjccts.
The sheer age, power, and wealth
of many Camarilla members, and the
recent exclusion of the Anarchs from
their ranks, makes the sect distinctly upper
class. These are the monsters that hide behind
$5000 cockrail dresses, meticulously tended stock
portfolios, and havens guarded by blood slaves in
private security uniforms. They are the one percent of
the one percent and they hunger for more. Their pawns
arc placcd in banking and in Congress, making deals
and passing bills. Thcy are masters of disinformation,
propaganda, and blackmail, never leaving a loose end
untied for long. These nights, there is a lot of tying to
do, but the Camarilla does not hesitate to lay ruin to
human lives and Kindred unlives to protect the secrets
of their influence.
To most members of the Camarilla, Caine is just
a myth, a metaphor for their curse, rather than a
historical individual. That said, many still cling to their
Christian, Jewish, or Muslim faiths like straws in a

storm, trying to find meaning and purpose in their un-
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lives. The Middle Eastern counter-
part to the Camarilla — the Ashirra
— is entirely based on using Islam
to temper the murderous impulses
of the Blood. Still, ancestor wor-
ship is a widespread and accepted
practice in the Camarilla, with
ancient Methuselah like Mithras
and the Dracon serving the func-
tion of saints. In some clans the
Antediluvians have become objects
of veneration — imngincd as the
embodied ideals of their blood-
lines.

A Camarilla city is run in the
fashion of a feudal court, even if
their gatherings may look more
like slick boardroom meetings or
rough gatherings of criminal car-
tels. The hierarchy is absolute. At
the top we find the Prince, a crea-
ture impressive or cunning cnough
to be acknowledged as the absolute
leader of their domain. Below them
arc the members of the Primogen
Council - representatives of the
major Camarilla factions in the
arca. Whether they are clan elders
or a gathering of those who hold
the largest hunting grounds, they
speak directly to the Prince, who
will do best by listening to their
advice. More than one lord has
been ousted by their own council.
Some princes choose a seneschal,
who acts as personal advisor or
1‘Cplaccment when the Prince is
unavailable.

When needed, the court gather
in secret sanctuaries known as Ely-
siums, often changing locations to
maintain absolute privacy and using
a myriad deceptions to hide Kin-
dred affairs from mortal scrutiny.

Elysiums accommodate feasts, cer-

emonies, negotiations, and heated
debate, protected and directed by
the Keeper and their heralds, also
known as harpies. One may be
hidden behind the dark rooms of
an upscale fetish club, another in an
otherwise unused nuclear bunker, a
third in the Guggcnhcim’s Brancusi
collection at night.

Order in the domain at large is
maintained by a sheriff, gendarme,
constable or whatever law enforce-
ment term is used locally. They are
usually more hitman than cop, and
summary justice tends to be the
norm as the Camarilla frown on
modern ideas like due process. If
you get dragged before the Council
to plead for mercy instead of
chained beneath a sunroof, you've

been lucky.

The Six

Traditions

The Six Traditions form the core
framework for governance among
the Kindred. While thcy are inter-
preted in Wildly different ways and
given various attention by individ-
ual princes and councils, they are
ancient customs that no initiated
Camarilla Kindred is unaware of.
Even ifthcy were, ignorance is no

¢xcuse fbl’ brcaking thcm.

THE FIRST TRADITION:

THE MASQUERADE

Thou shall not reveal thy true nature
to those not of the Blood. Doing such
shall renounce thy claims of Blood.

The first tradition is the only one

universally respected, but also the

one that is broken most often. A
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sloppy feeding with witnesses, a
vu]gar disp]ay of undead might,

a confession to a beloved mortal.
These things happen, but Kindred
are expected to clean up after
themselves, or there will be hell
to pay. The crime-world code
“snitches get stitches” doesn’t even
bcgin to describe how scriously
both the Camarilla and the An-
archs take the Masqucradc. In the
age of YouTube dares, clickbair,
and fake news, a Masquerade
breach is easily overlooked by the
masses, but any transgression can
end with a black ops team kicking
in a haven door. Only the crazi-
est of Cainite superiority fanatics
dream of an age where they can
rule openly; the rest have faced
reality — the undead fare better

as parasitic powers behind the
throne than as great predators or
infernal lords of human domin-

ions.

THE SECOND TRADITION:

THE DOMAIN

Thy domain is thine own concern. All
others owe thee respect while in it. None
may challenge thy word while in thy

domain.

A prince’s domain is the whole
city, but thcy may grant rights to
those who have served them, allow-
ing others to rule over a district or
a city block in their stead. This cre-
ates an claborate hierarchy of licge
lords and licges, reminiscent of the
feudalism of the late Middle Ages.
Knowing the lay of the land and
who has the claim to its use is vital
to navigating the urban labyrinths
of the night.
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THE THIRD TRADITION?

THE PROGENY

Thou shall only Sire another with

the permission of thine elder. If thou
createst another without thine Elder’s
leave, both thou and thy Progeny shall

be slain.

Overpopulation can quickly become
a serious threat to the Masquerade,
and having to ask the Prince for
permission to make a childe is the
best way to avoid it anyone has
come up with. A companion of
one’s own Blood is one of the things
most desired by Kindred, and a
thing they cannot freely have. Thus,
it is a coveted gift and a powerful
tool in securing alliances.

Vampire populations used
to hover around one per 100.000
mortals, but tonight — who can
say? Some cities, like London, are
almost empty after Second Inquisi-

tion CT&C]\'dOWl’]S Llﬂd OthC‘I'S are

hives of thin-blood activity.

THE FOURTH TRADITION:

THE ACCOUNTING

Those thou create are thine own
children. Until thy Progeny shall be Re-
leased, thou shall command them in all

things. Their sins are thine to endure.

Tonight, release into the Camarilla
is more a question of initiation
than anything else. If a childe

does not have what it takes to join
the clite, they are thrown to the
Anarchs, to be hunted and stepped
on like the rest of the unbound,

if not destroyed outright. Childer
who are accepted, but escape from
oppressive sires are still their
responsibility, so the maker better
find their wayward progeny fast.
And punish them.

THE FIFTH TRADITION:
HOSPITALITY

Honor one another’s domain. When
thou comest to a forcign city, thou
shall present thyself to the one who
ruleth there. Without the word of ac-
ceptance, thou art nothing.

In an age of spy games and iso-
lated city domains this tradition is
becoming polarized in its enforce-
ment. Keeping track of who is in
your city is a daunting task in the
cra of the refugee and the global
citizen, and some princes are
active]y backing harsh immigration
po]icics, bui]ding walls, or infilerac-
ing border controls just to keep up.
Princes usun]ly cither give up on
enforcing this law or do it draconi-

cally with mortal assistance.
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THE SIXTH TRADITION:
DESTRUCTION

Thou art forbidden to destroy another
of thy kind. The right of destruction
belongeth only to thine Elder. Only the
Eldest among thee shall call the Blood
Hunt.

The Blood Hunt is the ultimate
punishment in Vampire society.
Normally the destruction of anoth-
er Kindred is seen as a cardinal sin,
but anyone can hunt and kill those
that are named the targets of lex
ralionis, the law of retaliation. Even
the thin-blooded, the Anarchs, and
the independents are invited to the
murder party. Anything goes in the
Blood Hunt, and if the one who
kills the target drinks it dry and
claims a part of their power — the
terrible crime of diablerie — so be
it. Helping a Blood Hunt is a good
way into the Camarilla’s graces, so
joining one is often frowned upon

by Anarchs.



Kindred

Fashion

Black is still the new black. Feeding is messy and
bloodstains are easier to hide on dark fabrics. It is that
simple. Toreador tastemakers in the fashion industry
return to black each season for this very reason. This
means light-colored clothes, especially white, become
status symbols. A Brujah in a white tracksuit signals
“Pm so skilled | don’t spill a drop.” But wearing light
colors is always a risk, and many Kindred consider the
practice as asking for trouble, no matter how tight
their blood-drinking game is.

Fashion is a secret language. Just like mortals,
Kindred signal affiliation, attitude, and ideology
through their dress, both in the street and in Elysium.
A rose print dress screams “I’m a diva” to those who
know about clan iconography, and attire made from
trash and rags marks you as a Nosferatu — or possibly
a Malkavian. A subtle Edwardian cut to the jacket or
pullover you wear among mortals hints at your age,
and the tenderly preserved 1905 dress you wear to
court tells neonates to respect their elders.

Kindred dress very differently in the street and
in Elysium. In public, the Masquerade is on, and
looking like an antiquated royal is usually a very bad
idea. Vampires are stealth hunters. They blend in
with their prey. Most are masked with a human cov-
er, and all have a pattern of predation. These two
factors dictate their street look. A Sandman burglar
wears trainers and black Adidas with a hoodie, but
a leech with the same modus operandi who feeds
from a psych-ward dresses like an orderly. A scene
queen stalking the psychobilly scene spends an hour
every evening on their pompadour and tattoos,

while a minimal techno fiend would never dream of
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wearing a band T-shirt and has daymares about not
getting into Berghain. Only the handful of Kindred
who still stalk the goth scene dress like “vampires”
in public.

Elysiums and havens are a whole other story. In
these no-Masquerade areas the Kindred flaunt their
age and monstrous nature. Here the complex neo-
feudal codes of their society rule, and the harpies
wear Elizabethan dresses or haute couture creations
that would make Lady Gaga gasp for breath. It’s all
part of the status game. Arriving from the street into
the lair of an elder is a humbling experience — no less
so, if the guest kneels in their black jeans and T-shirt
before an ageless monster in a chalk-white dress made
from human skin.

Anarchs tend to despise the need for embellish-
ment as a typical Camarilla thing, instead staying true
to a single style, gradually changing through the dec-
ades: a modern street interpretation of what they are
and their personal history, carefully maintaining their
human mask. Baggy hip-hop fashion with memento
mori bling and woodcut style tattoos recall the 1500s
for the Landsknecht. A World War Il bomber jacket
for the rabble taxi driver with a history. Crust punk
rivet armor for the Mongol Gangrel warlord. Most
wear perfectly ordinary everynight street clothes with
hint at their nature understood only by those who
know exactly what to look for.

KINDRED SOCIETY
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ICONOGRAPHY

A cracked mirror left at the scene of the crime. A cross-like ankh
marking the spine of a book. A warped tragedy mask spray painted
on a tarp tent in Skid Row. The broken Anarchy (A), upside down,
tattooed on a biker’s neck. Or wait, are those swords?

Every subculture and secret society has its own ever-evolving
language of signs and symbols, and the Kindred are no exception.
The marks of the Antediluvians and their bloodlines have been
shaped in angular cuneiform, drawn from the broken imagination
of a child from Styria, and sketched on empty plates at the seats
of unnamed conclave feasts. From the dawn of time, clan and sect
heraldry has evolved into a myriad localized and personalized
forms, but the themes and core symbology are as never-dying as
the Kindred themselves. The heraldry of noble divas in the late
middle ages (not yet named Toreador — the word was coined by
Bizet in his 1877 libretto for Carmen and promptly appropriated),
featured a rose, the Ventrue kings of Britannia have always held
scepters, and a mask of some form has been associated with the
horrors since before the rise of Greek tragedy.

The new clan and sect symbols presented in this book have
not been designed by some undead art director for universal use
among the clans. Nor were the symbols that preceded them. The
new variants do however reflect some of the changes in undead
society. The Ventrue of the 21st century often add a sword to their
scepter, marking them as the Clan of Kings at war with the An-
archs and the Second Inquisition; the Tremere symbol has evolved
to new complexity after the fall of the Pyramid, and the mirror of
the Malkavians is looking back at them. In the reality of the World
of Darkness, the clan and sect symbols are seldom used exactly as
they are shown in this book.

One Toreador wears a crown of roses, another has fresh petals
decorating her dress, a third wears a Victorian style brooch shaped
like a long-stemmed rose, a fourth a navelpiercing designed to be
a more abstracted rose with a shorter, curled stem. No clan mark
is ever invalidated, and the Kindred who got inked in the early
90’s wear their old-school colors as proudly as those who branded
themselves with a new interpretation of the symbols yesterday. In
your game you are well served by abstracting the iconography to
its core. If you keep it simple, you will be able to find hints of it on
punk album covers and in renaissance paintings and radical street
art — blood-red lipstick traces left through art history by our im-
mortal masters.
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The Anarch Movement
The revolution against the
Camarilla is as old as the sect itself.
Origin:\lly known as the Anarch
Revolt, in recent decades it has
grown vastly, as younger Kindred
find it hard to understand why
they should follow the dictates of
clders who seem perfectly happy to
throw them to the Second Inquisi-
tion if need be.

The unbound are all those
vampires who fall outside the
Camarilla. The Anarch Movement
in its various forms is a subset of
the unbound and also their most
visible manifestation. Many seck to
escape from the Camarilla’s control
by hiding. But the Anarchs have G
decided to fight back, actempring ## 4"

to conquer and control domains y \ :
originally held by those who would \ .
claim themselves their masters. I $ 2
And why not? The Camarilla’s p \
clders are being called to the Mid- L
dle East by the Beckoning, and the
Second Inquisition has destroyed ;
princes and primogen all over the, \
world. /‘ ]
The number of elders dwindle

; P

while there is a new crop of hungry, \ \
|
A

ambitious Anarch licks evety year.

The word on the street is

revolution. No mote compromises, r,-“"
no more po]itics7 no more trying )
to make deals with the Camarilla,

)1
The Movement has finally escaped \
the centuries-long lethatgy it \\

fell into after the Convention of
Thorns and the formation of the
Sabbat, but that time is now over.
The Anarchs have remembered
how to fight, galvanized by the
Camarilla’s great betrayal in being

at fault for the Second Inquisition.
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The root causes of Anarch dis- more secure. Vulnerable because

content are not hard to find. Many | chey are in contact with cheir sur-

“Camarilla princes like to'style round_i_ngs_ every n_ight', and sure to

+ themselves as enlightened and just make mistakes. Secure because the
_rulers who benevolently look after Anarch is never the vampire lord in
the welfare of all Kindred. The a mansion on the hill. They’rc the
experience of the neonate-turned- D] in the nightclub, the terrifying
Anarch is very different. Once cop from internal affairs, the junkic
you've been told you can only feed creeping outside your window.
in the warchouse district, your sire What motivates the Anarch
has been executed for obscure vio- Movement most of all is the scent
lations of Camarilla law, and the of victory. For the first time in
Sheriff has murdered your mortal centuries, it feels as if it might be
mother because she was a “threat possible to topple the Princes. If
to the Masquerade,” princely the old order can collapse in Ber-
rhetoric starts to ring hollow. lin, it can collapse anywhere!
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The Autarkis

Even in a city like Paris, dominat-
ed by the Camarilla, many Kindred
remain unbound and in hiding
from their cousins. Their stories
are cither so old thart the sects seem
like passing trends to them or so
fresh that they are still busy nurs-
ing connections to the people and
principlcs that mattered to them
in life. They are autarkis, outside
society.

In Yerevan, Armenia, any at-
tempt by the Camarilla to establish
a prince or primogen council ends
with a rosewood box of ashes sent
to a poste restante address in Thi-
lisi. In New York, there are about
fifty Kindred that simply refuse
to align themselves to any cause.
Their ambitions lie with protecting
their own bloodlines and ethnic
communities (somcthing to do
with a terrible mistake made on
Ellis Island). The Camarilla does
not have a patent on order. Their
Traditions were custom long be-
fore they became law, and even the
autarkis who keep their head down
and stay out of politics abide by
them, or at least variants of them.
Just try walking into Little Odessa
without mnking the steam room on
Brighton Beach Avenue and kissing
the ring of Yul'gi your first priority.

So no, not every “prince” is
Camarilla or Anarch. One domain
is controlled by a clan, another by
a group of faceless conspirators, a
third by no one at all, a fourth by
a revenant playing their master’s
strings, and so on. For the deter-
mined Kindred there is always

a way out, and the underground

is rife with strong personalities
uninterested in pre-determined
laws and monthly meetings in
Elysium. When all is in flux, you
Cannot expect every creature to be
accounted for or adhering to rules
that you know. The autarkis and
the unbound are a reminder that
the Kindred are unique monsters,

not nations, armies, or re]igions.

Endings and
Beginnings

Mere years after the beginning of
the War on Terror, the Camarilla
finds itself in a desperate situation.
Thousands of Kindred have made
it onto the NSEERS and other
watchlists established by Home-
land Security in the United States.
In 2007, just after the passing of
the “Protect America Act” and
joining the still classified “Project
PRIS,” The Vatican’s Secret Service
(The Entity), the CIA, and the
NSA launch a major offensive.
They do so covertly, backed by

the mundane might of the largest
counter-terrorist agencies on the
planet. More than a thousand
Kindred are killed in the space of
three months.

Very few of the strikes are
reported as lethal to the public.
Many are labelled “arrests,” oth-
ers are hidden as gang violence,
the worst even more odiously as
Islamic terror attacks. The Vatican-
SOCOM destruction of the Vienna
Prime Chantry in 2008 officially
remains a “terrorist atrocity” cred-

ited to the Islamic Jihad Union.
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On]y the most reclusive autarkis
and Inconnu are unaffected. The
game is up, the use of surveillance
and high technology has blown up
in the face of the Camarilla, and
they are caught in the worst crisis
since the Convention of Thorns
and the creation of the sect itself.
The Second Inquisition has begun.

In response the Camarilla
orders the first step, the Wipe:
older Nosferatu hackers dismantle
their servers, taking SchreckNET
apart to start vacuuming as much
Kindred communication as they
possibly can from the web.

The second step is a Camarilla-
wide edict, spread by word of
mouth as well as a last coded
transmission on Kindred commu-
nication channels. Any Kindred
caught contacting another online
will be removed from the protec-
tion of the Camarilla and declared
disloyal, with the threat of the
Blood Hunt h:mging over them if
the communication is deemed to
compromise the Masquerade.

The third step is the gathering
of the first global conclaves held in
a century. Because of the difficul-
ties of travel in the wake of the
Inquisition, only representatives of’
primogen and princes are Cxpcctcd
to attend. One convention is held
in Chicago, the greatest Camarilla
city in the US, the other in the
neutral city of Prague. The Con-
vention of Prague almost devolves
into civil war as the Anarch faction
claims that the Camarilla elite
and their meddling with federal
and national governments are to
blame for the Inquisition, while

the Camarilla point to the gung-ho



fashion in which Anarchs and neo-
nates in general have been using
8
the internet.
The Convention ends in chaos.
Theo Bell, Brujah Archon and

Camarilla loyalist, executes his old

master before a stunned gathering

peers. The Camarilla Tradit

are changed forever. The
of the Anarchs from the sect is a
fact. Anarchs are now considered
anyone affiliated with the Move-
ment as well as all thin-blooded,
caitiff, and autarkis vampires, and
no Kindred of 13th generation or
lower is welcome in the Camarilla.

For a second it looks like open
war will break out. In the end
the Anarchs agree to uphold one
Tradition and one Tradition only:
the Masqucrndc. The Camarilla
establishes a “second masquerade,”
dictating that members are to cut
all ties with non-initiated Kin-
dred. A sh;ﬂ\'_\; peace is established.
But tensions are mounting, and if
recent events in Berlin and Prague
are anything to go by, the War of
Ages is about to turn from cold to

hot m
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LEXICON OF THE DAMNED

ALLEYCAT (VULGAR): a vampire who
keeps no permanent haven, but
sleeps in a different location each
night. This term also refers to a
vampire who feeds exclusively from
the homeless, vagrants, and other

elements of low society. See footpad.

THE AMARANTH (ARCHAIC): the act
of consuming another Kindred’s

blood. See diablerie.

THE ANARCH MOVEMENT: 2 vam-
pire sect that opposes the tyranny
of elders and has placed itself
outside the secret society of the

Camarilla.

ANCILLA: 2 vampire who has proven
themselves, ranking between the
elders and the neonates. Plural:

ancillae.

ANTEDILUVIAN: 2 member of the

dreaded third generation.
AUTARKIS (ARCHAIC): Sce unbound.

BANKING (VULGAR): the practice of
“withdrawing” blood from blood
banks, hospital reserves, or the
dead and dying. This blood has
litele taste, though it will sustain a
vampire. Elder Kindred eschew this
base indulgcncc. A Kindred who
engages in this practice is known as

a bankcr.

THE BARRENS: the areas of a city
unfic for life, including graveyards,
abandoned buildings, industrial

wastelands, and areas of irrevers-

ible urban blight.

THE BEAST: the inchoate drives
and urges that threaten to turn a
vampire into a mindless, ravening

monster.

THE BECOMING: the moment one
passes from being a fledgling into
“full” vampire status as a neonate. In
the Camarilla, one may not Become
until their sire deems them ready

and gains the Prince’s approva].

BLISTER (VULGARY): 2 vampire “Ty-

phoid Mary” who contracts a mortal

disease and spreads it to each vessel
P

upon whom they feed.

THE BLoob: the supernatural,
semi-sentient Blood of a vampire,
as opposed to mortal or animal

blood. Synonymous with vitae.

BLOOD BOND: a mystical power re-
lationship between two individual
vampires, where one has partaken

of the other’s Blood thrice; accept-
ing Blood from a vampire is an

acknowledgment of their mastery.

BLOOD DOLL (VULGAR): a mortal
who freely gives their blood to a
vampire. Most blood dolls gain a
perverse satisfaction from the Kiss,
and activcly seek out vampires
who will take their blood.

BLOOD HUNT: a punishment sen-
tencing a vampire to final death
at the fangs of their peers. See lex

talionis.

BLOOD LEECH (VULGAR): A vam-

pire who feeds upon the vitae of
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other Cainites, out Ofnccessity or

dcpravity.

BLOODLINE: 2 vampire’s hcritagc. See

lineage.

THE BOOK OF Nob: 2 collection of

Kindred legend and history.

BUTTERFLY (VULGAR): one who
minglcs among the mortal high sO-
ciety elements and feeds exclusive-

ly from the famous and wealthy.

CAINITE (ARCHAIC): a vampire; a

member of the race of Caine.

CAITIFF: 2 vampire of unknown

clan, or of no clan at all. Caitiff are
typically of high generation, where
Caine’s blood is too diluted to pass

on any consistent characteristics.

THE CAMARILLA! 2 scct of vampires
devoted primarily to maintaining
the Traditions, particu]ar]y that of
the Masquerade.

cANAILLE (ARCHAIC): the bovine
masses of humanity, especially
the uncultured and unsavory. The
canaille are viewed primarily as a

source Ofsustcnancc. See kine.

CASANOVA (VULGAR): a vampire

who seduces mortals to take their
blood, but does not kill them.

See siren.
CAUCHEMAR (ARCHAIC): sce Sandman

THE CHANGE (VULGAR): the mo-

ment an individual ceases to be



mortal and becomes one of the
Kindred.

cHANTRY: the traditional name for
the Tremere headquarters in a city,
usually part shelter, part library,
and part laboratory.

cHASSE (ARCHAIC): the size and
quality of a domain or hunting

ground.

CHILDE: 2 vampire created through
the Embrace — the childe is the
progeny of their sire. This term is
often used derogatorily, indicating

inexperience. Plural: childer.

CLAN: a group of vampires who
share common characteristics
passed on through the Blood.
There are 13 known clans, all of
which were reputedly founded by

members of the third generation.

CONSANGUINEOUS (ARCHAIC): liter-
al]y “of the same blood,” gencra]]y

denotes lineagc.

coTeRie: a small group of Kindred,
united by the need for support and

sometimes common interests.

THE DAMNED (VULGAR): the race of

Cainites; all vampires.

DIABLERIE: the consumption of
another Kindred’s Blood, to the
point of the victim’s final death.
Vampires may lower their gen-
eration pcrmancntly through this

abhorrent practice.

poMAIN: the area of a particular

vampire’s influence. Princes claim

entire cities as their domains,
sometimes allowing lesser vam-

pires to claim domain within.

pomiTor: a ghoul’s master; one who
gives of their Blood and issues com-

mands.

DONOR (VULGAR): 2 sarcastic term

for vessel, typically human.
DUSKBORN: sce thin-blood.

ELDER: 2 vampire who has experi-
enced at least two or more centu-
ries of unlife. Elders are the most

active participants in the Jyhad.

ELYSIUM: a place where vampires
may gather without fear of harm.
Court functions in Elysium are
strictly kept apart from mortals
and surrounded by secrecy, but the
Elysium building itself could be a
public museum, a gallery, or club.
Bcrghain is an anarch Elysium. The

Louvre is a Camarilla Elysium.

THE EMBRACE: the act of trans-
forming a mortal into a vampire.
The Embrace requires the vam-
pire to drain her victim and then
replace that victim’s blood with a

bit of her own.

FARMER (VULGAR): 2 mocking term
for a vampire who refuses to feed
on human blood, instead taking

sustenance From anima]s.

FINAL DEATH: when a vampire
ceases to exist, crossing the line
from undeath into true death.
FLEDGLING: 2 newly created vampire,

still under their sire’s protection.
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FOOTPAD (ARCHAIC): one who feeds
by assau]ting derelicts and others
unwanted by society. See alleycat.

GEHENNA: the rumored Arma-
geddon when the Antediluvians
will rise from their torpor and
devour the race of vampires and
the world. The Sabbat believe this
time is now and have left their
traditional domains, fighting the
final Gehenna War in the shadow
of Middle Eastern conflicts.

GENERATION: the number of
“steps” between a vampire and the
mythical Caine; how far descended

from the First a given vampire is.

GENTRY (ARcHAIC): a Kindred who
preys in such places as nightclubs,

bars, and the red-light district.

GHOUL: a minion created by giving
a bit ofvampiric vitae to a mortal
without draining them of blood
first (which would create a vam-

pirc instead).

GOLCONDA: 2 fabled state of
vampiric transcendence; the true
mastery of the Beast and balance
of opposing urges and principles.
Rumored to be a state similar to
nirvana, Golconda is greatly touted

but rarely achieved.

HAVEN: a vampire’s “home” or
base; where thcy find sanctuary

from the sun.

HEAD (VULGAR): a Kindred who
feeds upon those who have im-
bibed alcohol or drugs, so as to

vicariously experience the same
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sensations. Those Kindred who
prefcr individual drugs have their
“poison” prefixed to the term
head (e.g. meth head, dope head,
smack head). See lush.

HEADHUNTER (VULGAR): 2 vampire
who hunts and feeds from other
Kindred. See Blood Leech.

HUMANITAS (ARCHAIC): the extent to
which a Kindred still maintains her

humanity.

THE HUNGER: the urge to feed. For
vampires, the Hunger replaces all

other drives with its own power-

ful call.

THE INCONNU: a sect of vampires
who have removed themselves
from Kindred concerns and,
largely, the Jyhad. Many methuse-
lahs are rumored to exist among

the Inconnu.

JUICEBAG OR JUICE BOX (VULGAR):
a contemptuous term for mortals,
indicating that their sole use is for

sustenance.

THE JYHAD: the secret, self-
destructive war waged between
the generations. Elder vampires
manipulate their lesser kin, using
them as pawns in a terrible game
the rules of which defy compre-

hension.

KINDRED: the Camarilla term for
vampires as a whole, or a sing]e
vampire. According to rumor,
this term came about in the 15th
or 16th century, after the Anarch
Revolt.

KINE: 2 term for mortals, largely
contemptuous. The phrase “Kindred
and kine” refers to the world at

largc; everything.

THE Kiss: to drink blood, especial-
ly from a mortal. The Kiss causes
feelings of ecstasy in those who

receive it.

LEX TALIONIs (ARCHAIC): the code
of the Kindred and the system
for punishing transgression;

the law of retaliation which is
behind the blood hunt. It sug-
gests Hammurabian or Biblical
justice — an eye for an eye and
punishment in keeping with the

grievance.

Lick (VULGAR): a vampire. See Kin-
dred and Cainite.

LIEN (ARCHAIC): the compliance of
the kine in 2 domain or hunting

groun Cl

THE LIFE (ARCHAIC): 2 cuphemism
for mortal blood. Many indred
regard this term as affected and
effete.

LINEAGE (ARCHAIC): 2 vampire’s
bloodline; the Kindred’s sire, sire’s

sire, etc.

LuPINE: a2 werewolf, the natural
and mortal enemy of the vampire

race. Plural: ]upincs.

LUSH: a vampire who typically
feeds from drugged or drunk mor-
tals in order to experience their

inebriation.

60

MAsk: the mortal cover identity
a Kindred needs to maintain to

remain hidden among their prey.

THE MASQUERADE: the habit (or
Tradition) of hiding the exist-
ence of vampires from humanity.
Designed to protect vampires from
destruction at the hands of man-
kind, the Masquerade was adopted
after the Inquisition claimed many

Kindred unlives.

METHUSELAH: a vampire who has
existed for a millennium or more;
an elder who no longer participates
in Kindred society. Methuselahs are
rumored to hail from the fourth and

fifth generations.

NEONATE: 2 young Kindred, recently
Embraced but more than a fledgling,

PAPILLON (ARCHAIC): the red-light
district; the area of town punctu-
ated by drinking establishments,
brothels, gambling houses, and
other locales of ill repute. The prime
hunting grounds of a city, where

the disappearance of mortals goes
hand in hand with the area’s general

seediness.

PORTILLON (ARCHAIC): the security
and level of protection in a domain

or hunting ground.

PRAXIS (ARCHAIC): the right of
Princes to govern; the Prince’s claim
to domain. This term also refers to
the Prince’s matters of po]icy and

individual edicts and motions.

PRINCE: 2 vampire who has

claimed a given expanse of



domain as their own, generally
a city, and supports that claim

against all others. The term can
refer to a Kindred of either sex.
In Anarch cities they are some-

times called Barons.

PROGENY: all of a given vampire’s

childer collectively.

THE RACK (VULGAR): the hunting
ground of choice, including bars,
nightclubs, drug dens, and other
bacchanalian locales, where
mortals go missing all the time.
See Papillon.

RAKE (VULGAR): 2 habitual visitor
to the Rack, especially in the

interests of feeding.

REGNANT: a Kindred who holds a

Blood Bond over another.

RETAINER: 2 human who serves a
vampiric master. Kindred rarely
go without at least a few of these
mortals, both for convenience

and protection.

THE SABBAT: a scct of vampires
that rejects humanity, embracing
their monstrous nature. They are
currently believed to be engaged
in the Gehenna War, having left
or been driven out of their hold-

ings in the West.

SANDMAN (VULGAR): a vampire
who feeds only upon sleeping

victims.

THE SECOND INQUISITION: 2 col-
lective name among vampires for

the recent coordinated efforts of

intelligence agencies to combat
the Kindred as if they were a
terrorist threat. Few individual
agents understand what they are
fighting and the intra agency col-
Iaboration codenamed FIRST-
LIGHT places enormous import
on keeping their operations
secret and disguiscd as ordinary

anti-terrorist action.

SECT: a group of vampires argu-
ably united under a common
philosophy. The two most widely
known Sects currently populating
the night are the Camarilla and
the Anarch Movement.

SIRE: a2 vampire’s begetter; the Kin-

dred who created them.

SIREN (ARCHAIC): 2 vampire who
seduces mortals in order to drink
from them, and then only takes a
small quantity of blood, so as to

avoid ki]]ing them.

SLUMMING (VULGAR): the practice of
feeding from derelicts, the home-
less, and other dregs of society; one
who does this regularly is known as

a slummer.

TEASE (VULGAR): See casanova and

siren.

THIN-BLOOD: a vampire of the
14th or 15th generation (and pos-
sible above) who does not experi-
ence the curse of Caine in the

same way as other Kindred.
THE THIRD MORTAL (ARCHAIC):

Caine, who was cast out and became

the first vampire.
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THRALL: someone under the effects
of a Blood Bond, having drunk
another Kindred’s Blood thrice.

TURF (VULGAR): 2 modern affecta-

tion used in reference to a domain.

UNBOUND: A vampire who remains
outside the larger Kindred society of
a given city, cither by ignorance or
choice. Usually considered an An-
arch by members of the Camarilla,
though most unbound have nothing
to do with the Movement.

VEGAN: 2 contemptuous term for
one who drinks exclusively from

animals. See farmer.

VEsSEL: a source of blood for suste-

nance or pleasure, primarily mortal.

viTAE (ARCHAIC): the Blood of a

vampire.

WHELP (ARCHAIC): a derogatory term
for a young Kindred, originally used

with exclusive reference to one’s own

progeny.

WHIG (ARCHAIC): 2 contemptuous
term for a vampire who possesses
an interest in mortal trends and

fashions.

WIGHT: a vampire lost to the Beast,
slave to the will of the Blood.

WITCH-HUNTER (ARCHAIC): 2 mortal
who hunts down and destroys vam-

pires and other supernatural beings.
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ccording to Kindred mythology, Caine

sired three childer, who in turn sired

childer themselves. This third generation

came into bcing before the Great Flood
— and some say it was their sins that called it down.
The survivors, known as the Antediluvians, became
the progenitors of the modem clans. Each Antedilu-
vian’s Blood endures in their descendants, feeding the
common powers, weaknesses, and perhaps even the
behaviors and beliefs of the Kindred who belong to
the clan they begat.

Tonight, there are 13 distinct clans along with
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0, could ye know the sequel
From such a deed atrocious,
E’en would thy hate feroctous
Bid me in horror stay.

Monster without an equal,

And canst thou nought but slay?

—-GAETANO DONIZETTI, LUCREZIA BORGIA

innumerable minor bloodlines as well as the Caitiff
and thin-bloods, who prouder and more powerful
lincagcs reject. Two of the 13 (Lasombra and Tzi-
misce) have fallen under the shadow of the Sab-
bat. Two (Giovanni and Ravnos) have been driven
ncarly extinct outside their ancestral strongholds by
enemies mortal and sorcerous. Another two (Banu
Hagim and the Setite Ministry) remain in limbo
between the Gehenna warzone and the dubious
protection of the Camarilla. The final seven continue
to maneuver for position and duel for power in the

endless night of the Jyhad.



The Learned Clan
Rabble
Punks
Hipsters
Prometheans
Rebels
Philosopher-Kings
Hellenes
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he dream of the learned clan is a world
where all injustice has been eliminated
and the living and the undead can coexist
in peace. Thcy say it is for love of the mor-
tals that they lead them against their masters. In truth,
thcy may simply rage against a distant or non-existent
God they can never fight, against a curse they can
never end. Theirs is a dream that poisons Cvcrything
it touches. As thcy infiltrace or instigate revolutions,
their hunger and passion ensure that blood will flow,

innocents die, and peace never be attained.

Who are the Brujah?

Clan Brujah have always Embraced from the ranks of
those sympathetic to counterculture and revolution.
Tl‘le seck out allies who question normative ideas, and
recognizing the fire of the opprcsscd, they gravitate
toward the underdog.

Common perception place punks, gang-members,
maladjusted immigrants rejected by the society that
should protect them, and placard-carrying and Molotov-
wielding rioters among the Brujah. While the clan

definitely includes substantial numbers of vocal and
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visible outsiders, their desire for rebellion reaches as deep
as the fraudster ripping off his own company, the lawycr
representing the poor pro bono, the neo-Nazi claiming
to be “alt-right,” and the basement-dweller download-
ing thousands of movies il]egally for redistribution on
streaming sites. Flcdglings Embraced to ﬁght and protest
are commonly known as rabble.

The Brujah can be passionate fighters but also critical
thinkers; the clan activists are often very different from
the clan theorists. On many occasions, the lacter are
Embraced from former gender studies or sociology stu-
dents, those who have survived near-death experiences,
and people who have in other ways suffered and endured
great personal loss. The philosophical Brujah, known
as Hellenes, believe the best method of dismantling the
establishment is to understand the social and culcural

systems that allow it to exist in the first placc.
Brujah Archetypes

CANCER IN THE SYSTEM

This Kindred exists as a cog in a corrupt system. They
may be a night worker for a mortal corporation known
for treating its employees like dirt, a staffer in a broken

political party, or one of the remaining Brujah in the
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Camarilla. They work to bring the
system down from within, maybe
hoping to replace it with something
better, but often having the process
of rebuilding as the last of their

priorities.

VOICE OF THE PEOPLE

The Brujah have always strived for
progress in Kindred society. Many
of them were progressives in life and
follow the same path in undeath.
The voice of the peop]c might bea
former feminist activist, eco-warrior,
or an anti-capitalist protester who
channels their passion into speaking
out against the Ventrue and Tore-
ador or fomenting political unrest
among mortals. Their ambitions
may come back to hurt their clan,
but sometimes they form the core of

rcvolutionary movements.

BLOOD WORSHIPPER

The Bruj ah were once considered

a High Clan, superior to most and
respected by all. Some Brujah still
believe their Blood is stronger than
that of other clans, and that they
have the right to apply their doc-
trine on others. Brujah who uphold
this form of blood idolatry often
come from fundamentalist back-
grounds, right-wing groups, and the

academic elite.

TROLLING PUNK

Clan Brujnh includes many vocal
and physical activists who follow
the zeitgeist uncritica”y, 1‘eve]ing
in their righteousness. The trolling
punk cares about the fight, not the
cause. They are an aggressor who
provokes confrontation with mi-

nority groups, a squatter who just

Wants to party to piss off the policc,
or a fourth-wave token “feminist”
who spent more of their mortal
time attacking other feminists

and their allies than coordinating
responses to oppression. Short-term
action yields massive results, but

does not always benefit the Brujah.

MONSTER IN DISGUISE

The Bruj ah claim there is no clan
closer bonded to humanity than
their own, which is why they exhibit
such fiery passions. But some take

it further than that, and strive to
live like mortals by keeping up to
date with modern culture, forming
relationships, and building families.
The payoff for this behavior is a
startling duality of dream and real-
ity. The Beast will not be denied for
long, and undead family men and
Working women must slip away from
their fake lives ever so often to avoid
secing red, returning only after they

have satiated their d;mgerous urges.

Disciplines

Celerity: Brujah use Celerity to
strike fast and escape uprisings
they have started. They hunt with
it to snatch vessels from the streets,
feeding from them savagely, or to
rapidly dispose of a mortal before

V:mishing into the m'ght.

Potence: Bruj:th use Potence as a
devastating weapon, cutting short
any confrontation with destructive
finality. Though the clan preaches a
connection to humanity, its mem-

bers often take what they want by
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force, as it is simpler to hold a kine
in placc or crack their skull open
and drink its insides than to nego-

tiate for a mouthful of blood.

Presence: Bruj:lh use Presence to
win the hearts of the crowd, turn a
threatening mob against itself, or
send a dangerous opponent flecing
into the night. Bruj ah intellectuals
prefer fceding with Presence to con-
vince vessels to give up their blood
voluntarily. Other clan members use
Presence to terrify their prey, as it
apparently adds “an exquisite, bold
taste” and fuels the less subtle pow-

ers of their curse.

Bane

The Blood of the Brujah simmers
with barely contained rage, explod-
ing at the s]ightest provocation.
Subtract dice equnl to the Bane Se-
verity of the Brujah from any roll
to resist fury frenzy. This cannot

take the pool below one dic W

CLANS






The Clan of the Beast
Animals

Ferals

Savages
Barbarians

Wolves
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GANSREL

hunger older than mankind burns inside

the wolves. When other Kindred curse

their appetites and choose the gildcd cage

of the city and the leash of social hierar-
chy, the wolves accept the Beast as a part of themselves
and run free. Crossing borders between species, na-
tions, and domains with the ease of perfect predators,
they belong to the wild and the wild belongs to them.
To think of them as noble savages is perilous, as the
animals have little respect for the arrogance of civiliza-
tion, and only the strongest survive their bloody hunts
and savage initiations. Trading stories of war and the
secret histories of their kind around campfires lit with
the bones of their oppressors, they have curned their
backs on the Camarilla and fight tooth and claw to
escape the endless plots of their fellow Kindred.

Yeah, I know whar you’re thinking. I see your shoulders
Y 8 Y
hunched, your brow furrowed, your hair on end. “Rudi,”
you're thinking, “have you brought me out to the projects just
to dust me?”
No, young blood. We're not meeting in the shictiest part

of the city so I can snap your head off or for you to take in
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the view. This place is the wilderness
we get these nights. In your grandsire’s
time, you might have been stalking the
woods and plains while the Ventrue ran
the cities. But that time’s gone. They’re
losing control of their cities, and we are
taking control of the ways in and out.
This is your territory now, and you
won’t let it go without the pack’s say-so.

Youwve got to prove your worth in
the Clan of the Beast. We're not some
exclusive club for snobs and elitists, but
we belicve in deeds over words and in
the strength of the pack and the unicy
of family. If you defend our haven, take
out one of our enemies, bring us the
skull of a Ravnos or shapeshifter, or
just humiliate the Prince by vrashing
her favorite car, you'll be good by our
standards. It doesn’t take more than
that. Just remember that lone wolves, as
cool as they seem, get picked off first.

We're more than just glorified bik-
ers, but I accept the analogy. We don’t
put down roors, we take iniriation into
our group seriously, and we accept no
masters. Your grandsire? He or she knelt
before some blue blood and learned to
take it like a bicch. You? If you kneel,
P kill you myself.

Who are the
Gangrel?

Clan G;mgre] are outcasts, wander-
ers, rogues, and hunters. They make
havens in the poorest parts of the
city and feel no shame for doing so.
Thcy claim few domains as their
own but defer to no prince. If a
feral enters a city, the prince will
either accept it or have to fight the

feral to get them to back down.

Gangrel Embrace from the
ranks of survivors and fighters:
leaders of prison crews and gangs,
explorers (urban and otherwise),
and any kine who sees the world
as something to traverse instead
of something to hide from. They
care not for looks or title, but for
;1ccomplishmcnt and reputation. A
childe may be a challenge, but the
clan follows rituals and initiations
to ensure the fledgling is worth the
time. Success means a new, hon-
ored member of the clan. Failure
means simply a forgettable reject
or a pile of ash.

Any mortal capable of project-
ing their will onto others, leading
a group from disaster to success, or
fighting impossible odds draws the
clan’s attention. This fact results
in a symptom known as “too many
chiefs,” when the clan consists
of more leaders than followers.
Customs encourage fights for
dominance, but these rarely last
until final death, as Gangrel elders
advocate against taking compe-
tition for authority personally,
instead encouraging a culture of

healthy rivalry.

Gangrel Archctypcs

UNCAGED JAILBIRD

This Kindred spent most of their
mortal life in prison or was once
incarcerated for a severe crime.
Such a past conveys a reputa-

tion and a jaded attitude coward
authority leavened with a desper-
ate taste for freedom and opportu-
nity to exercise liberties formerly

denied them.

70

ADVENTURER

The Gangrel are no strangers to the
wild, spending much of their time
beyond city limits and communing
with creatures and clans outside
those in the Camarilla. In life and
undeath, the adventurer has seen and
experienced something few could
comprehend. They have walked from
place to place, spending their life on
the road, living on]y by wits, a stran-
ger’s kindness, and a rich curiosity.
This wolf has no fear of the path

ahead, wherever it might lead.

FOLK FAVORITE

Clan Gangrel practice the tradi-
tions of storytelling around the
fire, although they are the furthest
from boy scouts. Whether around
a burning barrel, tire fire, or at

a great convocation, this animal
knows the songs and the stories to
celebrate the names of fallen heroes
and enemies who must never be
Forgotten. In their mortal lives thcy
might have been singers, entertain-

ers, or independent artists.

DIRECTOR OF THE BOARD

This Gangrel believes in power wield-
ed not merely with physical blows,
but through social presence, author-
ity over others, and command of a
group of people such as a club or a
corporation. The boardroom Gangrel
is an zﬂpha who thrives on causing
fear and respect, who does not play
by the rules, and who is capable of
commanding others to perform the
most unethical actions with threats
of personal and professional losses.
They stalk their prey through office
corridors at night and in five-star

hotels paid by company card.
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UNREPENTANT BEAST

The Gangrel relish their animal
features and feral natures, and
many behave as wild beasts do
- leading unlives dominated by
immediate physical drives and
desires. The unrepentant beast
behaved like an animal a]rcady
before the Embrace. Perhaps
they were a predatory criminal
or an individual who used legal
means to let out their dangerous
desires. As a vampire, they are
little better.

Disciplines
Animalism: A Gangrcl can use
Animalism to take on an animal
companion, sometimes called a
famulus. The animal companion
can be used for hunting, spying,
and attacking. Some Gangrel will
turn pets on their owners, hound
vagrants with packs of dogs, or lure
strays to them for a quick feeding.
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Fortitude: As longtime body-

guards and soldiers for the other
clans, the Gangrel have benefited
hugcly from Fortitude. The
Discipline can give them a sense
of fearlessness, as it allows them
to hunt across harsh terrain and
take bullets and knife blades
without worry. The Gangrel who
emphasize growth in Fortitude
likely expects a lot of harm to

come their way.



Protean: Gangrcl are known for

their mastery of Protean, as few
other clans possess its gifts. Strad-
dling the line between vampirism
and shapeshifting, the Disciplinc
allows a Gangrel to take on the
physical properties of another crea-
ture, or in other ways change their
physical shape. Gangrel who feed as
animals often consider this the tru-
est, or at least the best, of kills.

Bane

Gangrcl relate to their Beast much
as other Kindred relate to the
Gangrc]: suspicious partnership. In
frenzy, Gangrel gain one or more
animal features: a physical trait,

a smell, or a behavioral tic. These
features last for one more night
afterward, lingering like a hango-
ver following debauchery. Each
feature reduces one Attribute by 1
point — the Storyteller may decide
that a forked tongue or bearlike
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musk reduces Charisma, while
batlike ears reduce Resolve (“all
those distracting sounds”). If noth-
ing immcdiatcly occurs to you,

the feature reduces Intelligence or
Manipulation.

The number of features a
Gangrel manifests equals their
Bane Severity. If your character
Rides the Wave of their frenzy
(see p. 219) you can choose only
one feature to manifest, thus
taking only one penalty to their
Attributes M
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sychologists would diagnose the children

of Malkav with schizophrenia, depression,

obsessive compulsivc disorder, or post-trau-

matic stress disorder. Sometimes all at once.
In reality, they have all of these things and none. Like
the “wise madmen” of poetry their derangcment stems

from secing too much of the world at once, from un-

The Clan Of the Moon derstanding too deeply, and feeling emotions that are

Lunatics too strong to bear. They self-medicate with blood, but
that is just a temporary solution.
Madmen
Je sters “We're not clowns, Jeanette. We're not here to amuse the
other Kindred.”
OT (ICZBS “Baloney. We're here to make them laugh, make them

/ cry, make them sticky witch delight or embarrassment...
ervishes | cry,maked ky with deligl l ’
V. . . “You dmg our club rhrough the muck. Our clan! Time
was, we were the Kindred the others went to for advice
lstonaries ’ he Kindred the ot} ‘ e,
C hl,ldren Of M alkcw foresight, strategies in times of war.”
ull chat stick outta your ass, Therese. Unless you like it
“Pull ¢} k y Th Unless you
up there. Weve always been jesters.”
“Jesters in times gone by assessed the court and delivered
their findings to the Prince.”

“And so do we! God. You see my skirt and makeup, and

just think ‘slut,” don’t you?”
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“Of course. Are you not?”

“Yeah, but how many nuggets of
gold do you think I pried from the
ghoul I was screwing, the repressed
warlock I loosened up, or Prince
LaCroix when he was bouncing up and
down on my love gun? Bang. Bang.”

“You... God, you disgust me. [
acquire intdligence through visions,
through sampling the blood, through
debate, business transaction, rc’ading
emotions, drawing out uncomfortable
truchs...”

“You wear the suit, | wear the
stockings. We're mentally impaired as
a clan, bue hell, if it allows us to both
lower our inhibitions and get a little
dirty to do what must be done, I say
bring on the personality disorders. It’s
like a cocktail in my head.”

“There is nothing wrong with me.
You're the one with the special needs.”

“Oh, you need your daddy just as
much as I do.”

“Shut up. Shut up. For one nighr,
could you go without mentioning thar
we're all headcases and instead focus
on what we accomplish?”

“Sorry, sis. I guess there’s two sides
to being a Malkavian. The visionary
and the maniac. We're a good team!”

“I hate you.”

“You hate us.”

“We hate us.”

“I love you.”

“I love me too.”

Who are the
Malkavians?

It has long been the misconception
that few Kindred families are as
disparate as the Clan of the Moon.

Other clans see them and reason,

“they are each mad, so why should
their respective origins matter?”

To the Malkavians, origins matter

a great deal. Though sires may pick
childer from all walks of life, age
groups, ethnicities, and genders, eve-
ry mortal selected for the Embrace
possesses something only visible to a
Malkavian.

One of the gifts the Malkavians
look for in a mortal is what thcy call
“second sight.” Ifa person interprets
dreams, can perceive spirits, or
unerringly predicts future events,
the Malkavians take notice. Such a
person acts as a beacon, calling out
to every member of the clan that sees
them.

Another gift revered by the
Malkavians, is that of “insight.” A
high level of empathy, finely-tuned
knowledge of complex subject
mactter, or just an obsessive drive to
pursue the answers to philosophical
questions cach appeal to the clan. As
insight is often tied to profession,
the clan benefits from a range of
academics and doctors — especially
therapists and psychologists.

Finally, the Clan of the Moon are
fascinated by the “broken” — indi-
viduals who have been changed by
traumatic experiences or who were
simply born slightly detached from
themselves and the rest of society.
To the Malkavians, they are but one
gentle push away from having access
to an altogether different plane of
1"€ality. Rather than treating them as
burdens, the clan sees them as having
great potential.

All Malkavians suffer mental
illness following the Embrace -
sometimes accentuating an existing

condition, other times adding anew
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dimension to their instability. As
if their thoughts and actions were
based on otherworldly logic, there
seems to be no knowing when their
condition will manifest destructively
or when it will offer important per-
spectives where such were previously
lacking. As a rule, no other Kindred
feels completely comfortable around
a known Malkavian, often view-
ing them as unpredictable maniacs
whose flashes of insight are rarely
worth the fits of insanity.

Some Malkavians claim there is
a common factor to their madness;
that they are all psychically linked
through a communal wavelength, a
shared consciousness of sorts. Those
who are aware of its existence refer
to it as the cobweb or, more recently,

the madness network.

Malkavian Archetypes

INFLUENCING PRESENCE

This visionary is addicted to the
thrill of reinventing and present-
ing themselves in different ways,
thriving on the attention they get
through the stories they tell. They
seck to influence others through
words, images, or the use of their
Disciplines — whether it be for
the purpose of pleasure, to forget
their problcms, or to comply with
the whispers of the cobweb. As

a mortal they might have had an
extended network of followers on
social media or led the destructive

life of the mythomaniac.

MEDIUM
The ability to sense and register

more than any other Kindred
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afflicts the members of Clan
Malkavian with its infamous
insmbility but it can also reward
them with great insight. Some find
ways to usc and benefit from their
curse openly without breaching the
Masquerade, such as the medium
who reveals fictitious or existing
spirits attached to objects, areas,
and individuals - to help the griev-

ing or for personal gain.

BAD ANALYST

Some Malkavians instinctively know
how to pick apart and reassemble
minds, whatever state they are in.
Maybe the analyst was a therapist

in life, Cxccﬂing in hc]ping others
through personal crises. Or maybe
they use the experiences of their
own :1gonized psyche asa guiding
light, prying open the minds of

their patients and victims with the

purpose of finally healing themselves.

The analyst is respected as well as




feared for their ability to travel the
la yrinth of the mind — and trap

another inside it.

FANATIC

Malkavians are prone to fanaticism
fueled by mental instability. Fanat-
ics each have one purpose that con-
sumes most of their existence. This
could be anything from a strong
religious or political convictions to
an immense passion for detective
novels or 9/11 conspiracy theories.
Devoted to this one passion, it

is safe to say the fanatic knows
almost all the derails and informa-

tion there is to obtain about it.

PURE BLOOD ADDICT

Defined by bizarre insight and fringe
beliefs, many Malkavians feel that
certain blood calms their symptoms
or derangements. For the blood
addict, this has become a constant
goal and all they think of. In life,
thcy abused prescription drugs,

had hypochondria, or was perhaps

a gourmand, and now they cannot
he]p but drink and drink until the
gnawing noises quict down or the
anxiety lessens. They know which
vessels to pick to obtain the best,
most filling blood, and they take

every meal seriously.

Disciplines

Auspex: Malkavians use Auspex to
enhance their senses, strengthening
their sight or hearing to a supernat-
ural level, or to determine a mortal’s
fears, illusions, and mental weak-
nesses, so they can play on them
horribly as they prepare to feed.
Many a Malkavian has persuaded a
vessel to “tell them all about it,” be-
fore draining their weeping victim

not ten minutes later.

Dominate: Some Malkavians use
Dominate to lift all distractions
from a victim’s mind, completely
enthralling them; others use the
Discipline to draw forth or inflict
psychoses, through the infamous
variant known as Dementation.
While some do it mnin]y for the
sake of‘txpcrimcntation, getting
into a mortal’s head and convinc-
ing them that thcy want to give up
their blood greatly assists the clan

in surviving night to night.

Obfuscate: The Malkavians do not
advertise their use of Obfuscate,
convcnicmly allowing many Kin-
dred to forget they even have ac-
cess to this Discip]inc. What thcy
use it for differs vast]y. While some
Malkavians might want to observe
the court from secluded corners or
play tricks on their prince, others
secrete themselves in the houses,
wards, and care homes of the kine,
watching the sleeping faces before

discreetly feeding.
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Bane

Afflicted by their lineage, all
Malkavians are cursed with at least
one type of mental derangement.
Depending on their history and the
state of their mind at death, they
may experience delusions, visions
of terrible clarity, or something
entirely different.

When the Malkavian suffers a
Bestial Failure or a Compulsion,
their curse comes to the fore. Suf-
fer a penalty equal to your charac-
ter’s Bane Severity to one category
of dice pools (Physical, Social, or
Mental) for the entire scene. This
is in addition to any penalties
incurred by Compulsions.

You and the Storytcﬂcr decide
the type of penalty and the exact
nature of the character’s aftliction

during ChllI'S.CtCT creation W

Examplc:

Hector decides that his character, a
Malkavian known as Gizzard, some-
times experiences physical sensations
as voices rather than feeling them.
When this affliction comes to the
fore, he suffers a -1 penalty (his Bane
Severity is 1) to all Physical pools

as the voices become too disfmcting.

Naturally, this is also roleplayed.






or the Nosferatu the Embrace is a journey

through abjection, as the Blood of the hor-

ror gradually deforms the struggling tissues

of the human body into grotesque abomi-
nations. Weeks of pain result in deformities similar
to terrible birth defects, cancer growths, crippling
injuries, and leper-like sores. Those who endure it
find themselves as monstrous echoes of Murnau’s
silver-screen vision. But perhaps pain and humiliation
teaches compassion. The Nosferatu, as thcy jokingly
call themselves, are the most humane of the Kindred,
wearing their curse on the outside rather than the
inside. To blend in, some call on the Blood to wear
the borrowed faces of their victims or disappear from
sight, while others rely on prosthetics and heavy
make-up.

I guess those inquisitorial cunts can be thankful to the good

Lord above for the curse we Nosferatu bear. Of all their
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targets, we're the easiest to identify. It’s not like my face is a
subtle examination in horror. Yeah, once they learned to look
at us without fleeing, they started posing a few problems.
Still, what’s fucking new? If we weren’t hunted by our bet-
ters, by mortals, shapeshifters, or our ancestors, we'd come
up with something else to run away from.

Does that make us cowards or doomed to final
death? No, on both counts. Of all the clans, were
the most Zi]ccly to survive this new purge. Roaches
and nuclear bombs, baby. We screwed it up with
SchreckNET bcing compromised, but quess who took
the brunt of that blast? Nor us, because we were Zong
gone by then.

We know to go to ground before the panic
starts spreading. Why would we go and try to
explain our case in a crowded Elysium used as a
hideout when we can just as well send a servant
and not risk the anger of our more attractive

cousins? No, we’ll kindly refuse the outreached
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hands of those who would throw us in
the path of danger. And as of right now,
that doesn’t just mean the Brujah, it
means everyone outside our clan.

We wait. We put up walls, take
stock, and adapt to the new reali-
ties. And that’s why we’re a clan of
survivors because we've learned to like
it underground, in sewers, catacombs,
and deserted subway stations. Person-
ally, I prefer an abandoned rowhouse
basement, while my sire occupies an
old bunker, but the concept is the
same.

We may not be pretry or able
to blend in with the kine. We can’
pretend to be anything but degenerate
monsters. But you know what? That
gives us perspectives every one of those

other deluded bastards lacks.

Nosferatu Archetypes

INFORMATION HUB

When the Second Inquisition
found SchreckNET, many of the
Toreador secretly proposed a toast
to the collapse of Clan Nosferatu.
The clan lost credibility and many
members, but those who endured
and flourished had mastered the
arts of secure archiving, physically
and online. They bolstered their
existing bonds with contacts and
clients, and stcadily rcgaincd the
trust of Kindred who value a cen-
tral information hub for research
and the exchange of secret mes-
sages. In an era when contact and
movement between domains grow
more precarious by each night,
Nosferatu like these have become
invaluable. If they can guarantee

privacy, they can name their price.

DOMAIN GUMSHOE

Nosferatu make superb inves-
tigators as long as they stick to

the shadows and wear plenty of
layers. The gumshoe is comfort-
able stalking the streets, darting
from doorway to doorway in the
rain, and shows no qualms about
breaking into homes, havens, or
vaults for that precious last piece
of the puzz]c. Sometimes recruited
as domain sheriffs, this Nosferatu
Cmphasizcs research and inves-
tigation, preferring to take the
thinker’s route to most answers
over violent means. The domain
gumshoe likely comes from law en-
forcement, was an amateur sleuth,

or has an academic background.

MORE ANIMAL THAN MAN

This Nosferatu identifies more
closely with the creatures scurrying
beneath the city or ﬂying through
the suburbs at night than with the
kine wandering the streets. Maybe
a former pest controller, vet, or
simply an antisocial individual

this Kindred speaks to animals,
controls them, and likely acts like
one. Some Nosferatu do not limit
their animalistic urges to behavior
but become literal hives for bugs
and nests for rats. They reason that
their stomach and lower abdominal
cavities were bcing used for little
before, and at least the infestation
benefits from the vitae.

HUNTER OF MONSTERS

Having for so long been associ-
ated with animals and isolation,
many forget that the Nosferatu
can smash through a wall, break a

spine, or rip a door off its hinges
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with minimal effort. With many of
the Brujah and Gangrel gone from
the Camarilla, Nosferatu now ex-
ercise their capacity for brutality
at much higher rates. Often Em-
braced from criminal or survivalist
stock, such Nosferatu suffer liccle
conscience over beating an enemy

to 251‘1.

RAT

The comparison of Nosferatu

to rats goes further than sewer-
dwelling and extended incisors.
History reveals rcpcatcd instances
when horrors turned on their
masters for their own preserva-
tion, betrayed their own for a little
extra, or attempted to play both
sides of a conflict. The rat may be
involved in corporate espionage or
claim to be Anarch but scurry to
their Camarilla prince at the first
sign of trouble. Some rats do what
thcy do just to stay alive and are

not bCyOl’ld sympathy.

Disciplines

Animalism: The Nosferatu treas-
ure the Discipline of Animalism
for its utility in increasing their
spy network, gaining familiars,
allowing the dclivcry of messages,
and granting the ability to sud-
denly swarm an opponent with

a horde of rats, bugs, or birds. Ani-
malism also assists the Nosferatu
who wishes to feed from animals
— it is often easier, and arguably
more moral, to summon a pigeon
and drain it than to stalk a mortal

and feed from their neck.



Obfuscate: The Nosferatu have
mixed opinions on Obfuscate, as
the Discipline enables them to
blend in with others, but also mas-
qucradcs that which defines their
clan — some Nosferatu are proud
of their unconcealed monstrosity,
while others take every effort to
hide it. Regardless of the contro-
versies, Obfuscate is an excellent
tool for hunting and feeding, as
few other methods allow a sewer

rat to interact with the kine.

Potence: Nosferatu use Potence
to rapidly neutralize foes. The
Nosferatu understand the merit
of hit and run, incapacitating a
vessel before feeding and flecing,
or breaking the Anarch Baron’s
head before vaulting away from
their hangout. Many Sewer Rats
hesitate to use Potence before the
kine, as its unfiltered might op-

poses their deceptions.

Bane

Hideous and vile, all Nosferatu

count as having the Repulsivc
Flaw (-2) and can never increase
their rating in the Looks Merit. In
addition, any attempt to disguisc
themselves as human incur a
penalty to your dice pool equal

to your character’s Bane Severity
(this includes the Obfuscate pow-
ers Mask of a Thousand Faces and

Impostor’s Guise) M
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ursed by their unbridled
sensuality, the divas are

ObSCSSCd b_y aesthctic per-

fection. A fashion model
overdosing on a bad batch of heroin,
a YouTube clip of a perfectly executed
beheading, the dazed eyes of a child who
has seen too much, or the reflection of the
moon in a pool of blood — these are the
kinds of things that make a Torcador lose
themselves. They say the first diva finally died
in front of their looking glass, unable to tear
their gaze away from the image of their face
touched by the reflected dawn.
But, to dismiss the Toreador as wanton
perverts or shallow artists is the last mistake a
Kindred will ever make. Beauty is power, and love
can make anyone do just about anything. And that
is the promise of the Toreador. They can make even
the dead feel something raw, something real.
Now you have fed, it is time for introductions. My
name is Carmelita Neillson. [ am a doctor. I use that word

because you probably won’t know what an archaeologist is.

2.

I serve my clan — your clan — in unearthing sleeping s
ancients such as yourself and introducing them ro
the world as it is tonighr.

You seem surprised that a member
of the Clan of the Rose would dirty her
hands with excavation and study. Let
me guess: you thought our clan
more suited to parlors, admiring "
mortal singers, dancers, and art-

ists? It is true, the face of our clan is

one of superficial beauty, but we have not
lost our core. At its heart, Clan Toreador is
the clan of creation. The sculpmr dirties her
hands with chisel and stone. The painter
will accumulare all manner of stains.
My calling is in bringing the rorpid
back to us and asking for their stories.
It is my art form.

Clan Toreador has not missed
a step since you fell into torpor. _
We still ride high, leading a zf’%
sect known as the Camarilla ”

alongsidc our pCEVS among EhE
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Ventrue and Tremere. Do not believe
we take second or third place in that
triumvirate. We are the voice, the
inspiration, and the soul that binds the
sect together.

In these nights, the Toreador are
the burning hope for all clans. We are
proof that Kindred can be more than
slaves to their Beast. Others come to us
for guidance and seck to emulate our
devotion ro beaury and innocence. We
teach, bur none will master the arts as
well as we.

For every true artist, innovator,
and great mind in our clan, we have a
sycophant, amateur, and vapid beauty.
It is as it should be. Everything is
beauriful, old one, including the
duality we represent. While the others
mistake us for preening fools, we work
our wonders to make all of Kindred
society a better place.

Welcome back to Clan Toreador.

The night is ours.

Who are the

Toreador?

Clan Toreador has ever preached
selectiveness in its ricuals of the
Embrace. The clan elders stress
time and again that the clan
requires pioneers among the arts
and every kind of avant-garde. The
clan is at its strongest when com-
priscd of the freshest thinkers and
those who desire experimentation
and aesthetic discovcry‘ For this
reason, many Toreador emerge
from the ranks of accomplished
artists, both new and faded. But
not all arcists need wield a brush:

To the Toreador, art encompasses

all forms of entertainment and
stimulation. The clan courts the
greatest actors, singers, writers,
dancers, and even sex workers,

if the degenerates believe such
mortals will offer something new
to their clan.

Despite the custom of Embrac-
ing only the best, the Torcador
fixation on bcauty and innocence
has caused many a diva to make a
ﬂcdg]ing in haste. Many a moonlit
night, new clan members have
emerged as shallow hedonists,
one-hit wonders, or just a stunning
body with nothing else to offer.
The greatest mistakes are erased
and forgotten. Still, the clan is
diverse, its members considering
the ensemble as a kaleidoscope of

tﬂlCl’lt Ill’ld bcauty.

Toreador Archetypes

L’ARTISTE

The Toreador indulge in the beauty
of all art forms and strive to be
creators themselves. Whether com-
petent on the strings of the violin,
weaving notes as lustrous as the
subtle glow of the crescent moon,
or wiclding a spray-can to form
harsh prismatic lines on back-alley
walls, this Kindred is an artist

revered intcnscly by their clan.

STAGE MANAGER

Without a puppeteer to pull the
strings, the puppet would not
know how to dance. This diva’s fin-
ger is constantly on the pulse of the
night. They know every happening
at every club and bar worth a visit,

and likely has great influence over
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several such places and the people
who go there. Deeply connected
to a city’s social atmosphere, they
have the knowledge to help others
gain or lose the spotlight as they

please.

GADABOUT

With charisma, social intellect, and
a cunning smile, the world is yours
to conquer. The gadabout hedon-
ist masters the art ofm:mipu]:v
tion, attraction, and empathy SO
well that even shy Cainites desire
their attention or take pleasure in
watching as they effortlessly min-
gle into every clique and category.
This Toreador fits into any profes-
sion in which handling customers,
patients, or clients is key, and they
use every trick in the book to get
their targets exactly where they

want them.

PATRON OF THE ARTS

The patron is a collector of raw tal-
ent and promising beauty that just
needs a guiding hand. They shape
not clay or glass into intricate
forms but people, and they see it as
their gift to the world to pick out
the best before they wither. The
patron may pose as an eccentric
heiress whose home is open to
struggling pocts and painters or
they may take on the role of the
talent scout or critic, aiding their
pupils with funding and guidance

in return for their blood.

THESPIAN SPY

The Toreador love a performance,
and the one who plays at being

a spy knows how to pry valuable

chunks of information from a tar-
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get, often taking more time than
they need to properly enjoy the
game. Perhaps over-dramatic, yet
rarely suspected due to an affable
nature, the thespian spy inserts
themselves in multiple domains to
entertain, observe, and compile li-
braries of information to exchange

fOI‘ OthCI‘ pleasures.

Disciplines

Auspex: Toreador are ever on
the hunt for exquisite experi-
ences and use Auspex to identify
the most susceptible vessels and
those who might, through their
feelings and temperament, offer
new tastes and sensations to the
drinker during the feed. Torea-
dor also frequently use the Disci-
pline on other Kindred, catering
to their desires or antagonizing
them with truths they should not

know.

Celerity: The Toreador claim they
are not combatants, but few move
as swiftly as the degenerate using
Celerity to cut an opponent to
ribbons before they have even
had time to draw their weapon.
Toreador often use Celerity to
enhance artistic or performative
skills. In fccding, thcy use the
Disciplinc to take what thcy need
from a vessel and vanish before the
mortal realizes the truth of what

has occurred.
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Presence: The Toreador master the
Discipline of Presence, often using
it in concert with Auspex to ma-
nipulate the emotions of Kindred
and kine. Presence can guarantee
an appreciative audience or cause
the failure of another artist. Some
Toreador will use the Discipline to
indulgc in carnal plcasurcs with an
unnaturally enthusiastic partner or
to lure a vessel into their arms and
under their fangs. The members of
the clan adore Wiﬂing vessels, even
if the willingness is a supernatu-

rally induced fagade.

Bane

Torcador exemplify the old say-
ing that art in the blood takes
strange forms. They desire beauty
so intensely that they suffer in
its absence. While your character
finds itself in less than beautiful
surroundings, lose the cquivalcnt
of their Bane Severity in dice
from dice pools to use Disci-
plines. The Storyteller decides
specifically how the beauty or ug-
liness of the Toreador’s environ-
ment (including clothing, blood
dolls, etc.) penalizes them, based
on the character’s aesthetics.
That said, even devotees of the
Ashcan School never find normal
streets pcrfectly beautiful. This
obsession with aesthetics also
causes divas to lose themselves in
moments of beauty and a bestial
failure often results in a rapt

rrance, as detailed in the Com-

pulsion rules (p. 208) |
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Usurpers
Warlocks
Hemetics

" Thaumaturges
Transgressors

The Broken Clan
Blood Witches

Hermetic mage in cighth century Roma-
nia, Tremere was the leader of cabal of
magick users rightfully feared for their
obsession with knowledge and power.

Able to prolong his life unnaturally for centuries,

his powers eventually lessened and his grip on youth

became shaky. Unable or unwilling to accept his own

mortality, Tremere cast his eyes on the hallowed secret
of immortality. In his grced, the mage instigated the
most terrifying magicka] experiments ever conducted,
damning himself and his followers to a hell of their
own making. Thousands of mortals were murdered and
hundreds of Kindred vivisected and drained in ritual
circles before Tremere and his cultists tkoug.ht thcy
had found the elixir of life. How surprised they.were to
have discovered the curse of Caine! Terrified, they died
and woke again to an eternity of unlife and huriger,' cut
off from their craft.

In a mockery of their former magickal rituals, now
only fresh blood allows the Tremere to cast their thau-

maturgic spells to twist reality.

A
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“Allow me to call to order this meeting
of minds. We must discuss the kinds
of mortals who are brought into the
fold on this and future nights.” Schreke
eyed his two counterparts across a
triangular-shaped table. The room in
which they sat existed in three places
at once.

“Herr Schreke, I do not believe our
practices have chang@d overmuch. We
still Embrace only the most brilliant
minds, and those already attuned to
the occult. While my house does rarget
subjects with less restrictive morals
than yours, I can assure you that we
will not be granting immortality to the
undeserving.” The representative for
House Goratrix concluded his state-
ment, leaning back into the shadows.

Schreke stared across the table
at his counterpares. If the choice had
been without consequence, both would
be snu]fcd out without hesitation.
Unfortunately, they served a purpose.
He knew because his Blood rold him it
was so. He turned ro the woman at the
other corner. “And House Carna?”

Carna ran her right forefinger
over the palm of her left hand as she
spoke. “Our house rejects the old ways
shaped by men, and secks pagans,
witches, and chaos magicians who look
to the future. For the sake of our clan’s
survival, we must cast our net wider.
Now that the old bonds wither, and
your house is one of the last ke@ping
with the regimcntcd structure of the
Pymmid, [ see no reason to cling to
rradition.”

Schreke clenched his jaw without
realizing it, his fists balling. “You
would abandon centuries of tradition
on a schismatic whim? How is it that
House Tremere finds more in common

with House Goratrix these nights? 7

Carna shrugged without looking
up. “Thar sounds like a problem, Karl.
One you need to address. Note that
House Carna is still Camarilla, for the
time being at least.” Her head facing
her hands, her eyeline flicked upward,
and her gaze connected briefly with
his. “You have heard the same voices
we have. Neither of us is wrong. We
must be permitted to pursue our paths
separately and come together when the
time is right.”

Schreke smiled unconvincingly.
The representative from House Gora-
trix vanished. “Just you and I now. Are
we really going to fill our clan with
amateur tarot readers, women who
dawdle with tea leaves, and spiritual-
ists? We were a noble clan.”

Carna faded away, her voice softly
following. “We were never noble. Our
clan consists of mortals who sought
power Ehcy didn’t deserve. Perhaps it’s
time we Embrace those who love magic
for its own sake.”

Who are the

Tremere?

After the Second Inquisition
destroyed the Prime Chantry in
Vienna in 2008, the Tremere fell
from gray eminences to personac
non gratac in many regions. The ar-
rogance of the Pyramid had made
the Usurpers few friends. But the
need for sorcery has not disap-
pcarcd; ifanything, it grows as the
cursed Blood shifts in the veins of
the Kindred.

Without the Pyramid order-
ing them into rank and value, the

warlocks find themselves compet-
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ing with their fellow Kindred and,
incrcasingly, with each other for
anything that might allow them
to regain some of their former
power. A clan-wide chase for
artifacts and grimoires belonging
to their ashen ancestors rival che
social intrigues in ugliness, and
the alliance with the Camarilla

is an oft-used weapon between
the houses of Clan Tremere.
Meanwhile, the term “mercenary
magus” is becoming incrcasing]y
widespread, as warlocks who were
formerly Bound by the will of
their masters find themselves free
to serve for whatever price they
choose.

Tremere serve in three ways:
the Warlocks serve the other clans
with occult expertise, thcy serve
the Camarilla with Blood Sorcery,
and they serve themselves with
their missions to grasp power.
Though more Tremere ascend to
praxis these nights than ever be-
fore, they still claim fewer thrones
worldwide than Clan Nosferatu. In
truth, most Warlocks acknowledge
that becoming the Prince is only
uscful if it helps them expand their
knowlcdgc. Tremere see true power
as knowing the ways of shaping the
world, having access to the right
blood, and owning the rarest of
ancient artifacts.

As the Tremere a]ly with con-
fused coteries secking them out,
hunt for well-protected relics
and artifacts, or closely analyze
fragments of lore relating to the
Cainite mythos — all the while
miserly guarding their secrets
from cach other — they are all

united in their thirst for knowl-
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cdgc. A Kindred who wishes to under-
stand a piece of their history will do well
to approach the Tremere for answers, as
long as they are at peace with sharing a
few secrets of their own — knowingly or

otherwise.

Tremere Archctypcs

PYRAMID LOYALIST

Until recently, the Pyramid hierarchy made
the Tremere one of the most rigid clans.
They still include a number of conserva-
tive 10ya]ists, ficrcc]y bound to the clan’s
original order by will, if not by blood. A
Pyramid loyalist might still adhere to the
customs of responsibility between sire and
childe, uphold the ranks and tutelage of

a formal chantry, and seck to rebuild the

clan’s prestige and notoriety. Some Pyra-
mid loyalists wish to search Vienna for the
remains of their clan’s information trove,
though Tremere elders have declared the

domain out-of-bounds.

ETERNAL SCHOLAR

This Tremere was a dedicated researcher
before their Embrace, and death does
nothing to stop them from their obsessive
pursuit of knowlcdgc. Even if the clan has
always looked to the arcane, the scholar
does not need to be a former occultist,
but might as well have been a ground-
breaking surgeon, a theologist with a taste
for sacrilegious texts, or a collector of rare
books. Often this Kindred is preoccupied
with understanding their own nature, and

it is possible they have become an expert

on the history of their kind.
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PAGAN NONCONFORMIST

Other Kindred often style Tremere followers of
Carna as “new agers,” failing to understand the depth
of magical exploration, feminine worship, and liberty
these warlocks practice. Whether actually a former
Wiccan or Satanist, a prior member of Clan Trem-
ere who has aligned with Carna’s rebellion, or just
somcone who in life was downtrodden and longed
for personal autonomy and authority over those who
would hurt them, somcthing about this blood witch
gocs against the grain of the clan’s traditions. ﬂlcy
speak of change, and excitedly pursue their dreams of

forbidden magick

AMBITIOUS OUTSIDER

The new willingness to Embrace from outside the tra-
ditional ranks of academics and occultists brings forth
an array of individuals with ideas for the clan and the
practice of Thaumaturgy. The ambitious outsider may
be a white witch or a rebel destined for the Anarchs. It
is likely such a Tremere would struggle to gain respect
in the clan, but with a lot to prove and the nominal
support of House Carna, the ambitious outsider could

go far.

CHIEF OF SECURITY

The Tremere are more than scholars and librarians.
The gifts they possess allow them to identify threats,
manipulate minds, and destroy aggressors — even
after the dissolution of the Pyramid, many other
Kindred still regard the usurpers with mistruse,
remembering them as the clan of killers and tortur-
crs. The Tremere sheriff or chicf of security likely
inherited their specialized skills from a former life

as an enforcer of some kind.

Disciplines

Auspex: Tremere use Auspex to perceive the auras of
others, search for evidence of magical essences and im-
portant objects left behind, and to communicate with
cach other across vast distances without fear of being

overheard. When needing to feed, Auspex assists a
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Tremere looking for a pliable vessel, as they can discern
the enthusiastic from the reluctant. Many Tremere use
Auspex to determine what a mortal needs in order to

be more malleable.

Blood Sorcery: Master thaumaturges, the Tremere's
expertise in blood magick makes them a valued, if mis-
trusted, pillar of the Camarilla. Using Blood Sorcery,
they can convey devastating attacks on an opponent’s
mind and body, defend themselves, and case their feed-
ing. Some warlocks use Thaumaturgy to sap a mortal’s
blood from their veins without ever having to touch

the m.

Dominate: The Tremere will do almost :mything for
the sake of knowledge and influence, and Domi-
nate is the Discipline that lets them get away with
it. Thievery, backstabbing, and the unjust murder
of a clan member’s ghoul are all made casier by

the ability to control a mortal’s mind and body.
When attempting to feed, a Tremere will show little
compunction against using the Disciplinc to force a

mortal into baring their throat.

Bane

Once the clan was defined by a rigid hicrarchy of
Blood Bonds reaching from the top to the bottom
of the Pyramid. But after the fall of Vienna, their
Blood has recoiled and aborted all such connec-
tions. Tremere vitae can no longer Blood Bond other
Kindred, though they themselves can be Bound by
Kindred from other clans. A Tremere can still bind
mortals and ghouls, though the corrupted vitac must
be drunk an additional number of times equal to
the vampire’s Bane Severity for the bond to form.
Some theorize this ch:mge is the revenge of the
Antediluvian devoured by Tremere, others attribute
it to a simple mutation. Regardless, the clan studies
their vitae intently to discover if the process can be
reversed, and, indeed, determine if they would want
todoso W

CLANS



The Clan of Kings

; Blue Bloods
Tyrants

Warlords

Patricians

Bor'gias

the Cult of Mithras

f

98




n their own eyes, on]y the Clan OfKings has

the restraint, the wisdom, the control, and the

pedigree to lead their kind through the night.

Throughout their time as god-kings of ancient
Babylon and lords and ladies of the Dark Ages to
their contemporary roles as guardians of royal blood,
majority sharcholders, and campaign fund backers,
they have been obsessed with the impulse to rule.
They collect their tithes in the form of precious blood,
ensuring the growth of their lcgacy.

While many other clans claim positions of influ-
ence in politics and business, no one can rival the
Ventrue in the game of pure power and wealth. But
lately, their arrogant projections as divinely chosen
rulers, better fit to lead than any other clan, have
begun to falter. Time is running out. As they feel their
privileges slipping through their fingers, the Ventrue
tighten their grip and fight fang and claw to remain in

control as the masters of their kind.
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Who Are the Ventrue?

Clan Ventrue has long been the leaders of the Cama-
rilla, holding more positions of power than any other
clan, and they are loath to give that up. Even after los-
ing their most prominent representative to a Brujah
assassination, the Ventrue continue to maintain that
they are destined to rule all Kindred, no matter the
sacrifices involved.

The Ventrue believe in the strength of tradition
and ]incage. The Embrace is one of the their most
important rituals, and the choice of childe affects the
way other members of the clan treat the sire. Ventrue
therefore aim to Embrace overachievers, po]itica]]y or
financially powerful kine, or those with a talent that
sets them apart from the masses.

These nights, the Ventrue are cautious. The talent-
less fall by the wayside, while the best blend in with

humanity as bankers, shadow directors, reclusive
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moguls, and chiefs of staff. No
longer can a Ventrue openly lead
a board or take a prominent posi-
tion in a mortal community. They
resent having to influence their
surroundings from the shadows,
but know that the risk of a fatal
Masquerade breach is too high to
risk zmything else.

The Ventrue are the establish-
ment. "ﬂney set and maintain the
rules, punishing those who break
them, and occasionally reward-
ing those who follow. Their critics
consider them tyrants or the jailers
of other Kindred. The uncomfort-
able truth is that without them,
the Masquerade, and the Camarilla
with it, would have fallen long ago.

The Ventrue are more loyal to their
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Ventrue Archetypes

COLD=BLOODED CORPORATE
DIRECTOR

This Ventrue controls a successful
corporation, perhaps as the eccen-
tric and reclusive CEO or maybe
as an influential silent partner
involved in guiding the firm. This
Ventrue is always several steps
removed from dirtying their hands
but will rarely hesitate over ethics
if it means getting ahead of the

competition.
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MEMBER OF THE ORDER

The Clan of Kings are well suited
visitors in secret societies such

as the Freemasons and Rosicru-
cians. This Ventrue knows how to
spin their words. They act as the
reclusive leader or an important
member of their society, whether
it be an informal gentlemen’s club,
a ladies’ guild, an alumni society
for magnates and millionaires, or
a gathcring of concerned citizens
c];mdestinc]y secking to control
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CONSERVATIVE POLITICIAN
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spin doctor, lurks in the wings of the party, or advises
pundits and newsmen on how to dictate the story.
Manipulating the media, they suppress Masquerade

breaches with ease.

GODFATHER

The so-called godfather wiclds their power through
organized crime, manipulating gangs and the path of
cash that runs from the streets to the bankers and poli-
ticians. Other Ventrue may turn their noses up at such
a shady character, but the godfather knows that to get
things done, blood sometimes needs to be spilled.

HIGH PRIEST

The Ventrue have ever venerated their ancestors, both
mythical Kindred such as Mithras, Tinia, and Tia-

mat and historical personages nearly as eminent. This
ancestor worship ranges from a historian’s thorough
study to lcading a cult in the ancestor’s name. Secing
the touch of their forebears in all that they do, the high
priest secks to repeat history, fulfill the goals of their
ancestors, and spread the knowledge of their glory.

Disciplines

Dominate: The Ventrue consider themselves the mas-
ters of this Discipline, using it primarily to exert their
will on vassals and kine. When fccding, a Ventrue may
command a mortal to bare their neck, or use Dominate
to erase all memory of a feeding. Ventrue also expertly

use this Discip]ine to protect the Masquerade.
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Fortitude: Fortitude enables the Ventrue to keep
their thrones even when armies array against them,
and to weather every blade, bullet, and bomb. They
use the Disciplinc to feed in adverse situations, physi—
cal or otherwise. Where other Kindred might run

short on vitae, the Ventrue resist the environment

and take tcheir fill.

Presence: The Ventrue seck to rame the court and
build the love and devotion of others toward their rule,
and Presence is a helpful tool. The Discipline is also
used by the Ventrue who wants others to see how easy
they acquire vessels. The clan values conservation of
time and resources, and Presence allows a hungry blue

blood to be efficient when luring their prey.

Bane

The Ventrue are in possession of rarefied palates. When
a Ventrue drinks blood from any mortal outside their
preference, a profound exertion of will is required or
the blood taken surges back up as scarlet vomit. Prefer- -
ences range greatly, from Ventrue who can only feed
from genuine brunettes, individuals of Swiss descent, -
or homosexuals, to others who can only feed from
soldiers, mortals who suffer from PTSD, or metham-
phetamine users. With a Resolve + Awareness test (Dif-
ficulty 4 or more) your character can sense if a mortal ‘
possesses the blood they require.

If you want your character to feed from anything
but their preferred victim, you must spend Willpower

points cqual to the character’s Bane Severity H
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ot all Kindred inherit the curse of one

of the 13. Some don’t care what their

lineage is. Certain bloodlines of kin-

dred have always been clanless, and
sometimes childer of the clans are just born different.
They’re often discarded, exiled, or choose to distance
themselves from the clans that despise them. Pure
vampires, the Caitiff make up for what they lose in
respect and pedigree by flexible blood and the absence
of a crippling bane. Proud or ashamed of their clanless
nature as they may be, these creatures have no fam-
ily and represents vampirism at its purest and most

individualistic.

Who Are the Caitiff?

Many Kindred jncorrectiy assume all Caitiff are cre-

ated accidentally, that the clanless target no mortals

-

S

-
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for the Embrace. This view is outdated and ignorant.
These nights, the clanless are increasingly becoming

a force to be reckoned with. Though more disparate,

g

individualistic, and chaotic than their cousins, they
are all survivors, and they have begun to gather, build
alliances, and make childer of their own.

The Caitiff who seek out mortals to perform the
Embrace generally target the strong-willed and those
used to uncommon hardship. A Caitiff’s position in
the hierarchy of Kindred is at the bottom, just above
the thin-blooded who should not have been born at
all, and they are forced to fight for their place or fall
and be forgottcn. The Caitiff see lictle point in Em-
bracing mortals unlikely to make it through the night
on their own.

While the Caitiff have begun to purposefully
increase their numbers, most are still created when
a fledgling Embraced into one of the clans does not

form an attachment with their ancestral Blood and



COREBOOK

00:00:04 Caine was clanless, you know? So were his childer. Technically, I guess their

childer were too. It was only the fourth generation of our kind who started grouping

into families with mutual banes and abilities.

00:01:12 What's my point? Clanless Cainites have been around longer than the ones who

needed clubs to feel relevant or safe from God's ill will. While they've huddled togeth-

er, we've stood alone - surviving, enduring, growing stronger.

00:01:30 You may think, Lord Blue Blood, that we Caitiff could never ascend to your

level. But consider the clanless Prince Mukhtar Bey of Cairo, the legend of the

Stoneman, and what that glorious bastard Sarrasine has done with Sydney, and ask

yourself, “What've you got that we don’'t?”

00:01:46 A little boys' club. Crippling weaknesses. Restriction on the use of your

abilities. Obligations to uphold meaningless traditions to avoid being punished by your

betters.

00:01:60 We Caitiff can be whoever, wherever, whatever we want. We've no ingrained

weaknesses and no masters. We spit on your tradition. .I'll be back with the tongs.

00:04:45 Are you comfortable? Where was I? We're the future. You're the past. We'll

enjoy drinking your vitae just so we can experience what it's like to be you for a

few seconds, but then we'll return to being free. Have you ever wondered what it is to

be free?

00:05:27 Like your tongue is free from your mouth right now. Heh.

does not exhibit the tell-tale signs
of their clan’s curse. When other
Kindred talk of the Caitiff, they
tell tales of Nosferatu abandoned
for weeks on end without ever
developing any hideousness,
painfuﬂy sane Malkavians, and
young Ventrue able to feed from
whomever Ehey want. Unwil]ing
to accept such a childe as one of
their own, the clan abandon them.
Or the childe senses in their Blood

that they do not belong, despite

their sire’s protests. The creation
of a Caitiff is not an exact science,
and many abandoned childer still
manifest some of the characteris-
tics of their parent clan dcspite the

nbsence Of" t]’lCiT bSU’IC,

Caitifl Archetypes
RAISED ON THE STREETS

This Caitiff is was brought up in

the worst part of their city by
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parents who either did not care or
were not able to protect them — if’
they had parents at all. It is likely
they never had hope for a meaning-
ful, prosperous life. For them, the
Embrace was an escape, and their
sire performed it out of respect

for their perseverance against the

odds.

ABUSE SURVIVOR
Caitiff habitually target abuse vie-

tims for the Embrace. The survivor



caught the attention of their sire
by attending a support group, ap-
pearing in the papers as the pros-
ccuting victim in an :1ggr;1vz1tcd
assault case, or perhaps by writing
a particularly striking blog post
on the subjcct of their experiences.
As the street kid, the survivor was
“rewarded” with immortality and
a chance to fight back against their
abusers. Having been through ter-
rible experiences alreﬂdy, they are
judged to make a fine member of

the clanless.

HELPLESSLY OVERESTIMATED

This Caitiff was Embraced by the
clanless for all the wrong reasons.
Perhaps they threw off a cruel boss’
yoke once, or dumped an abusive
partner, but this behavior was an
exception in their life. Thcy were
chosen for their pcrccived strcngth,
and now they are hopelessly lost
and overwhelmed by their exist-

ence as one of the Kindred.

SECRET CAITIFF

This Kindred awoke as a Caitiff,
but they managed to hide it from
their sire. They are now a full
member of their ancestral clan,
attending the rituals and obeying
the traditions of their kin in return
for the protection of their elders.
They have no desire to go through
cternity alone, and they will do
whatever it takes to keep their

secret hidden.

UNWANTED CHILDE

The unwanted childe was Em-

braced into one of the clans, but
cannot remember their sire and
never bonded to the Blood. As

the curse of their ancestors never
manifested in their body, they
avoided the bane of their clan.
Without this marker, the Blood of’
their brothers and sisters rejects

them — and thcy, it.

Disciplines
Caitiff characters have access to

three Disciplines of your choice

following the Embrace. These are
not considered in-clan for the pur- e
poses of Experience cost and the
Caitiff can learn any Discipline at
the same price assuming thcy taste
the Blood of a wiclder at least once
and fulfill the standard conditions
for that Disciplinc.

Bane

Untouched by the Antediluvians, ;
the Caitiff share no common bane. & .
Caitift characters begin with the
Suspect (+) Flaw and you may not
purchase positive Status for them
during character creation. The Sto-

ryteller may always impose a one e

T
or two dice pcna]ty on Social tests -
against fellow Kindred who know
they are Caitiff, regardless of their
eventual Status.

Further, to improve one of the
Disciplines of a Caitiff costs six
times the level purchased in experi-

ence points W
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deterio-

rated breed,

aportent of
he end times,

or a vampire for a brave new
world? Balancing at the midpoint

between life and death, the ever-

i .l - changing nature of the Duskborn

- - evokes pity, jealousy, and fear in equal

- measure. Survivors of the last decades of
pogroms, prejudice, and ostracization, the

thin-blooded are here to stay. Their messy

.~ '.strcct—alchcmy and ability to pass as human

&‘makcs them uniquely suited to thrive outside

' /}@ndrcd society and make their own fate in the

post—modcrn nights.

i Who Are the
" Thin-Blooded?

Sires tell their childer of the 13th and 14th generation
never to attempt the Embrace as their Blood is too far
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removed from Caine. Thcy say it will bring nothing but
death and sorrow. But, be it by mistake or design7 this
edict is not always followed.

A 14th generation Kindred, who only by miracle
avoided the flaw of thin blood themselves, drain a mor-
tal in a fit of frenzy and guiltily feed them a mouthful of
vitae, hoping against hope that it might reanimate the
broken body.

A Ventrue from a long line of liars thinks herself
closer to her progenitor than she really is, and believes
she is creating a worthy member for her clan.

A prince’s grcat—grandchildc attempts to force their
diluted vitae into the mouth of their ancestor’s executed,
treacherous ghoul just to get back at the old tyrant.

A Tremere, often overlooked by his clan for his
weakness of Blood and spirit, experiments wi th the
Embrace to prove himself as good as them.

In all these cases, a dusk-born may awaken, if the
Blood wills it.

Kindred who intend to sire thin-bloods often target
individuals they already have a pre-existing relationship
with, such as a trusted ghoul or a human family member

they cannot forget, or they seck out vessels who dem-

CLANS
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onstrate specific traits or rare talents that make them
better equipped to survive as the weakest of predators.
Many Kindred view the thin-bloods as a threat to the
Masqucmde and will dcstroy them, if given the chance.

The thin-blooded can be of any mortal origin and
are not affected by their parent clan’s curse nor by their
preferences in the same degree as their sire. If they are
allowed to rise, they will likely be turned away, gaining
the luxury of freedom and the danger of solitude.

In 2009 the Inner Circle of the Camarilla issued
an edict that all thin-blooded must be branded or
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tattooed with the “mark of the crescent moon”. Inked
by a Tremere tatroo artist or scorched with a beam of
sunlight, the brand is irreversible. Even Anarchs and
unbound think twice before associating with a marked

Mercurian.

Thin-Blood Archetypes

LIVE ONE
This thin-blood is deeply connected to the mortal



world, perhaps more so than the Kindred one. They
still maintain a family and attempt to hold a job; pay-
ing the bills is more important than the whim of some
baron they have never met. Ironically, to maintain
their human fagade, they likely have to lean heavily on

the powers in their Blood.

WEAPON OF CONVENIENCE

A former occultist, ghoul, or blood doll, they were
close to the Kindred before joining their ranks and
knew some of their secrets. This thin-blood was Em-
braced out of their sire’s dcspemtion when backed into
a corner, and thcy were meant to take part in some war
or pursuc a vcngefu] dream. Whether thcy choose to
do so or not is up to them. The Embrace released them
from their former sl:wery, and now there is nothing

forcing them to do their sire’s bidding.
& &

GUILTY EMBRACE

This thin-blood was not Embraced as part of some
elaborate plan. A party-goer, a late-night worker walk-
ing home alone, or just someone in the wrong place at
the wrong time — a vampire fed from them and drank
a little too much. Perhaps the Embrace was performed
by the drinker as an act of desperate guilt, or perhaps
their sire was an onlooker who couldn’t bear to watch

them die.

NATURAL VAMPIRE

This thin-blood was destined to become one of the
Kindred. As a mortal hunter or a member of Arcanum,
they studied the lore of the clans and the myth of
Caine and became too fascinated for their own good.
Meaning to kill, question, or request the Embrace, they
tracked down one of the Kindred. But their sire was a
not what was Cxpcctcd by the childe, who is now bitter

at the weakness in their veins.

REDEMPTION SEEKER

This thin-blood was turned against their will and
refuses to accept a place in a world of streetlights and
blood. They are recently turned and desperately look
for a way to cure their “condition,” secking out rumors
of others who have done it as well as weird legends

of Golconda and blood transfusions. There is indeed

CLANS

a way, but before they figure it out this thin-blood
will try anything and is casy to manipulate by callous
Kindred.

Thin-Blood Characteristics

A thin-blood is created when a 13th or higher gen-
eration vampire Embraces a mortal. While formally
belonging to the 14th, 15th, or even 16th generation,
these classifications mean nothing to the thin-
bloods, as thcy exhibit a wide variety of traits with
no connection to their supposcd generation. A 14¢th
generation thin-blood may be too weak to even
Blood Bond with a mortal, while a 15th might still
retain the :Lbility to Embrace, and vice versa. Among
the dusk-born, the lines are blurred.

Despite this, your thin-blood character is still
fundamentally a vampire, and unless otherwise stated

follows the same rules as other vampires in this book.

Blood

Thin-bloods cannot create Blood Bonds or perform the
Embrace with any certainty. A Rouse Check worth of
thin-blood vitac imbues a mortal with ghoul-like pow-
ers, but only for a single night.

Thin-bloods always have Blood Potency o (see p.
215).

Clan

A thin-blood is always considered clanless and never

suffers any specific clan bane or compulsion.

Damage

Most thin-bloods sustain damnge like mortals burt
mend like vampires. In game terms, they take Aggra-
vated damage not only from fire, but also from slashing
and piercing weapons. Impalement with a stake does
not paralyze them but instead causes massive physical
trauma, likely sending them into torpor. Once dam-
aged, thin-bloods heal according to the rules for other

vampires.






Disciplines
Thin-bloods pioneered and practice
the art of thin-blood alchemy. This
potentially allows them to taste the
Disciplines of other Kindred ... and
to get more than a taste if they can
find the vitae to fuel those work-
ings.
Additionally,

blood feeds they gain one dot in

whenever a thin-
one Discipline associated with the
Resonance of the blood consumed,
together with one level one power

in that discipline. If the Resonance

is Intense or stronger, they gain

an additional dot together with a
second power. No additional powers
can be gained in this way nor can the
rating increase with experience. This
Discipline lasts until Hunger reaches

5 or the next feeding,

Hunger and Frenzy

A thin-blood suffers hunger just as
any vampire. However, the Beast
is far less overt, and a thin-blood
never frenzies unless provoked by
supernatural means (such as Ani-

malism, p. 244).

Life-Like

A thin-blood always counts as hav-
ing used Blush of Life (se p. 218),
the exact effects dependant on

their Humanity rating.

Sunlight

Thin-bloods take only one level

of Superﬁciﬁl damage per turn in
direct sunlight. Less direct sunlight
causes damage with less frequency.

For example, under heavy clouds

CLANS

or if masked and pl‘otcctcd by
clothing or thick sunscreen, the
thin-blood might only sustain
damﬁge every third turn or once

per minute.

Thin-Blood Merits
Thin-bloods often display addi-
Thin-Blood
183) for

tional variations. See
Merits and Flaws (p.
details.

Ways Out

Straddling the line between mor-
tality and vampirism, thin-bloods
have a choice. While they do not
age, and can thus stay thin-bloods
indefinitely, most of their kind
sooner or later chooses the day
or the night. A thin-blood who
manages to commit diablerie on
a “crue” Kindred absorbs not on]y
their power and spirit but also
their lincage, turning them into a
13th generation Kindred of their
victim’s clan. The Camarilla occa-
sionally dangles this prize in front
of dusk-born who show themselves
capable of running the dirtiest of
errands and surviving, offering
up a Cainite nced to a Blood
Hunt as sncrlhcc

Conversely, every thin-blood
knows someone who knows some-
one who returned to the daylight.
The story usually goes that they
became mortal again by clinging
to their humanity until they could
hunt down and end their sire, thus
ending their curse.

Of course, any mortal who
knows about the Kindred is a threat

to the Masquerade W






“What would life be without arithmetic, but a scene of horrors?”

- SYDNEY SMITH

ampire: The Masquerade uses mechanical

game rules to providc a reliable frame-

work to the world. Neither the players

nor the Storyteller want the Storyteller to
make up everything as they go along, after all, or even
follow a completely pre-planned plot; this is a game,
not a novel or movie.

The most basic of these rules, and thus the fastest
and cleanest to use in play, appear here. They are the
core of the Storyteller System.

You can run the whole game using nothing but these
rules, the character rules, and the rules and powers in
Vampires and Discip]incs. For games with on]y human
characters, you may not even need those last two sec-
tions!

More advanced modular rules appear in Advanced
Systems. Use them or ignore them as you choose.

But here beats the heart of the matter, from rolling

dice to throwing down to telling time.

Time
Time passes in the World of Darkness just as it does in
our normal world, even if more of it seems to hap-
pen at night. That’s because you don’t need to play
out every minute, or even every day, of the time that
passes in your chronicle. One game session might last
four hours of real time and cover a decade of game
time in Memoriam (see p- 311) — or one 15-minute gun-
fight just before dawn, although hopefully you'll use
the Three Turns and Out system (p. 130) rather than
put yourself through that.

Vampire uses five basic units to describe game

time:

Turn: The amount of time needed to take a fairly
simple action, such as attacking a cop, searching a
backpack, or buying someone a drink. Turns remain
abstract; they take as long as the action takes. Turns

generally get shorter during action scenes and longer
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DROPPING THE DICE

Story, not rules, governs a game of Vampire. Proper pacing can
build a narrative to unimaginable heights of tension; slack pacing
kills even the deadliest horror. For this reason, Storytellers can
change the mode of the game to suit their sense of pacing. Many
scenes play just as well — and much faster — without rolling dice
at all, as players and Storyteller riff on each others’ contribution,
dialogue, and actions.

For some types of scenes, dice definitely help build drama, like
scary music on a film soundtrack. But you can’t fill a whole movie
with screeching violins or ominous bass - roll the dice sparingly.
Don’t think you need to roll them throughout an entire a scene, ei-
ther — you can roll them once and then play the scene toward the
outcome you “predicted” with the dice at the beginning. (“Okay,
looks like you got spotted by the trenchcoat guy. How will he do
that?”’) This practice works especially well for dialogue scenes; roll
at the beginning to see who wins the debate or if the Prince will
be persuaded - then both players and Storyteller can shape their
speeches toward the known result. Even combat scenes can work
this way once players get used to it.

In short, you can play any scene with lots of dice rolls, with one
roll at the beginning or the end, or with no dice at all.

For more on this topic, see Scenes and Modes on p. 290 of the
Systems chapter.

in social scenes. It takes longer to
buy someone a drink than to fire

a gun — in some bars, a lot longer.

Scene: Generally, a compact series
of actions and interactions that
take place in a single location or
between a single set of characters.
A coterie of vampires flecing across
the rooftops from a Second Inquisi-
tion hit squad might consist of one
scene, as might a series of phone
conversations between a vampire
and their contacts in four different
cities. You know how scenes work
from plays, movies, and television.
A scene contains as many turns as
Ppacing requires; a scene containing
pure dialogue or interaction might

have no turns per se in it at all.

Session: One game session, some-
times called a chapter. Vampire
doesn’t rely on this division of time
as much as some games do, but it

can provide 1‘€gu]arity Zlﬂd bil]ﬂl’lCC

to some rules effects. It also has the




adv:mtage of‘bcing unambiguous;
it’s :Llways pretty clear when you've

stopped playing for the night.

Story: A full tale, complete with
introduction, rising action, and cli-
max. Some stories can take several
sessions to complete; others can be
finished in one. Some short stories
are cﬁbctivdy vignettes that are

nothing more than a sing]e scene.

Chronicle: A series of stories
connected by the characters
themselves and their ongo-

ing narrative. Some chronicles
possess a unifying theme or
overarching plot; others are a
picaresque series of “one damned
thing after another.” Most
chronicles maintain a common
tone, be it gothic horror, street
lethality, operatic tmgcdy, or
cinematic action. But individual
stories or c]mptcrs can shift tones

F()l' Variety’s SZl]\'C or to under]ine

changes in the setting. For exam-

ple, scenes in the past €Xp101‘cd
in Memoriam might play ]ighter
compared to the darkness of the

modern nights, or vice versa.

Simple Tests

Most of the things characters do
during a game happen without any
rules governing them — they start
cars, check out appetizing or dan-
gerous strangers, search via Google,
load weapons, cross streets, sniff the
air, and do a thousand other things
as ﬂutomaticaﬂy and easily as any-
one in the real world. Even a normal
activity, however, might require a
dice roll if performed under stress,
in a hurry, or against obstacles. And
activities that invite stress, haste,
and obstacles require dice rolls
more often than not.

To begin, tell the Storyteller
what your character wants to do.
The Storyteller may just tell you

that you succeed automatically: it's

RULES

somcthing trivial like parking a car,

it shouldn’t chﬂllenge a vampire like

smelling blood, or the Storyteller
may decide the proposed action just
suits the ongoing drama. Sometimes
skipping a roll just speeds up play,
especially for an easy or average
feat, or something your character
really excels at (see Automatic Wins

on p. 120).

But let’s say you're not quite
that good, or that you want to do
somcthing harder than usual, like
scaling a sheer cliff, reading Sumer-
ian, or picking the lock on a door.

For those other actions, you
make a simple test. Simple tests go
like this:

W Describe what your character is
trying to achieve and how.

B 'The Storyeeller tells you which
ofyour character’s Traits to use
to assemble a dice pool.

B The Storyteller sets a Diffi-
culty. This number may be kept
secret, depending on circum-

stances le’ld p] ZlyStle.
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B Unless the test is an automatic win (see P 120), you
roll the dice pool and count your successes. Every
die that shows 6 or higher is a success. A 0 on the
die means a result of 10: a success.

B If the number of successes you get equals or exceeds
the Difficulty, you win the test and accomplish that

action.

e T e
Vo

EXAMPLE:
Juan's character is canvassing the ncighbourhood for
information on movement in the area. The Sforyrcller
decides this is a simplc Resolve + Investigation test with
a Difficulty of 2: straightforward. Juan’s character has 3
dots in Resolve and 3 dots in Investigation and so he rolls
6 dice, getting three successes — more than enough for a

R y
win. The Storyteller gives Juan the info he sought: a clue

he might be able to use.

PGS A NP
X
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Traits

Traits define characters, from their physical potential;
to their learned skills; to their various natural, secret,
and supernatural advantages and hindrances. The
Storyteller System demarcates Traits in dots, usually
ranging from zero to five. For example, a person with
one dot in Strength is feeble or puny; a person with
five dots in Strength could potentially win Olympic
weightlifting medals.

We call the Traits that define a character’s innate and
potential abilities Artributes, while Skills define the ways
characters most reliably or successfully apply that poten-
tial. Both Attributes and Skills fall into Mental, Physical,
and Social categories. All of these, including other Traits,
such as Backgrounds, appear in the Character chapter (pp.
133199).

Pools
The Storyteller tells you which combination of Traits
creates your dice pool, the number of ten-sided dice you
will roll, for any action.

Although most actions use a Skill pool (Attribute +
Skill or Aceribute + Discipline), a few only use Attrib-

utes to build the pool. Often an Aceribute pool repre-
sents a straightforward test of the given Actribute:
Strength + Strength to lift a heavy beam off a coffin
lid, for example. Sometimes, two Attributes combine
to make a pool, such as Resolve + Composure tests to
resist many Disciplines (p. 243). A character who lacks
a Skill rolls only the pool's Attribute, with no addi-

tional penaltics.

EXAMPLE:

John’s character wishes to research an occult topic in an
arcane libmry. He has three dots of I nrelligcncc and two
dots of Occult, and thus possesses a pool of fivc dice.

L3>
=PI

Take a number of ten-sided dice (dios) equal to the
number of dots in those Traits and roll them. Traits
usually have ratings between o and 5, so pools generally
range from one dic (the minimum pool size, if‘you can
roll at all) to ten dice or more.

Especially when dealing with social actions, such as
seduction or diplomacy, don’t force the dice into the
path of the roleplaying. If a player has their charac-
ter say something particularly inspired (or painfully
Wrong)Y open with a truly tcmpting (or uttel‘]y insule-
ing) gambit, or offer a cunning (or transparently false)
explanation, the Storyteller should feel free to modify
the Difficulty or even let the character succeed (or fail)
without involving dice and Traits.

The Storyteller should perhaps warn a character
with a high Trait away from a disastrous approach — “as
one gifted in Etiquette, you know better than to slap
the Prince on the back.” But even a one-dot Skill can
shine if the player applies the right polish.

Vampires always rep]ace normal dice with their
current Hunger dice in every pool. See p. 205 for more

details.

SPECIALTIES Characters may possess greater aptitude or
expertise in one particul:u‘ aspect of a Skill. It a character
attempts an action that falls within one or more of their
specialties for the skill used, they gain one extra die for
their dice pool.

For more on Specialties, see p. 159.



TRACKERS AND PooLs Three of the Atcributes di-
1"€Ct]y TC]ﬁte o two SpCCl’ﬂ] pOOlS CRHCd rmc/vers:
W Health equals Stamina + 3.

W Willpower equals Composure + Resolve.

Tracker pools go up and down as characters spend
from them or take damage to them. Tracker pools can-
not exceed their starting value, noted above.

If the Storyteller calls for a roll using a tracker, the

dice pool equals the current undamaged pool of that

Trait, not the tracker’s full rating. No dice pool can fall

below 1, so a roll for an empty poo] still yie]ds one die.

EXAMPLE:

Bhavna has a Willpower of 7 but has spent 3 points
this session, so she would roll four dice, not seven, for a
Willpower roll.

Difficulties

The Storyteller determines the Difficulty of the action

you're attempting, expressed in terms of how many suc-

cesses you need to win, i.c. to accomp]ish that action.
Unlike in carlier editions of Vampire, note that

the Difficulty means the number of successful dice re-

DIFFICULTY OF ACTION

RULES
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the individual dice, which is always 6 or higher.

EQUIPMENT Some tasks use specialized equipment,
such as picking a lock, performing surgery, or engag-
ing in gunplay. If the Storyteller considers equipment
a core component of an activity, they may apply a +1
Difficulty modifier for improvised, unreliable, or poor-
quality equipment. Without any equipment, the task is

impossible.

oPPOSITION Characters sometimes attempt actions
that a Storyteﬂcr—p]aycd character (SPC) opposes, €.g.,
hacking a bank’s monitored computer system, sneaking
pasta guard, or seducing a victim.

The Storyteller can choose to define those actions
as contests (p. 123), but for speed of play they might pre-
fer to represent the opposition with a static Difhiculty
number. They can determine that Difhiculty several
ways, using whichever one is fastest:

B Dccide on a Difficulty according to the table below.
B Divide the SPC’s corresponding dice pool in half,

rounding down (see Taking Half, p. 123).

B Deccide the target SPC’s Skill and use that as the
opposing Difficulty. Even if the foe’s nominal Skill
is zero, the Difficulty is 1. Skill (and Attribute) rat-

ings of 2 or 3 are the most common; most mortals

DIFFICULTY NUMBER

Routine (striking a stationary target, convincing a loyal
friend to help you)

| success

Straightforward (seducing someone who's already in the
mood, intimidating a weakling)

2 successes

Moderate (replacing a car's sound system, walking a tight-
rope)

3 successes

Challenging (locating the source of a whisper, creating a
memorable piece of art)

4 successes

Hard (convincing a cop that this isn't your cocaine, rebuild-
ing a wrecked engine block)

5 successes

Very Hard (running across a tightrope while under fire, calm-

ing a hostile and violent mob)

6 successes

Nearly Impossible (finding one specific homeless person in
Los Angeles in one night, flawlessly reciting a long text in a
language you don't speak)

7 or more successes
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pose ]itth Chnllengc to Vampircs, Or even to very

capable fellow mortals.

MODIFIERS The Storyteller might decide to add or
subtract a modifier to any dice pool. Vampire has two
basic types of modifiers:

B Change the size of the dice pool. This modificr
reflects a change or circumstance for the character:
they are drugged, they use a specialty, they appear
terrifying, cte.

B Alter the Diﬂiculty. This modifier reflects a change
or circumstance for the action: rainy weather, badly
maintained equipment, pcrformsd under gunﬁrc,

on unfriendly turf, ctc.

In general, shifting the dice pool up or down by two
dice has the same statistical effect as decreasing or
increasing the Difficulty by 1.

Storytellers should use common sense when stack-
ing modificrs. At some point, no amount of gilding the
lily helps accomplish a task; likewise, characters’ basic
gifts can carry them through scemingly dire circum-
stances. Consider capping modifiers at plus or minus
2 to the Difﬁculty, or at three dice added or removed
from the character’s poo]. This guide]inc applics to
ad hoc Storyteller modifiers, not to modifiers from
specialties or other specific rules.

Penalties can never cause a pool to drop below one

die.

AUTOMATIC WINs If a character’s dice pool is twice
the task’s Difliculty, the Storyteller may opt to rule
that the character wins automatically without a dice
roll. Automatic wins streamline play and reduce
distracting rules interludes. Apply them Vigorously7
especially outside of combat or for tests where char-
acter failure is boring: information—gathcring tests,
conversation-openers, or gambits that open up the
scene or let it move forward dramatica“y.
Automatic wins seldom apply in combat or other
stressful situations. A Storyteller willing to speed up
opening rounds or to blow through a location they
didn’t intend to be challenging, might allow automatic
wins against mooks and nameless obstacle humans: rent-

a-cops in the office lobby, not real cops in the streets.

Dice Pool Results

When you roll a dice pool, every individual die result
of 6 or higher is a success, including a result of 10
(represented as 0 on most d10s). If you roll a number of
successes equal to or exceeding the Difficulty number,
the rules call that a win.

CRITICALS A result of 10 on two regular dice (00)

is a critical success. A critical success counts as two
additional successes above the two 10s (four rotal suc-
cesses), as you pcrform your task much faster, more
stylishly7 or more thoroughly than normal. A winning
roll containing at least one critical success is called a

critical win, or sometimes just a critical.

120



T

USING THE VAMPIRE DICE: REGULAR DICE

® = (1-5) Failure

?‘ = (6-9) Success

*'?* = (10) Success, potential critical win (each pair of
*T* is worth 4 successes)

EXAMPLES OF ROLLS USING REGULAR DICE?

Martin (dice pool of 6) rolls ® ® ® ? *% *'Y' = 5 successes. 4

for the critical success (* *+*?*), | for the regular success (?').
Freja (dice pool of 5) rolls ® @ *I* *I* *|* = 5 successes.

4 for the critical success (;?*-*-*%) and | for the single *% Freja

might want to use Willpower (see p. | 22) to reroll the two

failures, hoping for a fourth ‘;?* that would bring her result to a

whopping 8 successes — 4 for each pair of’;?‘*’s (10%).

See chapter 7:Vampires for a guide on how to read and use

the symbols on the red Hunger Dice.

Each pair of 10s count as their own critical suc-
cess, so three 10s (000) would add up to five successes,
whereas four 10s (0000) would count as eight.

In some tests, a critical win yields additional effects
apart from the one stated above, and the Storyteller
can even award complete wins regardless of Difficuley
when a situation merits it. Vampires can also achieve

messy criticals (see p. 207).

MARGIN The number of successes exceeding the
Difficulty of the roll is called the margin. If the Dif-
ficulty was 4 and you rolled seven successes, your
margin is three. Damage, many power effects, and
some other rules use margin to calculate the degree
of eftect.

Even outside those circumstances, the Storyteller
can narrate a degree of success depending on the size
of the margin rolled: the larger the margin, the greater
the success.

In an Automatic Win, the margin is always ZCTO.

WIN AT A cosT If your roll includes any successes,
but fails, the Storyteller may offer you to win at a cost.
You achieve your goal, but something happens to make
things worse for you anyway: you take damage, attract
unfriendly (and powerful) notice, lose something you
value, ete. Any player (including you) or the Storyteller
can suggest the cost; generally it should scale with the
number of missing successes. If it’s too high, you can

always opt to fail instead.

RULES
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CRITICALS IN PLAY

The Storyteller should get used to critical successes showing

up in play. With larger dice pools, they become more and more

common: a ten-dice pool has a slightly higher than 25% chance

of rolling a critical success. Of course, a ten-dice pool represents

someone at the absolute pitch of human perfection — or someone

who has worked the odds carefully enough, or drawn on enough

dark power, to resemble perfection.

Be aware of this when adding extra dice to players’ pools —if a

critical seems like it might break suspense or harm the narrative,

just lower the Difficulty instead. Mathematically, lowering the Dif-

ficulty by | equals adding two dice to a character’s pool.

But that said, our advice is to embrace criticals. They allow

players to show off their characters, and even when the opposition

gets them, they produce rapid, dramatic effects — kind of ideal, we

think, for stories of tempestuous predators in conflict.

EXAMPLE:
In the beginning of a chronicle, the
8 8

coterie tests to escape a burning
building. Since failing the roll

S &
would mean character death, which
would derail the story before it be-
gins, the Storyteller instead has the
player characters receive damage as
a cost for each missing success on

their tests.

TRY, TRY AGAIN If a character
fails an action, they can sometimes
try again. After all, failing to pick
a lock does not mean the character
can never insert a lockpick into
that door again. To justif:\’ such an
attempt, circumstances need to
merit it — the character obrains
a better set of lockpicks, for ex-
ample, or their skill has improved
since last time.

Characters can repeat most

actions in combat, chases, or other
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conflicts. Conflict is inherently
stressful, and failure often carries

its own cost in such circumstances.

TOTAL FAILURE If your roll
includes no successes at all, your
character has totally failed. Toral
failure sometimes means only that
your character didn’t achieve the
desired result; sometimes it means
dire consequences occur. The Sto-
ryteller defines what total failure
means according to cach situation
and circumstances, and decides
whether you can try again after a

total failure.

EXAMPLE:

Sam rolls no successes when attempt-
ing a dangerous jump between two
rooftops. Her character promptly falls
to a meeting with the only thing that
is always there for you when you fall
— the cold, hard ground.

TEAMWORK If two or more char-
acters can effectively work together
on a task, such as investigating a
crime scene or tag-teaming a mark
in a confidence game, roll the larg-
est pool among the participants,
adding one additional dic for each
character assisting that has at least
one dot in the Skill involved. If no
|

Skill is involved, anyone can assist.

WILLPOWER Characters may
Spcnd 1 point of \X/il]power to
re-roll up to three regular dice on
any one Skill or Attribute roll,
including a roll involving vampiric
Disciplines. Characters may not

spend Willpower to re-roll Hunger



dice or a tracker roll, such as
\X/i]lpowcr or Humanity. A spent
point of Willpower counts as hav-
ing sustained a level of Superficial
damage to Willpower (see p. 126)
and is marked as such.

For more on Willpower, see pp.

157-158.

cHecks Unlike rolls, checks nor-
mally use a single die. The player
makes a check by rolling one die,
attempting to achieve a target
number of 6 or higher.

Vampire prim:u‘ily uses checks
to determine Hunger gain (see
Hunger, feeding, and Rouse
Checks, p. 211).

Characters may not use Will-
power to re-roll checks. Automatic
wins and taking half never apply

to ChCCkS,

Contests

Storytellers use contests to model
direct opposition: e.g., hacking a
monitored system, sneaking past a
guard searching for you, or seduc-
ing an undercover vice cop.

In a contest, the acting charac-
ter and their opponent each build
a dice pool. This process does not
have to use the same pool; the
Storyteller might tell the sneak-
ing character to use Dexterity +
Stealch, but roll Wits + Awareness
for the searching guard.

Basic contests go like this:

B Describe what you want your
character to do and how.

W The Storyteller decides some-
one opposes your effort and

tells you which of your charac-

DESCRIBING THE TEST
After a test is resolved,
describe what happens in
vivid detail, according to the
circumstances. This is now the
reality of what has happened,
for better or worse. Let your
words be guided by the result
of the dice, the mood you’re
going for, the personality of
the character acting, and the
specific circumstances of the
situation. The player and the
Storyteller are encouraged

to help each other out in de-
scriptions, but ultimately the
Storyteller is the final arbiter
of what the result of any given
test is.

RULES

ter’s Traits to use to assemble a

dice pool.

B The Storyteller chooses which
of the opponent’s Traits to use
to assemble a dice pool.

B Each contestant rolls their dice
pool and counts their successes.

B If che acting character rolled
equal to or more than the
number of successes rolled by
the opposing character, the test
is a win.

Player characters can definitely
engage in contests against each
other! The Storytcllcr still deter-
mines which character assembles

which dice pool.

TAKING HALF To reduce the num-
ber of dice rolls in a session, Story-
tellers should feel free to take half
for SPC rolls during basic contests.
To take half, count the num-
ber of dice in the opposition poo],
divide it in half, rounding down,
and that’s the number of successes

thc‘y gOt.

Conlflicts

Situations involving basic contests
that result in damage — physical
or mental — are called conflicts. The
basic conflict rules value simplicity
and speed of play, and they apply
to any hostile interaction, from
street f‘lghting to p;n'ticu]ar]y vicious
courtly debate. Storytellers and play-
ers should invest these basic conflicts
with as much narrative derail as thcy
like, clothing the bare dice results in
narrative flesh and gore.

For more advanced conflict

S)'SICTI'IS, S¢e pp. 295-305.
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The Conflict Turn

Conflict happens in a flurry of
blows, rhetorical or physical.
When each participant in the con-
flict has acted once (or declined to
act), that defines a turn. Turns take
as much time as the narrative indi-
cates they should — two gunshots
might happcn in less than a second
and end a fight, while a three-hour
series of innuendos and courtesies
might compose the first turn of an
all-night seduction attempt. Thus,
one roll does not necessarily rep-
resent one swing of a baseball bat,
unless the Storyteller says it does.
At the start of every turn of
the conflict, each player declares
their intent — what thcy are trying
to achieve. This can be anything
from trying to tackle the driver of
an escaping motorcyclc, o assist-
ing in the seduction of a ghoul by
distracting his domitor, to simply

taking cover.

EXAMPLE:
Fabian, Tracy and Leah have

been ambushed in an old church,

")I{..

and are now fighting for their
lives. Going left to right across the
table, the Storyteller asks them to
describe their intended actions. Fa-
bian wants to dive for cover, Tracy
hoses bullets downrange, and

Leah desperately tries to fend off a

crazed hook—wielding attacker.

el N
Vo

Once all playcrs have decided
on their course of action, the Sto-
ryteller makes the same decisions
for all SPCs and then tells the
troupe which dice pools to build.
The players then roll to attempt it.

EXAMPLE:

No one attacks Fabian, Tracy is
charged by her target, and Leah’s
attacker keeps attacking.

%
Vg

Conflict Pools
The dice pool each participant

uses in a conflict turn is called
their conflict pool. In a fight, the
conflict pool might be Strength +
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Brawl or Composure + Firearms;

in a debate, it might be Charisma
+ Persuasion or Manipulation

+ Etiquette. Characters might
change pools during a conflict,
for example, if they pick up a
tire iron or change debate tactics

from flattcry to bullying.

%

LP

EXAMPLE:

Tracy rolls Composure + Firearms
against Difficulty 2 (her target is
in the open, coming right at her)
while Leah engages in a Strength +
Brawl vs Dexterity + Melee contest
with the hook-wielder. The Sto-
ryteller tells Fabian that he finds
cover without needing to roll, since

he was not attacked this turn.

%
Vo

Both the attacker and de-
fender roll their pools simultane-
ously in a basic conflict. As with
other basic contests, the side
that scores the most successes
wins their turn of that conflict.
The winner subtracts the loser’s

successes from their total and



WHO GOES FIRST?
This question mostly arises
during physical combat - in
debates, having the last word
may be more valuable than
dropping the first allegation.
Unless one side has sur-
prise — usually resulting from
a success on an earlier test,
perhaps of tactics or sneaking
to set up an ambush - charac-
ters act in descending order of
action. Close combat between
already engaged parties goes
first, followed by ranged com-
bat, followed by newly initiated
physical combat, followed
by everything else. If neces-
sary, break ties by comparing
Dexterity + Wits, or if equal,
by dots of the Skill used.

EXAMPLE?

In the conflict above, Leah
fights simultaneously with
her attacker, since they are
mutually engaged in close
combat. Tracy resolves before
her attacker, since ranged
goes before initiated close
combat. Whether Tracy goes
before Leah or not is moot.
Nobody cares when Fabian
resolves his action, since no
one is interacting with him.

For troupes desiring a more
traditional initiative system,
see p.300.

applies the remainder as damage to one of the loser’s
trackers: Willpower or Health (sce Damage, p. 126).
If the conflict is one-sided, such as when the
defender is trying to avoid getting shot, only the
attacker can inflict damage. If both participants are
able to cause harm to their opponent, the conflict is
two-sided, with both sides counting as attackers. In
this case, the actions of boch parties are merged into
a single conflict roll. A tie resules in both parties
inflicting damage on the other with a win margin of

one.

RANGED WEAPONS Ranged combat is resolved as a
contest, usually vs the defender’s Dexterity + Athlet-
ics. In cases where two combattants are attacking
cach other at range, you can resolve it as a two-sided
Firearms conflict as above. This assumes that the sub-
ject has access to limited cover, such as a car or the
corner of a building. A character with no available
cover subtracts 2 from their defense pool, whereas
superior cover (sandbags, concrete fortifications and

similar bullet-proof obstacles) merits a bonus of 1-2.

DODGING When cngagcd in a Brawl or Melee con-
flict, the defender can always opt to use their Dex-
terity + Athletics instead of a combat skill to defend.
If they do, they inflict no damage on the opponent,

no matter the margin, ifthey win.

MULTIPLE OPPONENTS In a conflict where teaming
up makes sense, a character facing multiple oppo-

nents loses one die from their pool when they defend

against cach successive opponent that targets them.
To attack multiple foes, a character must split their
dice pool.
e T R e
<
EXAMPLE:

Katarina is fighting three security guards. With Dexter-
ity 3 and Brawl 4, her defense pool is 7 against the first
guard’s attack, six dice against the second guard, and
only five dice against the third. If she wants to attack rwo
guards during the turn, she must split her seven dice into
two pools: four dice and three dice, for example.

sl B
D V2

RULES
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Damage

The Storyteller decides which

tracker the conflict damages. In a

physical conflict, this is normally

Health; a social conflict normally

damages Willpower.

The winner of each contest
applies their success margin to the
loser’s relevant tracker as damage.
A character using ranged weapons
likewise npp]ies their margin from
their attack test.

Sometimes, circumstances
mandate extra damage after the
contest:

B If the winner used a weapon,
they add the relevant weapon’s
damage rating to the total
damage (see p. 304).

B Inasocial conflict, add damage
depending on the audience (see
p- 305). The Storyteller may
also add damage if the loser
pm‘ticularly values the audi-

ence’s opinion.

EXAMPLE:

Firing her shotgun at a police of-
ficer, Clara achieves a margin of
two successes. Adding the shotgun’s
weapon rating of +4, the officer
suffers 6 points of damage.

TYPES OF DAMAGE In the Sto-

ryteller System, damage comes in

two types:

| Superﬁcial damage: causes
bruising, sprains, and the like
but not immediate life-threat-
ening injury. Fists, kicks, and
non-lethal weapons, such as
tasers, do Superficial damage to

humans. Standard weapons do

When a point is voluntarily
spent from a tracker, such as
when using Willpower to re-
roll dice, mark it as Superficial
damage, a “/”. If all points are
already Superficially dam-
aged, turn one into Aggra-
vated damage instead, as per
the usual Impairment rules.
Superficial damage sustained
through spends is not halved.

126

Supcrf‘lcia] damage to vampires.
Supcrﬂcia] damagc in social
conflict means embarrassment
or a bruised ego and has no
lasting effect on the target’s im-
age of others or themselves.

W Aggravated damage: causcs
broken bones, wounds, and
life-threatening injuries. Sharp
and picrcing weapons do Ag-
gravated damage to humans.
Normally, only fire, sunlight,
and the claws and teeth of
some supernatural creatures do
Aggravated damage to vam-
pires. Attacks that reveal secret
knowledge about the target or
attacks from close friends and
trusted figures do Aggravated

damage to Willpower.

TRACKING DAMAGE Characters
apply their damage to the relevant
track: Health or \X/iﬂpowcr.

Unless otherwise stated, divide
Superf‘lcia] damage in half (rounded
up) before applying it to the tracker.

Mark each level of Superﬁci:{]
damage on the character sheet by
making a /" on one box on the
track.

Mark Aggravated damage on
the character sheet by making an

“X” on the tracker.

IMPAIRMENT Once the character
sustains enough damage (of either
type, or a mix) to fill their tracker,
thcy are Impaircd. Imp:\ired charac-
ters lose two dice from all relevant
dice pools: Physical pools from Im-
paired Health, Social, and Mental
pools from Impaired Willpower,
and any other pools the Storyteller

believe to be similarly weakened.



At the Storyteller’s discretion,
mortal SPCs are incapacitated at
this stage.

For every level of damage of
cither kind, Superficial or Aggra-
vated, that a character takes while
Impaired, convert one previously
sustained Superficial damage to
Aggravated damage on a one-for-
one basis. Turn the “/” to a “X” on
the track.

Remember to halve Supcrﬁci:ﬂ

damage as usual before converting it.

THE END OF THE TRACKER A
character with their tracker
completely filled with Aggravated
damage is out of the conflict, pos-
sibly permanently.

In a physical combat, they are
comatose or dead (if mortal), or
fall into torpor (if a vampire; see

p. 223).

%>
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EXAMPLE:
The officer from the example above
suffers 6 levels of Aggravated
damage (shotgun versus mortal),
but he has only 5 health levels. He
promptly expires.

Filling the Willpower tracker with
Aggravated damage outside of a
social conflict has no immediate
cffects other than Impairment. If
it happens within a social conflict,
the defeated character completely
break down and loses face. They
may be exiled from court, lose
dots in Status or other Merits, or
suffer any other consequence the
Storyteller decides. (Note that one
such consequence may very well be

the death of the character.)

EXAMPLE:

After having drawn significant

heat on the vampire community

by shotgunning a police officer, the
coterie is chewed out by their elders
in Elysium. Those that lose all their
Willpower in the ensuing social con-
flict are unable to defend or deflect
their blame, and come morning,
they get to see the sun for the first

time since the day of their Embrace.

Hcaling

SUPERFICIAL HEALTH DAMAGE At
the beginning of a session, mortals
can remove a number of Superficial
damage levels up to their Stamina
rating from their Health tracker.

Vampires can remove a number
of Superficial damage levels from
their Health tracker by Rousing the
Blood cach turn (see Mending Dam-
age, p. 218).

SUPERFICIAL WILLPOWER DAM=
AGE At the beginning of a session,
vampires and mortals alike can
remove a number of Superficial
damage levels up to their Compo-
sure or Resolve rating (use highest)

from their Willpower track.

EXAMPLE:

Terence has Resolve 3 and Composure
4. He suffered 6 levels of Superficial
damage to his Willpower oracker
during a gang face-off: He can erase
4 levels of Superficial damage ar the
beginning of the next session.

e P

AGGRAVATED HEALTH DAM=

AGE For mortals, a character with
Medicine can convert Aggravated
damage on the Health tracker to
Superficial damage. They must suc-
ceed at a simple test of Intelligence
+ Medicine; the Difficulty equals the
total Aggravated damage sustained
by the patient. Attempts to heal
oneself add +1 to the Difhiculty.

The maximum points of\/\g—
gravated damage that a character
can convert is half that character’s
Medicine rating, rounded up.

This healing happens over the
course of the night. The Storyteller
decides if any remaining injuries
require only another day of similar
treatment, or hospitalization.

Hospitalization avoids the need
for more dice rolls, but injuries
take the patient’s total Aggravatcd
damage in weeks to heal fully. The
Storyteller can lessen this amount
to fit the story better or allow the
character to walk around injured -
wearing a cast, for example.

Vampires can normally mend 1
level of Aggravated Health damage
each night by Rousing the Blood

(sece Mending Damage, p. 21).

AGGRAVATED WILLPOWER DAM=
AGE At the start of the next ses-
sion, a character who has acted in
accordance to their Ambition can
heal 1 level of‘/\ggr:watcd \X/i”pow—
er damage.

However, the other conse-
quences of losing a social or mental
conflict — a bad reputation, lost Sta-
tus, susceptibility to mental control
or social dominance — may continue

as long as the Storyteller decides.

RULES
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Examples

of Rolls

We designed this rules system with
flexibility in mind. For example,
the current range of Attributes
and Skills yields about 270 combi-
nations for dice pools. This poten-
tial doesn’t even include the effects
of spccialtics, or of any other Skills
you might add if you feel the need.
The Storyteller has a huge variety
of rolls to model actions — choose
whatever you think works to
further drama or narrative or to
simulate a real-world effect.

The following examples of
rolls can give you some idea of the
possibilities that might come up in
a game:

B You want to conduct yourself
flawlessly at the governor’s
formal dinner (and you can’t
actually eat anything). Roll
Dexcterity + Etiquette (Diffi-
culty 4).

B You're miles from your haven,
and the sun will be up soon.
Roll Wits + Survival (Difficuley
4) to find shelter for the day.
You will eventually find shelter
regardless of the roll, but you

will sustain a level of Aggra-
vated Health damage for each
success you failed by.

You try to distract the body-
guard with your left hand
while surreptitiously slipping
your knife back into your belt
with your right. Roll Dexterity
+ Subterfuge (Difficulty equals
half the bodyguard’s Wits +
Awareness).

You lock gazes with the gang
leader, trying to cow him into
submission before his gang —
of course, he wants to do the
same to you. Basic contest

of Charisma + Intimidation
between the two of you.

You need to board up the door
to your haven in record speed
— and it needs to be durable,
too. Roll Wits + Craft (Dif~
ﬁculty 3). Each additional suc-
cess in the margin adds 1 to the
Dif'ﬁcu]ty ofbrcaking in.

It’s not the message of the
song, it’s how good you look
singing it. Roll Charisma + Per-
formance (Difficulty 3) to have

your choice of groupies.
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How long can you remain
motionless in the bushes while
the guards chat about baseball?
Roll Stamina + Stealth. Each
success allows you to hold still
for one hour.

It would be foolish to threaten
your rival openly while in the
confines of Elysium. Roll Ma-
nipulation + Intimidation (Dif-
ficulty 4) to properly veil your
threat without leaving them in
doubt as to your intentions.
Suddenly, a man pushes a crate
out of the van you've been
chasing! Roll Wits + Drive
(Difficulty 5) to swerve out of
the way in time.

Can you distract the guard
dogs while you slip in? Roll
Manipulation + Animal Ken
(Difficulty 3 + your Bane Sever-
ity).

Did they just threaten you?
Roll Wits + Intimidation



(Difficulty equals whichever
is greater of their Manipula—
tion or Etiqucttc) to ﬁgurc out
what that lick meant by that
comment.

You try to get the mob’s at-
tention by driving your knife
through the mook’s hand and
into the oak bar. Roll Strength
+ Melee (Difficulty 3).

You try to pull alongside the
fleeing Mercedes so your
friends can leap aboard. Roll
your Wits + Drive resisted by
the Mercedes driver’s Wits

+ Drive. If you win, you pull
alongside in pole position; if
not, the Mercedes escapes.
The new gang in town has
been awfully good at picking
out Kindred-run operations
to take over. Roll Charisma +
Streetwise to see what people
know about them. The more

successes you get, the more in-

formation you receive, but the
lcgwork takes an entire night
regardless.

What sort of alarm system
does this place have? Roll In-
telligence + Larceny. The more
successes you get, the more
information you receive.
Whose story will the Prince
believe: yours or your enemy’s?
This calls for a basic contest of
Manipulation +Persuasion.
You try convincing the clerk
of the court that you're an

IRS auditor and that you need
to see the court records. Roll
Manipulation + Finance (Dif-
ficulty 5).

Can you read the German ver-
sion of The Book of Nod with-
out losing something in the
transition? Roll Intelligence

+ Occult (Difficulty 6 minus
your dots in the Linguistics
Merit).
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B You have to kegptunning if
-

you're going to outdistance
your pursuers. Contest of
Stamina + Achletics to outlast

them.

B You need to convinee the sta-

tion chief to release ygiige'forc
the sun rises. Roll Charisma™
Academics (Law) (Difficuley
4) to make a plea eloquent
enough — or Manipulation +
Politics (Difficulty 5) to have
your agents pull strings behind

the scenes.
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Three Turns and Out

We strongly recommend ending

conflicts after roughly three turns,

unless everyone is still having fun.

Too much dice rolling slows down

the drama and becomes harder

and harder to describe creatively.

If the Storyteller and players

want the old-school feeling of

fighting down to the last Health
box, they’re welcome to do so,

of course. Bur for the rest of us,

here’s a few ways to decide who

won if you've gone three rounds
and both sides are still standing.

B Allow the players to break the
conflict off if they want. The
Storyteller may require a basic
contest to do so (for example,
Strength or Dexterity + Ath-
letics to flee or Composure +
Etiquette to divert the discus-
sion), or their foes may simply
let them leave.

B f the players’ foes have taken
more losses — or even an un-
expected amount of damage
— the Storyteller can simply
decide that they break off the
conflict, as above.

B Simply award victory to the
side that won the most con-
tests or to the side with the
fewest points of Aggravated
damage. The Storyteller nar-
rates the end of the conflict
based on the results of the
previous contests. Idcally, if
the player characters lost, they

have a chance to flee or at

least to surrender with some
dignity.

W Change the situation. Perhaps
some new, third force enters
the scene, such as the police,
or the Prince. Perhaps the
conflict simply changes venue
from the alley to a nearby
warchouse or from the court
to a concert. The change
should present new options to
both sides.

B Use One Roll Conflict, see p.
296.

Experience and
Improvement

Characters who survive the dangers
of the night improve their chances
of‘surviving the next one. We
represent this Darwinian process
oﬂeaming and improvement with
experience points.

The Storyteller awards each
player 1 experience point per ses-
sion played, plus 1 point at the end
of each story. In shorter chronicles
and others where more rapid im-
provement adds to the drama, the
Storyteller may choose to award 2
points per character at the end of
each session. Playcrs spcnd their
points to improve their characters’
Traits or acquire specia]ties (p. 159)
according to the Trait Cost chart

in the Characters chapter on p. 151.
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EXAMPLE:

Evan wants to increase his Resolve
from 2 to 3. He must spend 15 expe-
rience points to do so (5 x 3).

Storytellers may insist that players
have their characters take action
in the course of the game to make
any improvements, not just Merits,

p]ausib]e.

The Golden
Rule

This is the most important rule of
all, and the only real rule worth
following; There are no rules. This
game should be whatever you want
it to be, whether that’s a nearly
dice-less chronicle of in-character
socialization or a long—running
tactical campaign with cach player
controlling a small coteric of vam-
pires. If the rules in this book
interfere with your enjoyment of
the game, change them. The world
is far too big — no sct of inflex-
ible rules can possibly reflect it.
Think of this book as a collection
ofguidclincs: suggcstcd but not
mandatory ways of capturing the
World of Darkness in the format
of a game. You decide what works
best in your game. And you may
freely use, alter, abuse, or ignore

these rules at your whim  ®









All the world’s a stage

And all the men and women merely players;
They have their exits and their entrances
And one man in his time plays many parts.

]aying a storyte]]ing game is an opportunity
to walk a mile in someone else’s shoes. Grab
it and milk it for all it’s worth. Think of
your chronicle as a co-created prestige HBO
television series in which you portray a vivid character,
probably very different from yourself, who finds them-
sclves in terrifying and heart-wrenching situations that
change and grow them in dramatic ways. They are your
in-game viewpoint and pcrsonality, so ask yoursclf:
“Who do I want to prctend to be?” Your character
defines your in-game voice, appearance, and body
lzmguagc as well as the faith, po]itica] values, and ethics
that define who they are and the Abilities, Skills and
Disciplines that determine what they can do. You de-
fine your character’s core concept, Abilities, and Skills
during an immersive prelude session or simply by
choosing a Predator type and a clan and following the
instructions given to create a quick player character.

Throughout, you flesh out the world of your chronicle

- WILLIAM SHAKESPEARE, AS YOU LIKE IT

by drawing your characters and the people they know,
mortal and Kindred, onto the Relationship Map.

Character Fundamentals

Your character is a powerful way to shape stories. They
define what kind of Vampire: The Masquerade storics
you will tell together. Playing a junkie priest struggling
with their lost faith sends a very different message to your
fellow players and the Storyteller than creating a profes-
sional killer Working for an Armenian drug lord. Other
p]ayer characters, Storytc]]cr—played characters (SPCs),
and coterie characters treat these people very differently,
and the Storyteller creates stories and reactions that

suit them. Your choices from the beginning, including
concepe, coterie, and clan, clearly signal the style of play
you prefer.

You are not your character. In a Storytelling game you

CHARACTERS
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are liberated from the constraints
actors have when taking on roles for
TV and movies. Your character can
literally be anyone of any gender,
ethnicity, or background with any
religion, politics, or world-view. You
don't have to agree with your charac-
ter’s opinions or respect their values.
In fact, it’s probably a more thrilling
experience it you don’t. Vampire is

a game about playing a fascinating
monster: an anti-hero, an addict, a
parasite with a soul about to plunge

into darkness or rise towards the

light. Playing with clichés and tropes
is fine and harmless — indeed it’s
sometimes inevitable that you resort
to tropes in an improvisational
game, where lines are made up at
the drop of a hat — bur clichés can
be boring or ignorant if that’s all you
bring. Consider rcading up a bit on
the culture and social environment
that shaped your character. Watch
videos made by pcople like them,
make the effort to understand and
respect the person whose cold, dead
flesh you inhabit, and your portrayal
gains heft and power to you and
others. Reality always leaves fiction
behind when it comes to the unex-
pected and the complex.

Your character is not an
island. More than anything clse,

a character is defined by their
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relationships. Vampire is a game
where who you know is often more
important than how far you can
throw someone through a wall. In
Vampire, we use a Relationship Map
to keep track of relationships in
the game. You should add char-
acters, rclationship arrows, and
dcscriptions to this sheet throughl
out character generation, including
:mything important: clan, Back-
grounds, and even Skills if need
be. Your coteric can thus map out
your close social network, sires,
and surviving mortal Touchstones.

Last but not least, your character
is a vampire. You're here to play the
monster. A humane monster per-
haps, but never forget you are por-
traying an undead predator dressed
in the skin of their victims. You look
like a mortal (okay, maybe a dead or
disﬁgurcd mortal), you sound like
aperson, but thinking that you are
human is only a mistake your vic-
tims make. Inside, the Beast in the
Blood howls, constantly reminding
you of your monstrous hunger. In
Vampire, you portray a wide variety
of bloodsuckers inspired by more
than three centuries of gothic sus-
pense and horror fiction. Whatever
image the word “vampire” brings to
mind, you can find a type of leech
that fits your wants and expecta-
tions while simultancously subvert-
ing them. The World of Darkness
hosts a multitude of breeds, clans,
religions, philosophies, and sects of
theundead m
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Character Creation

This c]uptcr describes how to create a unique charac-
ter, beginning with a general concept and translating
this concept into the numbers used in the game. It
provides some guidelines to keep players on a level
field while still allowing customization and individual
flavor. Players can casily figure out this simple iterative
system for themselves, but the Storyteller remains part
of the process. They should not only answer technical
questions or providc m]ings, but also guidc the plnycrs
to create characters who both fit into the chronicle

as initially conceived and drive it in new and exciting
directions.

Characters begin and end with a story. Ask yourself
who you want to play: a street-hardened punk or a sleck
shark of the boardroom? Did you learn occult secrets in
a tree-shaded quadrangle or your own strength in the
dust and heat of Afghanistan? Did you live for others
or for yourself; or like most people, for some combina-
tion of the two? Where did you draw the line? And after
monsters redraw that line for you, what now?

Build the character in your mind’s eye with the
dots and numbers of the Storyteller System as the
skeleton, not as the soul. Don’t try to create the “best
possiblc” character — not only does that defeat the pur-
pose of drama, it’s also impossible to have more dots
than a whole city full of predators, much less a whole
World of Darkness. The game is about survival, terror,
and tragedy — make a character who plays that game: a

character who truly lives despite being dead.

The Role of
the Storyteller

As the Storyteller, you guide the players through the
character generation process. After your players ar-
rive for the game session, introduce them to the basic
premise of the game and describe the rules system.
Make things as casy for the players as possible. For
beginning players, keep things as simple as you can;
help them build the character they want, but let them

discover the intricacies of the system on their own.

Setting your game

There are several different possible approaches to set-
ting your game, each with their own advantages and
disadvantages depending on the nature and experience

of your group, personal taste, and available time:

SHOW, DON’T TELL In “Show, don't tell,” players
initi:dly spcnd a minimum amount of time creating
their characters, instead saving all derails to come up
during play. Only offer the most basic description of
your character to the other players and a hint of what
the 1"61:{tionship between the characters are like. All the
rest will emerge during play, and when it does, note it
down on the Relationship Map. Players may even de-
cide to leave some things undecided, such as the exact
nature of Contacts and Allies.

This method is advantageous for players with lim-
ited time and/or patience for the other methods, who

cither have vast experience with the setting, or none.

SESSION ZERO With this method, take your time and

spcnd an entire game session creating characters. This

THE FLIER

Some Storytellers find it useful to give players some
guidelines regarding the chronicle they want to run ahead
of time. The Storyteller often distributes this document,
the flier, on social media, in email, or over a file-sharing
site rather than printing it. The flier should include the
chronicle’s cool, evocative name and all the essential
setting details and rule modifications, along with well-
chosen graphics, (anti-) inspirational quotes, lyrics, or
even embedded videos or art.

The look, feel, and text of the flier influences Ses-
sion Zero and can simultaneously create excitement, set
expectations, organize timing, and establish a dramatic
framework for the chronicle. Sell your chronicle concept
and talk about the dark themes you want to explore
together in your stories.
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Character Creation

CORE CONCEPT

What was your character’s name in life? What did
they do? Where and when were they Embraced? What
is their name now? Where are they now? Write your
character’s name on the Relationship Map.

CLAN AND SIRE
Pick your clan. Write your character’s sire on the
Relationship Map along with relevant sect SPCs.

ATTRIBUTES
Take one Attribute at 4; three Attributes at 3; four
Attributes at 2; one Attribute at |.

Health = Stamina + 3; Willpower = Composure +

Resolve.

SKILLS

Pick one Skill distribution.

B JAcK oF ALL TRADEs: One Skill at 3; eight Skills at
2; ten Skills at |

B BALANCED: Three Skills at 3; five Skills at 2; seven
Skills at |

B speciALIsT: One Skill at 4; three Skills at 3; three

Skills at 2; three Skills at |

Qary .
-

Add free specialties to Academics, Craft, Perfor-
mance, and Science Skills.
Take one more free specialty.

DISCIPLINES
Choose two of your clan Disciplines. Put two dots in
one and one dot in the other.
For Caitiff characters, choose any two Disciplines.
Put two dots in one and one dot in the other.
Thin-blood characters have no intrinsic Disciplines.

PREDATOR

Pick your Predator type (p. 175) and apply it:
B Add one of the listed specialties.

B Add one dot to a listed Discipline.

B Apply any associated Advantages or Flaws.

ADVANTAGES
Spend 7 points on Advantages, and take 2 points of
Flaws in addition to the ones gained from your Preda-
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tor type. Thin-blood characters must take between
one and three Thin-Blood Merits and the same num-
ber of Thin-Blood Flaws.

Add any new supporting cast from Advantages and
Flaws to the Relationship Map.

CONVICTIONS AND TOUCHSTONES
Select one to three Convictions. (p. 172)

Create an equal number of Touchstones (p. 173),
each connected to one Conviction and add them to
the Relationship Map.

Set your Humanity to 7.

SEA OF TIME
Together with the Storyteller and other players, de-
cide if your coterie are:
B cHILDER: Embraced within the last 15 years
O 14th, 15th, or 16th Generation (thin-bloods):
Blood Potency 0
O 12th or 13th Generation: Blood Potency |
B NEeoNATEs: Embraced between 1940 and a decade ago

CHARACTERS

12th or |3th Generation: Blood Potency |

0 Each player spends |5 experience points

B ANcILLAE: Embraced between 1780 and 1940
o 10th or | Ith Generation: Blood Potency 2

Each player adds 2 points of Advantages

0 Each player adds 2 points of Flaws

Each player subtracts | Humanity

0 Each player spends 35 experience points.

TRAIT COSTS: EXPERIENCE

TRAIT

EXPERIENCE POINTS

Increase Attribute

New level x 5

Increase Skill New level x 3
New Specialty 3
Clan Discipline New level x 5

Other Discipline

New level x 7

Caitiff Discipline

New level x 6

Blood Sorcery Ritual

Ritual level x 3

Thin-blood Formula

Formula level x 3

Advantage

3 per dot

Blood Potency

New level x 10
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WHAT DO | DO IN THIS GAME?

Hunt for blood

Struggle with the Beast

Build and break relationships

Hide from, or fight, the Second Inquisition
Rule the streets

Protect the Touchstones of your Humanity
Rise to power

Plot against other Kindred

Unearth terrible secrets

Face the consequences of being a monster

Fight radical, primitivist werewolves
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process cnsures that the players don't feel rushed and that
they take the time to make complete, flesh-and-blood
characters.

At the bcginning of this introductory session, or
“Session Zero,” the player group and the Storyteller gather
at the table, armed with blank character sheets, a copy of
this rulebook, pencils, several ten-sided dice, a big blank
sheet for the Relationship Map, and some scratch paper
for notes. You might also want to have colored pens avail-
able, and copies of any Loresheets you plan to use in the
chronicle, so that players can read them at the same time.

Players are encouraged to offer cach other suggestions
to help them build characters whose stories interweave
and whose abilities complement cach other, building an
intricate web of rclationships, dcpendcncics, and intrigue

as a basis for their upcoming chronicle.

THE PRELUDE In apreludc, you rapidly paint an
impressionistic picture of the character’s human

life — and play out the terror and cruclty of their
Embrace. Other players take roles as supporting cast
and might portray relatives, friends, the character’s
sire, and the like. The prelude introduces the player
to their character and to the chronicle, so make it

memorable!



Character, Coterie,
Chronicle

Storytellers and players shape their stories together

in play, but they begin that process during character
creation. Players build their vampire characters as

part of a coterie, a term for a small group of associated
Kindred — specifically, the group comprising the player
characters. As that definition reminds us, the coterie
starts out as part of a setting, one built by the Story-
teller using the World of Darkness as its backdrop.

The story of the player characters, the coterie they
form, and the ways that coterie explores (or battles
against) the setting and the World of Darkness, be-
comes the chronicle. Thus all three elements — charac-
ters, coterie, and chronicle — influence each other from
the beginning and throughout the game. That’s why the
Storyteller and the troupe should design the founda-
tions of those three elements together from the get-go.

The first session should be exciting for players and
Storyteller alike, as the shape of the chronicle emerges.
Here the preparations and plans of the Storyteller meet
the characters the troupe creates and their own expec-
tations for the game. Usually the Storyteller started
designing their setting before the first session, so we'll
talk about that process first — but in reality, around the

ECL]:)lC‘, 2111 thl’CC ClCI‘H@l’ItS blcnd simulmneouslv,

City
The default game of Vampire happens in a city. Vam-
pires need lots of food, and people cluster in cities. In
the nights haunted by Second Inquisition kill squads
and airport watch lists, vampires retreat to their feudal
fastnesses. Where do you want to set your chronicle?
Your Storyteller may have an idea of what city they
want to set their story in, or thcy may throw it open
to discussion, or a better idea might emerge during
the first sessions. Consider the following options and
consult the Cities chapter (pp. 317-335) for a wealth of
furcther detail.

YOUR OWN CITY Playing in your hometown or a

nearby city you know well can be a good choice. Eve-

ryone at the table knows what the city looks and feels
like, what people you can expect to meet, and what’s
happening at night. The Storyteller may already have
an idea of which clans and sects rule the night in their

chronicle and can casily slot them into your own city.

SOMEWHERE BY NIGHT You can usc a published
setting book to define your setting. Whether you use

a new Vampire 5th Edition book or a book from an
carlier edition of Vampire and update it to the modern
setting matters little. The books in the By Night series
offer an almost endless supply of characters, story

hooks, and deep—dives into local Kindred history.

Age and Generation

How old are the vampires you portray? Vampires from
different centuries, or even from different decades,
may hold very different values and beliefs from fledg-
lings Embraced a week ago.

Your sire is one generation lower than you; an 11ch
Generation Kindred sires a 12th Generation lick. For
game-balance reasons, all the characters should be of the
same generation. If equal power among player char-
acters doesn't concern you, feel free to play a sire and
their childe, or any other combination of Kindred that
intrigues you.

Together with the Storyteller and other players,

decide ifyour coterie are:

OTHER ERAS
By default, Vampire is set tonight, right now.
However, nothing stops you from running
a chronicle that starts its clock in 1991, 1968,
1888, 1204 or in ancient Rome 120 AD. While
this book doesn’t have full rules or setting sup-
port for historical chronicles — and obviously
no edition could ever cover all of Kindred his-
tory — older editions and versions have plenty,
most notably Victorian Age Vampire and
Vampire: The Dark Ages.

CHARACTERS
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Childer or Fledglings: Embraced
within the last 15 years, down to as
recently as last week or last night
for an all-fledgling chronicle. The
more recent the Embrace, the more
likely the characters are to be thin-
bloods of the 14th, 15th, or 16th
Generation. However, new childer
of the 12th and 13th Generation

remain plausiblc even tonight.

Neonates: Embraced within a
human lifetime, roughly between
World War IT and the present.
Neonates are most likely of the
12th or 13th Generation. Thin-
bloods were vanishingly rare before
recent decades, mostly because
older Kindred persecuted them
mercilessly as signs of Gehenna.
Ancillae: Embraced between the
American Revolution and World
War I1, under 250 years old. An an-
cilla came oFagc during the modern
era or at least in an era when the
divine right of princes were becom-
ing an eccentric joke instead of the
foundation of society. It was the con-
trast between their relative moder-
nity and the medieval mindset of the
Camarilla that led to the rise of the
Anarch Movement. Even hard-line
Camarilla ancillae believe the system
should loosen up — which other Kin-
dred interpret to mean “give us more
power.” Ancilla characters can be as

10W as 10[1’] or llth Generation.

Elders: Older than 250 years old,
Ninth Generation or lower. The
Beckoning slowly calls the elders to
the Gehenna War, and they are not
available as player characters in this

book.

Sect

Of the many undead socictics,
which one claims your characters?
Each sect has its own distinct
flavor, described elsewhere in this
book and in detail in the Anarch
and Camarilla sect books. Each
sect below has only a brief descrip-
tor, along with the default clans
and most 1ikcly coterie types (p.

197) for players to consider.

THE CAMARILLA During the carly
Renaissance, the vampire lords of
the high clans created the so-called
Ivory Tower to hide the Kindred
from the mortal Inquisition. It has
become one of the most powerful
secret societies in history, subvert-
ing and infiltrating governments,
corporations, organized crime, and
mass media. Organizcd :ﬂong feu-
dal lines, with Princes ruling over
the vampires of a city like dark
lords of a bygone age, the Cama-
rilla combines civilized order and
ruthless crueley. Camarilla chroni-
cles concern the uses of power,

the dead hand of the past, and the
questions of safety and duty versus

honor and freedom.

Typical Clans: Ventrue,
Toreador, Nosferatu,
Malkavian, Tremere, and
dissidents from the Brujah
and Gangrel clans

Typical Coterie Types:
Cerberus, Commando,
Day Watch, Hunting

Party, Maréchal, Plumaires,
Questari, Regency, Sbirri,

Vehme, and Watchmen

THE ANARCHS The Anarch
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Movement asks every vampire the
question: “Why do you Obcy?” As
old as the Camarilla, the Move-
ment has finally been thrown out
of the Tower as an unacceprable
threat in dangerous times. The
result: war in the streets, new
blood feeding new collectives and
baronies, and inevitable purges. As
many Anarchs march under black
banners as red, and as many again
just want to kccp their heads down
and figure out who their next meal
is coming from. Anarch chroni-
cles concern changing society, life
under surveillance, the difference
between ideology and actuality,

and the price of revolution.

Typical Clans: Brujah,
Gangrel, dissidents from
the Camarilla clans, some
Caitiff

Typical Coterie Types:
Blood Cult, Champions,
Commando, Fang Gang,
Nomads, Questari, Sbirri,

Watchmen

THIN=BLOOD You wake up with a
hangover and a new addiction. All
the flavors of blood call out to you,
tempring you to extract strange
alchemies and trips from the peo-
ple you used to call your friends.
Your nights have few rules, many
questions, and endless horrors. Are
you alive or dead? What are these
ancient things moving through the
night like sharks in deep waters?
Will you try to become human
again or drain a Cainite to embrace
the night and live forever as one of
the Damned?

In a thin-blood chronicle, you



discover the world of the Damned
from a personal perspective, one
night at a time, and players need
no prior knowledge of the setting
to start playing. The thin-blood ex-
perience can scamlcssly merge into

a Camarilla or Anarch chronicle.

Typical Clans: Thin-blood
only

Typical Coterie Types:
Champions, Day Watch,
Fang Gang, Hunting Party,

Nomads, Plumaires

Core Character Concept
While you decide where your
chronicle happens and whose

claws you have fallen into, your
core character concept emerges.
Think of it like a pitch, a vague but
hooky notion: “vampire hit man”
or “really weird club kid prophet”
or “Jessica Jones, except she drinks
blood instead of whiskey.” If you

know the Vampire setting, you

might also have a clan concept in
mind: “sweet old grandma, but

a raging Bruj ah” or “Nosferatu
cosmetic surgeon.”

As you figure out more about
the story and setting, your core
concept mighe shift or just come
into better focus. Ask your fellow
players and the Scoryteller for
ideas and suggestions if\you’rc
stuck. Think about the coterie
taking shape, and the sect you'll
be running with. Come up with
concepts that play interestingly
off other player characters; Mad-
die builds an arms dealer with a
political conscience, so you build
a Big Pharma doctor with military
contracts.

It is your responsibility to cre-
ate a character who works with the

coterie or at 16251: dOCSl’l’E SﬂbOtIlgC
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the group or the game. Unlife as

a vampire is far too dangerous to
open yourself up to hostility from
within; survival requires coopera-
tion.

Decide why your vampire
joincd up with their Kindred
companions, and why they stay
togcthcr‘ Do thcy have a mis-
sion in common or an enemy?
Are they mystically or politically
connected? “The Prince made us”
works perfectly well as an answer
to the first question; you can aim
your roleplay to answer the second

question.
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Choose Your Clan

If you haven't yet, choose your char-
acter’s clan. (See Clans, p- 63, for
details and more archetype ideas.)
Their clan describes your charac-
ter’s essential lineage; they dmnk
their sire’s vitae, so their sire’s clan
— their Blood — dctcrmmcs your
character’s own. The seven clans in
this book represent the majority of
vampires in the lands of the Cama-

rilla and the Anarch Movement.

Other clans exist on the outskirts of

the Jyhad, for now.

Perhaps you are not part of
a recognized clan at all - chat’s
perfectly reasonable. However,
those vampires don’t take well to
outsiders. They call you Caitiff, and
they would spit on you, were it not

a waste of bloody saliva. Alter-

nately, your Blood may be so thin
that you have no clan - if you're
beginning a thin-blood chronicle,

the decision is already made.

CREATING A THIN=BLOOD CHAR=
ACTER 'Thin-blood characters
have some rules differences during
character creation. Thin-bloods
pick no clan and gain no dots in
Disciplines. Instead, they gain tem-
porary Disciplines depending on
the Resonance of the blood they
consume and can also learn Thin-
Blood A]chcmy through a Merit or
experience.

You must also choose berween one
to three Thin-Blood Merits and an
equal number of Thin-Blood Flaws
before choosing regular Advan-

tages (p. 182).

The Relation-
ship Map

Vampire depicts dramatic action.
Drama occurs between people,
some of whom may be vampires.
When two people interact, they
create, reinforee, or change a rela-
tionship. By drawing a Relation-
ship Map, you can bring drama
visually to the forefront, keep
track of supporting characters
you've neglected, and provide both
Storyteller and players with emo-
tional meat for those interpersonal
scenes.

You begin the game with your
player characters, each of whom

has a sire and Touchstones. Then

pcrhaps you add vampiric mentors,
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human lovers, or a shady journalist who always knows
the latest supernatural rumors. You almost certainly add
the Prince of the city or the 1cading Anarch Baron or
Councilors. As you draw lines and describe connections
between your characters and these new SPC figures, the
Relationship Map of your chronicle takes shape, and
your game takes on life and possibility.

As more supporting characters appear and as rela-
tionships Changc, you scribble in new names and cross
out old truths. Make note of that hidden haven or the
really great hunting ground that the Gangrel found.
Update the map as allies become adversaries follow-
inga failed negotiation in E]ysium, or as an unknown
vampire Embraces a dangerous recurring inquisitor.
Soon enough, the map becomes a mess of scribbled
notes about the characters, Post-its with pictures,
memorable quotes, wine stains, and sketches.

Your Relationship Map becomes your mad con-
spiracy wall or your pictures-and-string investigation
board straight out of The Wire. Usc it not just to drive
drama, but also to keep track of the tangled web of
local Kindred deception. Keep it near the table where
everyone can read it. Its form is up to you: a big sheet
of butcher paper, a digita] mind map, a presentation
deck, a printout of the map of your city with domain
boundaries drawn in.

You can use whatever colors you have in a drawer
or on the computer, but the Relationship Map illustra-
tion in this chapter use these:

W Black denotes player character names, locations,
and notes.

B Red denotes fellow Kindred and their havens and
interests.

B Blue marks mortals and their activities and bases.

Arrows and Descriptors

You can go as deep into the graphical woods as you
care to. For example, every line between two char-
acters can be an arrow, pointing from the dominant
party to the weaker party. The line between your

sire and your character points at you, not them, for
instance. If the sides have actual equality, then the line
has no arrow ends. Draw one in when you figure out

who really called the shots all along,

The other thing a relationship line needs is a label:
a description of what the relationship means. Rela-
tionships always go both ways and are very seldom
equal or the same in both directions. Vampires are
masters of wearing masks and hiding their true feel-
ings, so an attitude arrow in one direction can be
“hate” and “love” in the other. Other possible descrip-

” o«

tors include: “overprotective sire, psychotic jcalousy,”
“ghoul,” or “Blood Bond.”

Write one party’s dcscriptor of the rclationship on
one side to the arrow, close to their name. Write the
second party’s dcscriptor on the other side, close to
their name. Rtlationships you set at the begirming of
the game and between coterie members might well be
both true and mutual, but connections the players and
Storyteller add as the chronicle progresses only show
what the players believe in the moment. Update the

chart as true motives ¢merge, or as pﬂSSiOHS Chﬁl’lgt‘.

Starting the Map

During Session Zero, you begin the Relationship Map,
possibly working in pencil at first. At this first core
concept stage, draw in the player characters, along
with several rclationships and supporting cast mem-

bCTS.

COTERIE RELATIONSHIPS Write down the names of
the characters in big letters. Then draw lines (or ar-
rows) between your character and two of the other
characters in the coterie. Write a positive relation-
ship on one of the arrows and a negative one on the
other. Positive coterie relationships might include:
“fascinated,” “old friend,” “confides in,” “owes big
time,” and “fellow gun-lover.” Negative descriptors
could read: “mistrust,” “‘competes over X's affec-

” w

tions,” “needs to upstage,” “wants his blood doll,” or
“replace as Sheriff?”

Remember, you can change these relationships for
the better or worse during character creation ifyou
think of something better, something that fits into the
characters’ story more elegantly, or in response to the

events of the chronicle.

CHARACTERS
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SIRES Write the name, and pcrhaps details like clan,
year of Embrace, and known sect position of your
character’s sire in a box some distance away from
your character. Then draw an arrow pointing at your
character and describing — initially — the Embrace.
Descriptors might include “accidental Embrace,”

” o«

“sroomed for power,” “my mistake,” “torturous Em-
) ) )

brace,” and “hates.”

SECT SUPPORTING CHARACTERS Every vampire,
except for the merest childe, has connections in their
sect. Ask the Storyteller for two local vampires or
take a connection from another character’s sire or
supporting cast. Write any newly named SPCs in
boxes just like you did your character’s sire: name,
clan, year of Embrace, and known sect position. From
your character box, now draw an arrow to or from
cach one and add descriprors. One relationship can
be positive: “my liege,” “respects her candor,” “in

awe of,” “bled together against the Prince,” “fellow
roof-dweller,” or “weirdly attracted to.” The other is

” o«

negative: “owes me money,” “backstabber,” “coward,”
“Anarch tendencies” (or the opposite), or “crccpily
into me.” None of these relationships (yet) equal full
Advantages or Flaws, although you can always put

dots into them later.

Your Human Life

All vampires begin as human beings. Player characters
began that way, too.

You may create a character of any age, from any
culture, and from any nation, subject to the Storytell-
er’s approval. The core coterie and chronicle concepts
can hclp you narrow things down from seven billion
choices.

If‘you haven’t done so yet, decide your character’s

name.

Choose Your Traits
In Vampire, you build your character — you decide
what they can do in the game - by buying different

levels of Traits. Later on in the game, you can improve
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those levels with experience points gaincd through
play. Neonates and ancillac get experience points

to spend on more Traits and Advantages at the end
of character creation, but the Storyteller should let
even childer move points around after the prelude to
custom-fit the numbers to your character. Don’t get
too hung up on all your choices.

The game measures Traits in dots, sometimes
called “levels” or “ratings.” Traits range from one to
five dots, with five bcing the best hum:mly pos-
sible. A character with a five-dot Dexterity and a
five-dot Athletics is an Olympic-level athlete, for

anmple: one in a million, pcrhaps.

SET YOUR ATTRIBUTES Look at the Attributes at the
tOp Of‘your Chﬂrﬂc[er ShCCE. W]’llch one iS }70111- C]'ICLTQ.C’
ter best at? Color in four dots next to that Artribute.
Which one are they worst at? Color in one dot next
to that Attribute. Then pick four Ateributes at three
dots, and three Attributes at two dots.

BEST ATTRIBUTE: 4 dots

THREE ATTRIBUTES: 3 dots each

FOUR ATTRIBUTES: 2 dots each

WORST ATTRIBUTE: | dot

Now derive two more Traits from your Attributes as
follows:

W Add three to your Stamina to derive your Health.
B Add your Resolve to your Composure to derive

your Willpower.

SNG4
D V2

EXAMPLE:

Christopher is assigning dots to his character, and
decides that above all, his character is composed in the
face of adv@rsiry, thus placing four dots into Composure.
However, he also sees his character as having a weak
constitution, thus assigning one dot to Stamina. Resolve,
Charisma, and Wits get three dots each, and the remain-
ing attributes get two dots.

LR
S|P

CHOOSE YOUR sKiLLs Skills tell the story of your
character’s life. What did they do all day, when



they could do things by day? You can cither use the
Quick Skills Assignment method in the box on P
147 OT go into a little more derail using the below
method.

Think a little bit about what each Skill means in
the context of your character’s life story. Did they
get those three dots in Brawl after a shitty year asa
bouncer in Pattaya, during a career in the merchant
marine, or by going to a really good dojo in Gainesville

during college?

Professional Skills
You probably did best at what you had to do to carn a
paychcc]\'. You ccrtuin]y got the most practice at it.

Your profession gives you two Skills at three dots
(e++) and two Skills at two dots (se).

The words in parentheses represent specialties,
which give a bonus to tests of that Skill in that specific
arca. Whenever you acquire your first dot in Academ-
ics, Science, Craft, or Performance, take a specialty in
that Skill.

Choose a professional specialty in one of your

professional skills.

Life Event Skills
What major life events shaped you? Did you serve a
tour in Iraq, go through an abusive relationship, win
the lottery, or have kids? Did you get mugged and
take up tackwondo? Whatever it was, it taught you
something,

Specifically, one event taught you a Skill at three
dots (=) and another one taught you a Skill at two
dots (se).

Leisure Skills
What did your profession pay for or your events inter-
rupt? Didyou run a triathlon or go to EDM festivals
every weekend? What you do for kicks also teaches you
things.

Take three leisure Skills at one dot (+) based on

hobbies or other pastimes:

Extra Skills
Now go ahead and take those Skills you've had your eye

on this whole time. Pick one of the options below:

CHARACTERS

SAMPLE PROFESSION PACKAGES:

ARTIST: Craft (Art) or Performance eee Insight eee

Academics e¢  Awareness or Occult e
cobER: Technology eee  Academics or Craft eee
Finance e  Persuasion °°
EXECUTIVE: Finance eee Intimidation or Persuasion eee
Insight ee  Subterfuge ee
INVESTIGATOR: Investigation eee |nsight eee
Brawl or Firearms e«
JUNKIE: Streetwise eee Animal Ken or Brawl eee
Insight or Larceny ee  Subterfuge ¢«
MAFI0s0: Brawl or Subterfuge eee Streetwise eee
Intimidation or Larceny ee Melee or Firearms oo
scHoLAR: Academics or Science eee¢ one other
Mental Skill eee  Craft (Writing) e

socIALITE: Performance or Technology see

Persuasion ee

Finance eee
Insight e Etiquette or Subterfuge e
VETERAN: Athletics or Awareness eee¢ Firearms eee

Stealth ee  Survival or Leadership e

Awareness ¢
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Spccialistz Take one more
Skill at four dots (s+2). If you
like, you can change your
professional specialty to a
specialty of this Skill. You
cannot move a free Specialty
from Academics, Craft,
Performance, or Science to a

different Skill, however.

Generalist: Take two more
Skills at two dots (++) and

four more Skills at one

doc (o).

Ideally, come up with a plausible
reason for why you have these new
Skills, but don’t bog down or kill

yourself trying to figure it out.
) )

SET YOUR BELIEFS What were
your character’s moral and ethical
values? Were they a believer, a
communist, a vegan? Who were
the most important people in
their life? These things are the
Convictions and Touchstones

of a character’s Humanity, their
moral integrity and protection
against the alien Beast inside every

vampire.

Convictions
Convictions are a person’s core val-
ues: a set of moral principlcs that
fortifies their actions against the
degeneration of the Beast.

Create one to three Convic-
tions central to your character
in life. Convictions often begin
with “never” or “always;” these are
strong beliefs concerning some-
thing likely to come up in play.
Killing, love, loyalty, core ideals,

political principles, and religious

SAMPLE EVENTS

(pick or roll):

|. SERVED IN COMBAT:
Awareness or Firearms

2. BAD BREAKUP: Manipula-
tion or Subterfuge

3. HOMELESS: Streetwise or
Survival

4. coLLEGE: Academics or
Science

5. POLITICAL CAMPAIGN:
Politics or Subterfuge

6. CRIME vicTiM: Brawl or
Larceny

7. SEVERE ILLNEss: Medicine
or Insight

8. Gort RicH: Finance or
Etiquette

9. HAD KiIDs? Insight or Per-
suasion

0. jJoINED A cuLT: Occult or
Intimidation

SAMPLE HOBBIES AND

PASTIMES

(pick or roll):

|. MARATHON RUNNER:
Athletics

2. GAMER: Technology

3. MAKER: Craft

4. AcTivisT: Politics or Lead-
ership

5. NATIONAL GUARD: Fire-
arms

6. HUNTER: Survival

7. ACTOR OR MUSICIAN: Per-
formance

8. CHEATER ON YOUR
sPouUsE: Subterfuge

9. NIGHT scHooL: Academics

10. sTREET RACER: Drive
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codes: these make good Conviction
fodder. The Storyteller must al-
ways approve your Convictions; in
some troupes, all the players must
agree on your Convictions.

Think about where and how
these Convictions became impor-
tant to you. Did your family instill
them? Did you ndopt them at
Sorbonne or from a lover? Pcrhaps
your major life event from the
Skills selection step produccd one

OF thCm.

EXAMPLE:

The character Thomas has been
created for a chronicle exploring
how bad people meet bad ends,
and Thomas has Convictions that
reflect this. “I only care about me
and mine,” “Others should not rise
above their station,” and “Greed
ensures the transfer of power from
the weak to the strong” are com-
ple[ely at odds with the chronicle
Tenets (see po1 72), bur chis is
exactly the effect Thomas’ player
wants to achieve.

Touchstones
Now think abourt those around
you and about whom of those you
most love. If becoming a monster
pushed them away, who would
you risk cvcrything to see again?
Whose memory keeps you from
tearing out a helpless throat?
Those people are your Touch-
stones. Pick as many mortals as you
have Convictions. These people
literally define the best in human-
ity for you and serve as examples

of these Convictions. They might



ALTERNATIVE QUICK

SKILLS ASSIGNMENT

Pick one Skill distribution:

H JACK OF ALL TRADES: One
Skill at 3; eight Skills at 2;
ten Skills at |

B BALANCED: Three Skills
at 3; five Skills at 2; seven
Skills at |

B sPeciALIsT: One Skill at
4; three Skills at 3; three
Skills at 2; three Skills at |

Add free Specialties to Aca-
demics, Craft, Performance,
and Science.

Take one more free Spe-
cialty.

be your wife and child, your best
friend and your old sergeant, or
your bartender and a beautiful girl
you've watched from a distance but
never approached. See the Touch-
stones section on p. 173 for more

possibilities.

EXAMPLE:

For Thomas’ first Conviction, “I
only care about me and mine”,

his player chooses Thomas” mortal
descendant, whom he cares about
a great deal. It is also decided that
her beliefs are completely different
from Thomas’. The second, “Oth-
ers should not rise above cheir

station,” is linked to an up-and-

147

coming businessman that Thomas
is convinced that he despises, but
who still remains very important
to him. The third, “Greed ensures
the transfer of power from the
weak to the strong,” is linked to
Thomas’ ghoul, whom he grooms

for a later Embrace.

Write down the names of your
Touchstones on the Relationship

M&p next to your own C]’]le‘?lCECl’.

CHARACTERS
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Ambition
Whart was your greatest aspiration
as a human? This goal may change
after you enter the night, but at
the moment of death, what was
your life’s purpose? This question
often just informs your prelude,
since death and Embrace tend to
change your priorities. That said,
many centuries-old bloodsuck-
ers still strive to comp]ctc their
mortal Ambition, sometimes in a
warped and debased form.

See the Ambition section on p.

173 for more ideas and guidance.

And then, some monster kills you.

Embrace
and After

Two kinds of people make the best
licks. The first have lived grey routine
lives they stick to religiously. For

them, the Embrace is a new job, a new
disease in the family, a new life-plan-
ning challenge to overcome. The other
kind think that the worst has already
happened and things can only get bet-
ter from rock bottom. They’re wrong of

course, Z’?ME El’lC 771i7ld3€[ ]’lCZ S.

ENTR’ACTE AND PRELUDE If you
are playing a thin-blood chronicle,
especially a fledgling childer story,
you can play out the Embrace

right now and complete the rest of
the mechanical creation for your
character once you've played it

through. You can do the same if

you want to improvise your vam-
pire experience based on how your
Embrace plays out.

If you've already picked your
thicker-blooded clan or know the
lore of Vampire well and have a
strong idea of the kind of Kindred
you want to create, Or you just
want to have character creation
done first, finish the Embrace and
Afrer stage. The Storytc”cr can
weave your choices into your first
session as Forcshadowing or as a
more overt story hook. You may
know what kind of vampire you
will become, but you don’t know

how until you play it out.

WHO ARE YOU Now? If you

died recently and secretly enough
that your ATM card still works,
you don’t need a new name. But

if you're lcgally dead, or you died
in another century or on another
continent, you need to choose the
name of’ your Mask. You use your
Mask name when pretending to be
human; if you died long enough ago
or had a common name like “Susan
Johnson,” you might still use your
mortal name.

You might also have a Kindred
name you only use in Elysium or
among your own kind. This moni-
ker could be anything from your
life name to a Latin name indicat-
ing adoption into a powerful line-
age to a gang handle you use when
tcrrif:ying rival Anarchs. A word to
the wise: Harpies make great sport
of dumb mortal ideas about cool

vampire names, so step carefully.

Who are You at Night?

You cannot go out in the sunlight

148

or eat. If you maintain a Mask,

much less hold down a job, you

need to explain why none of your

mortal acquaintances ever see you

during the day. A few nocturnal

career ideas:

W Sccurity guard

®m Cover band drummer

B Sanitation worker

B Coder or stock trader who
works from home when India
or Japan arc awake

B Nighe shift reporter, cop,
nurse, thcmpist, or EMT

B Donut shop or convenience
store worker

W Citizens Watch group mem-
ber (“Crime never sleeps, so
neither do 1.")

B Bartender

B Taxi or Uber driver

W Bike messenger

| Tablctop game dcsigncr

Perhaps you just never hang out
with boring day people at all. You
don’t really have a job, but nobody
you meet ever asks. You might pose
as (or be) a:

W Scenester or swinger

B Gambling addict

B Criminal

B Scx worker

B Homeless person

| Papcrlcss immigrant or rcfugcc
(“I can’t go out when La Migra

might see me.”)

Blood Potency

The closer a vampire is to Caine, the
higher the potential of their Blood,
and the more powerful the arts they
work with it. Beginning characters’
Blood Potency depends on their

generation, as determined earlier:



B 1471H, I5TH, oR 1 6TH GEN-
ERATION: zero (thin-bloods)

B I12TH orR |3TH GENERATION:
one

B 10TH orR | | TH GENERATION:

two

Write this number down on

your charactcr ShCCt.

Record Your Humanity
Humanity defines how far your
character has degenerated into
monstrosity. A character with zero
Humanity has completely suc-
cumbed to the Beast and can no
longer be used as a player character.
Your Humanity begins at 7. The
Storyteller may allow characters in
an all-fledgling chronicle to begin
with Humanity 8.

See more Humanity rules on

pp- 236-241.

How Do You Hunt?

Every serial killer has a pattern.
Every predator has instincts. Yours
depend on your Disciplines and on

your Predator type.

CHOOSE YOUR DISCIPLINES After
characters first become vampires,
they gain various Disciplines, grant-
ed by the Blood. See pp. 243-287 for
descriptions of the Disciplines and
their associated powers.

Pick two of the Disciplines asso-
ciated with your clan (see the Clans
chapter, pp. 63-113), and take two
dots in one and one dot in the other.

If you are Caitiff, thus having no
clan, pick any two Disciplines you
like and take two dots in one and

one dot in the other.

EXAMPLE:

Carmen is picking Disciplines for
her Nosferatu character. She places
two dots into Obfuscate and one

dot into Animalism.

Remember to also pick a power

for cach dot. (See p. 244.)

_ v—u%é}(»-}:?éh—o —_—

EXAMPLE:

For Obfuscare, Carmen picks
“Cloak of Shadows” and “Unseen
Passage.” For Animalism, she

selects “Bond Famulus.”

Thin-bloods and Disciplines
Thin-bloods cannot reliably use
the Disciphncs associated with
thicker Blood. To compensate for
this, thcy have dcvclopcd their
own art: Thin-Blood Alchemy.
They also gain more from the
Resonances of their victims (see
p. 226).

Since thin-bloods likely retain
more connections to the mortal
world, consider selecting Contacts,
Influence, and other Mortal Advan-
tages, or an additional Touchstone.
Write any new figures from these
Adv:mmgcs on the Rclationship
Map.

No thin-blood can buy Bond-
ing, Mawla, Retainers, or Status
during character creation. (A
mixed coterie can buy them as a

shared Background.)

CHOOSE YOUR PREDATOR
TYPE You, your sire, or your Blood

determines how you hunt. Pick

one of the Predator types on pp.
175-178.

Each Predator type template
adds a number of traits to your
character, such as Disciplines,
Advantages, Flaws, and other spe-
cifics to model or make easier your
chosen method of taking prey.

If a Predator type adds a
specialty for which you lack the
matching Skill, gain a dot in that
Skill instead.

Fresh bloodsuckers, like thin-
bloods and many fledglings, do
not select a Predator type as they
are still figuring out this aspect of

their nocturnal existence.

What Is Your Story?

In chis stage of character creation,
you finish the character’s inner
life, and connect them to the outer
world of the chronicle and to the

larger World of Darkness.

BELIEFS BY NIGHT Now that you
know how you kill, figure out why.
If your character’s mortal
Ambition remains intact, write it
(or its distorted Cainite version)
on your character sheet. If you've
learned enough about the setting
to want to change it, consider
writing down a Kindred-style

Ambition instead.

ADVANTAGES We all have advan-
tages and flaws that are hard to
describe in terms of simple skills

or abilirties. It can be extreme social
privilf:ge or po]iticnl puﬂ, wealth,
beauty, friends in low places, or the
lack of those things. Advantages help
define your character’s life further

and come in handy even after death.

CHARACTERS
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Choose up to seven dots
worth of Advantages from the
Merits section (pp. 179-182) and
the Backgrounds section (p. 184).
You should keep a couple of
things in mind during this step:

First, these Advantages need
to be relevant to your existence
as a vampire since you're paying
to use them during the chronicle.
If you pick your parish priest as
an Ally, you're cither going to
have to hide your true nature

from them or come up with some

reason they remain your friend

even when you become a mon-
ster.

Depending on the nature of
your chronicle, the Storyteller
may restrict your Advantages.

The Storytcl]cr may also
decide that some Backgrounds
should be mandatory or that
the coterie needs to buy a haven
together and reserve some points
for that. If so, they might provide
you with an extra dot or two. Re-

ally think about which Advan-

150

tages produce the best story for
your character.

You must take at least two
points of Flaws by the end of
character creation. Add any new
supporting cast from your Ad-
vantages to the Relationship Map.

EXAMPLE:

Looking to firmly ground his
character in the morcal world,
Klaus picks a two-dot Mask, two
dots of Resources and two dots of



Allies, representing friends and
acquaintances that are still alive.
His last dot goes to a Contact — a
poor, overworked publisher. But
nighelife is not without peril,

and Klaus’ character has become
shunned by the local Anarchs
because of earlier indiscretions —
a rwo-point Flaw.

Choose a Loresheet
Loresheets are a special type of
Advantage that connects your
character straight into the rich
metaplot(s) of Vampire. Each
player may choose a Loresheet and
select dots in it just like any other
Advantage. Beware, however, that
these Advantages are often very
different in nature and may not be
appropriate for all chronicles. The
Loresheets appear in the back of
this book; other Loresheets appear
in the Anarch and Camarilla books,
and more will appear in future pub-
lications. The Storytc]lcr always has
the final word on which Loresheets
are available for player characters.
Remember to add any support-
ing characters mentioned in or cre-
ated by your Loresheet Advantages

to the Relationship Map.

Thin-Blood Merits and Flaws

No two thin-bloods are the same.
The Camarilla hounds them partly
for this Very reason; not even their
nature (or supernature) adheres

to any rules. When creating a
thin-blood character, choose one
to three Thin-Blood Merits (p. 183)
and an equal number of Thin-
Blood Flaws (p. 182). This Advan-

tage represents the peculiarities

of your specific character and the
unique way in which the curse

manifests in them.

BUILD YOUR COTERIE EVCI‘}’
player now gets one Coterie dot.
(In small troupes, the Storyteller
may give each player two Cote-
rie dots.) Working together, the
players spend these dots and any
lefrover Advantage dots from
previous stages buﬂdiﬂg their co-
terie. Bui]ding the coterie togcther
sparks story ideas, gives the players
a sense of ownership over the
chronicle, and helps keep everyone
on the same page — at least at the
beginning of the story.

Use your Coterie dots to deter-
mine your hunting grounds: your
Domain in the city (p. 195).

Use lefrover Advantage and
Coterie dots to buy shared Corterie
Backgrounds (p. 196).

Record any new supporting
cast members emerging from these

steps on the Relationship Map.

SEA OF TIME This step depends
on your coteric’s age, as deter-

mined earlier.

Fledglings or childer: If you're this
young, you're done! Run your prel-
udes, take a quick look in the mir-

ror (page 154), and start playing.

Neonates: Each p]ayer charac-
ter gets 15 experience points to
spend, representing their slow,
subtle growth throughout the

decades.

Ancillae: Each ancilla adds one

dot in Blood Potency, gains two

dots of Advantages, two dots of
Flaws, and subtracts one dot from
Humanity. They also get 35 expe-

rience points to spend.

TRAIT COSTS: EXPERIENCE

TRAIT EXPERIENCE
POINTS

Increase New level x 5

Attribute

Increase Skill New level x 3

New Specialty 3

Clan Discipline New level x 5
Other New level x 7
Discipline

Caitiff New level x 6
Discipline

Blood Sorcery  Ritual level x 3
Ritual

Thin-Blood Formula level x 3
Formula

Advantage 3 per dot

Blood Potency  New level x 10

The cost of a dot varies depend-
ing on what type of dot it is and
how many dots you already have
in that Traic. The Trait Costs
table provides these costs. “New
level” on thart table means the
level of Trait you want to buy.
For example, if you want to go
from two dots of Composure (e+)
to three dots of Composure (e++),
you need to pay 15 experience
points, because Composure 3 x
5=15.

You cannot skip ahead and
buy four dots of Composure (s+++)
for 20 points if you currently only
have two dots of Composure (+).
You need to first buy the third dot
of Composure (++) for 15 experi-
ence points, then buy four dots of

Composure (++++) for 20.

CHARACTERS
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VAMPIRE: THE MASQUERADE

Summary Sheet

ATTRIBUTES

B cHARISMA: Charm, magnetism, strength of person-
ality (Social)

B MANIPULATION: Getting others to do what you
want (Social)

B comMmPosuURE: Self-control, cool, calm head (Social)

B sTRENGTH: Exertion of force by the muscles
(Physical)

B DEXTERITY: Agility, grace, eye-hand coordination
(Physical)

B sTAMINA: Toughness, resilience, endurance (Physi-

cal)

INTELLIGENCE: Memory, reasoning, intellect (Men-
tal)

wiTs: Cleverness, intuition, spur-of-the-moment
decision-making (Mental)

B REesoLvE: Focus, concentration, attention (Mental)
SKILLS
B AcabpEMics: Humanities and liberal arts, book-

learning (Mental)

ANIMAL KEN: Animal handling and communication
(Social)

ATHLETICS: Running, jumping, climbing (Physical)
AWARENESS: Senses, being aware of your sur-
roundings, spotting threats (Mental)

BRAWL: Unarmed combat of all types (Physical)
crAFT: Crafting, building, shaping (Physical)
pRIVE: Operating vehicles (Physical)

ETIQUETTE: Politeness in social settings (Social)
FINANCE: Handling, moving, and making money
(Mental)

FIREARMS: Using ranged weapons, such as guns
and bows (Physical)

INSIGHT: Determining states of mind and motives
(Social)

INTIMIDATION: Getting another person to back
down (Social)

INVESTIGATION: Following clues, solving mysteries
(Mental)

LARCENY: Breaking and entering, guarding against
that (Physical)

LEADERSHIP: Directing and inspiring others (So-
cial)

MEDICINE: Healing injuries, diagnosing disease
(Mental)

MELEE: Armed hand-to-hand combat (Physical)
occulLT: Secret lore, both real and unreal (Mental)
PERFORMANCE: Expressing art in person to an
audience (Social)

PERSUASION: Convincing others (Social)
poLiTics: Handling, moving, and making govern-
ment (Mental)

scieNcE: Knowledge and theory of the physical
world (Mental)

sTEALTH: Not being seen, heard, or recognized
(Physical)

sTREETWISE: Understanding the ins and outs of
criminal and urban society (Social)

SUBTERFUGE: Tricking others into doing your will
(Social)

SURVIVAL: Remaining alive in adverse surroundings
(Physical)

TECHNOLOGY: Understanding and using modern
technology, computers, and online activity (Men-
1)}

CLANS
Each clan has three clan Disciplines, listed after the

brief description.

BRUJAH: The Rabble rebel against power and rage
against tyranny. (Celerity, Potence, Presence)
GANGREL: The feral Outlanders blend vampire and
beast. (Animalism, Fortitude, Protean)
MALKAVIAN: The madness of the Lunatics conceals
and reveals truths. (Auspex, Dominate, Obfuscate)
NOSFERATU: The hideous Sewer Rats hide their
disfigured forms in the darkness, from whence they
gather secrets. (Animalism, Obfuscate, Potence)
TOREADOR: The Degenerates seek thrills of art,
romance, and cruelty amidst stagnant undeath.
(Auspex, Celerity, Presence)

TREMERE: Broken by a new Inquisition, the once-
mighty Warlocks seek to restore their monopoly
on sorcerous power. (Auspex, Dominate, Blood
Sorcery)

VENTRUE: The aristocratic Blue Bloods enforce
the Traditions and the Masquerade on the lesser
breeds. (Dominate, Fortitude, Presence)
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B cAaITiFr: The clanless show no common traits,
except to find themselves outcast by vampires of
distinct lineage. (None)

H THIN-BLOODED: Born too far from Caine to fully
share his curse, the Mercurian thin-bloods must
claw their way into the dark world — or find a way
out. (Thin-Blood Alchemy)

DISCIPLINES

B ANIMALISM: Supernatural affinity with and control
of animals

B AuspPex: Extrasensory perception, awareness, and
premonitions

B BLOOD SORCERY: The use of the Blood to perform
magic

B cELERITY: Supernatural quickness and reflexes

B bpoMINATE: Mind control practiced through one’s
piercing gaze

B rorTITUDE: Unearthly toughness, even to the
point of resisting fire and sunlight

B oBFUSCATE: The ability to remain obscure and
unseen, even in crowds

B poTeNcE: The Discipline of physical vigor and
strength

B PRESENCE: The ability to attract, sway, and control
emotions

B PROTEAN: Shape-changing, from growing claws to
melding with the earth

H THIN-BLOOD ALCHEMY: Mixing blood, emotion,

and other ingredients to create powerful effects

PREDATOR STYLES

B ALLEYCAT: You take blood by force or threat.

B BAGGER: You acquire preserved or dead blood,
rather than hunt the living.

B BLoobD LEECH: You feed from other vampires.

B cLEAVER: You take blood covertly from your mor-
tal family or friends.

B coNsSeENsUALIST: You take blood with consent.

B FARMER: You feed from animals.

B osiIRIs: As an object of devotion, you feed from
your cult, church, or fans.

B sANDMAN: You feed from sleeping victims, often
breaking into homes.

B sceENE QUEEN: You feed from a subculture or ex-
clusive group in which you enjoy high status.

B sIReN: You feed by seduction, under the guise of sex.

BACKGROUNDS

B ALLIES: Mortal associates, usually family or friends
coNTAcTs: The information sources you possess
FAME: How well-known you are among mortals

HAVEN: A place to sleep safely by day

HERD: The vessels to which you have free and safe

access

INFLUENCE: Your political power within mortal

society

B LORESHEET: Your connection with the larger his-
tory and legendry of the World of Darkness

B mMmaAsk: A false identity, complete with documenta-
tion

B mawLA: A Kindred who advises and supports you:
a mentor, patron, or confederate

B RESOURCES: Wealth, belongings, and income

B RETAINERS: Followers, guards, and servants

B sTATUS: Your standing in undead society

For other Advantages and Flaws, see pp. 179-184.

COTERIE TYPES

B BLoob cuLt: Controls a human cult and feeds from
them

CERBERUS: Protects or guards an important location
cHAMPIONS: Fights for a good cause

coMMANDO: Fights for a master

DAY WATCH: Guards the undead sleepers from
mortals

FANG GANG: Criminal crew, gang, or the like

HUNTING PARTY: Captures humans with particular
blood Resonances for others

MARECHAL: Serves and guards the lord of the city
NoMADs: Travels from place to place

PLUMAIRES: Social coterie that flocks together

QUESTARI Seeks to accomplish a great enterprise or
objective

REGENCY: Just running things until the elder gets
back

B sBIRRE: Disguised and covertly inserted by a rival lord
B veHME: Enforces the Masquerade

B  WATCHMEN: Protects the city from supernatural

intruders

N
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LOOK IN THE MIRROR You can
detail other aspects of a character
in addition to the above. You do
not necessarily need to write these
things down, but you should cer-
tainly think about them — not only
now, but throughout the career of

your character.

Appearance

Your character’s appearance
makes their Traits visible to the
other characters. Turn the relevant
Traits of your character — such

as Social Attributes, levels of the
Looks Merit, and even Resources
— into aspects of their appearance.
High Intelligence can become a
clear, piercing gaze. High levels
of Finance might imply a be-
spoke Savile Row suit. Does your

Strength manifest as being muscle-

bound or sinewy and corded? Let
your Traits bleed into the game,

even when you're not rolling dice.

Equipment

By default, characters in Vam-
pire are assumed to have access

to whatever equipment that

lies within their Resources and
perhaps what is available through
their Contacts. Don’t Spend more
time than youd like detailing chis;
Vampire is not a game about ac-
counting, even if you do have five

dots of Finance.

As the Storyte]]er, let those
who have the time or interest do
as much shopping as they want,
but don’t punish those who don’t
— just have them make an Intel-
ligence + Resources or Manipula-
tion + Streetwise test during play
to see if they have access to various

possessions.

Quirks

By giving your character quirks
(interesting personal details and
anecdotes) you can add depth and
interest to them. Make some notes
to yourself about the strange and
possibly interesting things that
define your character. A quirk
could be a twisted sense of humor,
a gentleness to animals, or a habit
of snarling when distracted or

annoyed | |




When a vampire wants to fast-talk
their way out of an inquisitorial
interrogation, subdue the pack of
hounds sent after them by a hostile
Sheriff; or dig their way through an
abandoned Tremere library, they
use both their natural Attributes
and learned Skills in an attempt

to succeed. Even when lacking any
spccial training, a vampire can use
their innate Physica], Social, or
Mental traits to attempt the task
at hand.

Attribute and Skill ratings
range from 1 (poor) through 2 (av-
erage) to 5 (peak ability), although
ratings of o are possible. In an
Attribute, o indicates actual debil-
ity; ina Skill, o mcrc]y signiﬁcs no
spcciﬁc training or experience. A
Skill ofg might indicate signiﬁcant
experience, a Skill of 4 means an
expert level; someone with Skill 5
is likely the best in the city or even
in the nation. Most people get by
perfectly well with 2 in their main
Skill.

Physical
Attributes

Physical Attributes measure a
character’s general strength, agility,
and stamina. Due to the vagarics of
the Blood, strong, quick, or tough
vampires need not look muscle-
bound, graceful, or meaty. Some

of the most lethal Kindred appear

most deceptively weak and slow.

Core Traits

Strength

Strength governs how big a mortal

you can lift, how hard you can hit

them, and how much force you can
push your dead body to exert.

(The rough amount you can
deadlift without an Attribute test
appears in parentheses below.)

+ You can easily crush a beer
can. (20 kg: a Christmas tree,
a stop sign)

= You are physically average. (45
kg: a toiler)

+=« You might be able to break
open a wooden door. (115 kg: a
large human, an empty coffin,
a refrigerator)

«es« You are a prime physic:ll
specimen, ]ikcly with very
visible musculature. (180 kg: a
full coffin, an empty dump-
ster)

+eses You are a true powerhouse
and can likely break open
a metal fire door, tear open
a chain-link fence, or snap
open a chained gate. (250 kg: a

motoreycle, a piano)

Dexterity

Dexterity governs your agility and

grace, how swiftly you dodge that

stake to your heart, and how much

fine motor control you possess

when up against the clock.

< You can run, but balance and
dodging are a challenge.

= Your sprint is solid, and

sometimes yOU. appear gIHCﬁ‘

ful.

«« Your agility is impressive, and
your coordination is as good
as any trained amateur.

«ees You could excel at acrobat-
ics and move in a way few
humans can.

seese YOur movements are liquid
and hypnotic — almost super-

human.

Stamina

Your physical resistance: Stamina

absorbs physical harm, such as a

speeding bullet or a hunter’s blade,

and lets you persevere through
hazards and arduous effort.
Your Stamina + 3 equals your

Health.

«  Bven lesser exertions make
you winded.

= You can take a beating, but
consider suing for peace.

«es  Several days of hard hiking
with a b:{ckp:{ck is no prob—
lem for you.

eees You could win a marathon or
take copious amounts of pain,
at least physically.

esess Even if you were a mortal,

JVOLI’d never brcak a sweat.

Social
Attributes

As manipulative creatures,
Kindred use humans as building
blocks in their power structure, in

addition to using them as food and

CHARACTERS



COREBOOK

fuel. Social Attributes determine
first impressions; the character’s
ability to charm, inspire, and moti-
vate people; and the nature of their

interactions with others.

Charisma

Charisma measures your natural

charm, grace, and sex appeal. If

you have it, it draws pcoplc to

you, mnking Fccding a hell of a lot

easier. Charisma doesn’t dcpeﬂd

on good looks, which are their own

Merit (See Looks, p. 179).

. You can speak clearly, though
few people tend to listen.

= Generally likeable despite
your undead nature, you may
even have friends.

e« People trust you implicitly,
and you easily make friends.

eess You possess signiﬁcant per-
sonal magnetism and draw
followers like flies.

«eees You could lead a city in rebel-

lion, if you so choose.

Manipulation

Manipulation is your ability to

twist others to your point of view,

lic convincingly, and walk away af-
ter duping a mark without anyone
being any the wiser.

+  Aslong as you stay honest,
you can convince people to do
what you want.

= Your ability to deceive sur-
passes the will of the weak-
willed and simple-minded.

«=  You never have to pay full
price for anything.

«ee« You could be a cult leader —

or a politician.

eeese You could convince the Prince
to invest in desert property,
or maybe even to call off the

Blood Hunt on your head.

Composure

Composure allows you to remain

calm, to command your emotions,

and to put others at case despite
anxiety. It is also represents your
ability to stay cool in everything
from firefights to intimate encoun-
ters.

Your Composure + Resolve

equals your Willpower (p. 157).

. The slightest insult or con-
frontation could drive you to
frenzy.

= You can subdue your preda-
tory instincts in most non-
hostile situations.

«es  Others look to you for guid—
ance when the blood spatter
hits the fan.

+es= You can cffortlessly bluff at
cards and can manage your
Beast to some extent.

eeses The Beast is your pet.

Mental
Attributes

Mental Areributes represent the
capacity for ]earning, intuition,
and focus. High Mental Attributes
might indicate native genius, su-
perb education, or strong will. Low
Mental Attributes might derive
from naivete, ignorance, or just
incapacity at thinking. But that
was in life; the Blood can awaken

brains and nerve clusters just as
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it can f‘ortif‘y sinews or hcighttn

checkbones.

Intelligence

Intelligence measures your ability

to reason, research, and apply

logic. You can recall and analyze
information from books or from
your senses. No puzzle or mystery
can clude the truly intCHigent.

«  You can read and write com-
petently, though some terms
confound you.

= You are smart enough to real-
ize your limitations.

+=« You are enlightened, able to
piece together clues without
difficulty.

«+=« You're likely consulted by
members of Clan Tremere for
your wisdom.

«esee Genius does not cover the
depths and range of your

intellect.

Wits
Wits are for thinking quickly and
reacting correctly on little infor-
martion. “You hear a sound” is Wits;
“You hear two guards coming” is
Intelligence. Wits let you smell
an ambush or answer the Harpy
back at court 1‘ight away, instead of
thinking of the best response the
next ni ght.
+ You get the point eventually,
but it takes explaining,
- You can bet the odds in
poker or apply the emergency
brakes in time. Usually.
es«  You can ;malyze a situation
and quickly work out the best

¢scape route.
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+ss= You are never caught on the
back foot and always come up
with a smart riposte.

+ese+ You think and respond more
quickly than most people can
comprehend.

Resolve

Resolve provides focus and deter-

mination, and measures concentra-

tion and mental fortitude. Resolve
powers all-night watches and
blocks out distractions.

Your Composure + Resolve
equals your Willpower.

. You have minimal attention
for all but the most pressing
things.

= You can settle in for the long
haul, as long as it’s not too

long.

e« Distracting you takes more
effort than most other people
want to spend.

+++« You can brute-force your
way to a deduction past any
obstacles.

+s+++ You can think in a gunfight
or watch the door in a blood
orgy and then clean up every

shell casing or spillcd droplct.

Willpower

Willpower measures a charac-

ter’s confidence, mental stability,
and competence at overcoming
unfavorable odds. Like Health,
Willpower is a tracker, with both a
maximum rating and a temporary

pool of points.

A character’s maximum
Willpower rating equals their
Composure + Resolve. You cannot
buy extra dots of Willpower cither
during character creation or with
experience points, burt you can get
more through increased Compo-
sure and/or Resolve.

A character’s Willpowcr pool
likely fluctuates a great deal during
the course of a story or chronicle.
It is spent every time a player uses
a Willpower point to enable their
character to do something ex-
traordinary or to resist unwanted
impulses. Social conflict can also

drain \X/illpower. When spending

CHARACTERS
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TWISTING THE DIAL

Manipulating the Willpower regeneration
rate is a perfect way to set the level of
personal horror in your chronicle. If you

want characters to be able to live with

their bestial nature for longer without

consequence, or you simply run a very
dice-heavy chronicle, increase Willpower
regeneration: Let characters recover all
Superficial Willpower damage at the start
of a session, instead of the using a limit of
the highest of Resolve or Composure.

Conversely, if you want characters to
be even more enslaved to their Hunger,
or you rarely roll dice at all, reduce the
amount of Willpower regained: Limit Will-
power recovery to the lowest of Resolve
and Composure, or even to just a single
point per session.
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a point of Willpower, mark it as Superficial damage on
the tracker (sce p. 126).

A character with no Willpower points left (through
cither type of damage or a combination) is Impaired,
receiving a -2 dice penalty to Social and Mental tests.
They still get to roll one die if required to roll their

pool, as per the usual rules.

Spending Willpower

A player may spend a point of Willpower for several

different purposes:

B To re-roll up to three regular dice, (not Hunger
dice) in any dice poo] except when the rules
spcciFical]y exclude Wil]powcr re-rolls: mng
tracker pools, engaging in a One-Roll Conflict (p.
296), etc.

W To take control of your character for one turn dur-
ing frenzy or when under the influence of super-
natural coercion, such as Dominate or Presence (see
p- 255).

B To perform minute movements (twitch a finger,
open your cyes) while impaled with a wooden stake
through the heart.

m To ignore Health dnmage pcna]tics, inc]uding Im-

p:xirment, f'bl‘ one turn.

Recovering Willpower

Characters can recover Supcrﬁciﬁl dﬁmngc to Will-

power in the following ways:

W At the beginning of a session, a character can re-
move an amount of Superficial damage up to their
Composure or Resolve (use highest) from their
Willpower track. Exception: a session that ends on
a cliffhanger in which dwindling Willpower levels
provide tension. In such cases, the characters retain
whatever Willpower they were left with after last
session.

B At the Storytcllcr’s discretion, once per session,

a character who definitively acts to further their
Desire (p. 174) may immediately Tecover 1 point of
Superficial Willpower damage.

W At the Storyteller’s discretion, a character who

plays out a messy critical (p. 207), a bestial failure



(p. 207), a Frcnzy (p. 219), or

a Compu]sion (p. 208) in a
suf'ﬁcicntly dramatic way can
Tecover one or more Supcrﬁr
cial Willpower damage as they
briefly satiate the Beast.

Characters can recover Aggravated
damage to Willpower in the fol-
lowing ways:

B At the Storyteller’s discretion,
a character can recover one
or more points of Aggravated
Willpower damage when act-
ing to signif‘lcamly benefit
a Touchstone or uphold a
Conviction against their own
best interest.

B At the end of a session in
which the character has
actively worked toward their
Ambition, they recover one
point of Aggravated Willpower

dﬂﬂ’lﬂgﬁ.

Physical Skills

Physicnl Skills depend entirely, or
at least in large part, on physical

control, aptitude, or effort.

Athletics

Athletics allows you to outpace
someone in pursuit, leap out of the
way of an oncoming car, and climb
and swim like a healthy, robust
living person.

A character can use Athlerics
in place of any Physical combat
Skill in a conflict roll, but in that
case, they never inflict any hits on
their opponent, no matter how

many successes they roll.

CHARACTERS

SKILL SPECIALTIES

A specialty represents a particular expertise in one aspect of a Skill. This is a
field where a character may be especially practiced, have a special aptitude,
or be engaged in deeper study. If the Storyteller decides a character is at-
tempting a task that falls under their specialty, the player gains one extra die
for their dice pool. A character may only apply one of their specialties to a
single roll.

Each Skill includes sample specialties, but this list is not exhaustive.
Players can consult the Storyteller to develop other specialties that more
precisely model their characters. For most Skills, you can only have as many
specialties as you have dots in the Skill.

You should not allow specialties that are so broad that they always, or
even mostly, apply to the uses of a Skill. Characters cannot take specific
martial arts styles, for example, as specialties to Brawl. Since any use of
Brawl could be a Muay Thai strike, taking Muay Thai as a specialty would
effectively equal a free extra die in every Brawl test.

Four Skills come with one automatic specialty when acquired: Craft,
Academics, Science, and Performance.

Characters receive one free specialty during character creation to apply
to any Skill, and one more free specialty determined by their Predator type.

You can buy further specialties at a cost of three experience points each.
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+ You were always attentive in
gym class and you still have a
spring in your step.

= Despite being dead, you are
still as fit as a mortal doing
regular exercise.

<« You are fit as a fiddle and
could play professional sports.
Night games, at least.

«ee« With your parkour abilities,
why would you need to turn
into a bat?

eeees Olympic records await you,
only a very few peak humans
can achieve what you can.
Vampires mistake your skill

for Physical Disciplines.

Specialties: Acrobatics, Archery,
Climbing, Endurance, Jumping,

Parkour, Swimming, Throwing

Brawl

Brawl enables characters to hit

their target when they swing with

fist, boot, or claw. As long as

you have no weapon in hand, the

attack constitutes a brawl, from

elegant aikijutsu to dirty street
fighting.

. You had a tough upbringing
and had to fight to justify
your place. You still have some
moves.

- You reccived some training
in hitting someone hard and
accurately.

+«« You more than hold your own
in a scrap.

ees+ You cither received Spetsnaz-
quality training, or you have
spent decades of afterlife in
fights.

+++++ You could win MMA champi-

onships even without the use

of your vampiric powers.

Specialties: Animals, Armed
Mortals, Bar Fights, Grappling,
Kindred, Sporting Combat, Un-
armed Mortals, Werewolves, While

in Protean Beast Form

Craft

Craft broadly encompasses artistry,
creation of items and utilities from
the beauriful to the functional,
and arts and crafts from throwing
pottery all the way to buiiding and
reinforcing your own haven.

When you take this Skill, you
get a free specialey. Unlike most
Skills, you can have more special-
ties in Craft than you have dots.

. You are an amateur, but you
know what you are doing.

««  Your Craf:tsm:mship is ad-
mired for its functionality.

«==  Your creations can be beauti-
tul or iiorrifying, but their
intent ﬁiWﬂyS clear.

«es« Your skill is highly respected
among the kine and Kindred
aware of it.

«eees You are often chosen to create
the focal point for parties at

Elysium.

Specializations: Carpentry, Carv-
ing, Design, Painting, Scuipting,

Sewing, Weaponsmithing

Drive

Anyone (except perhaps 500-year-
old vampires) can learn to drive a
car. The Drive Skill connotes abil-

ity to drive fast and safely under
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adverse conditions or in stressful

situations: to drive off-road, spccd

away from ambushes, win street
races, and get out of chases with
the Second Inquisition.

. You are a cautious driver, un-
likely to make any mistakes.

= You can put your foot down
without much fear of an ac-
cident, providing Visibiiity is
good.

e« You have won car chases,
carning a cool reputation
among the Anarchs.

eeee You could be a stunt driver
or the personal chauffeur of a
Prince or Baron.

eeese You know cars inside and out.
Few can match your skill and

knowledge.

Specialties: All-Terrain Vehicles,
Evasion, Motorcycles, Street
Racing, Stunts, Tailing, Trucks,
Vintage Models

Firearms

Leaving a victim with holes in their
throat: full-on Second Inquisition
investigation. Leaving a victim
with holes in their head: just an-
other Saturday night in Baltimore.
Cainites use Firearms not only for
the human reasons (efficiency and
thrill) but to preserve the Masquer-
ade. This Skill compriscs familiar-
ity wi th small arms from holdout
pistois to assault rifles. It also
includes other trigger-operated
weapons, such as crossbows and
shoulder-fired rocket-propelled
grenades. Finally, it includes
cleaning, unjamming, and rapidly

reloading such weapons.
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I am born of death, |
Fierce with the pyre of desperation,
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Armed only with sand and bile. )
Lacking only hope and grace. h
You will not annul me.

Not tonight.
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ADDING NEW SKILLS

If you want to add a new Skill, go ahead and do so! However, do a
little thinking about it first. New Skills take up space, not just on
the character sheet, but in the players’ brains.

Is the new Skill actually a better fit as a specialty of an exist-
ing Skill? Is the new Skill common enough in play to be worth
segregating out? Maybe firing field-expedient, Hezbollah-style,
steel-pipe-and-concrete mortars doesn’t seem very much like
Technology to you. Modern mortars all depend on computerized
targeting and fire control, though, so — how much pre-1990 artil-
lery firing happens in your game? Are the characters going to fly
a lot of different aircraft in the chronicle, or does Helicopter Pilot
play just as well as a specialty of Drive, or Jet Pilot as a specialty of
Technology?

Even if the chronicle might include a decent amount of a given
activity, are the actions themselves that different? Remember,
Skills encompass many different specialties. If one parachute
jump looks a lot like the next in play, do you need to separate
out HALO jumping from Parasailing, rather than just increasing
Difficulty for a given jump? Even if the chronicle centers on an
airborne vampire special forces team, Parachuting still probably
works better as a specialty of Athletics.

So let’s say you’ve got a chronicle set in Los Angeles, Mumbai,
Lagos, or Seoul, and you really think at least one player character
will be a director and hiding vampiric messages in movies will be a
big part of the story. Is Filmmaking a big enough subject to be its
own Skill? Maybe your best move here is to cobble together a Skill
called Art, borrow some specialties from Academics, Performance,
and Craft, and then make Filmmaking a specialty of Art.

Whether your new Skill turns out to be Pilot or Art, decide
whether it’s primarily Physical, Mental, or Social. Then, go look at
the existing subsystems of the game to see where your new Skill
slots in.
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. You've fired a gun a few times,
at the range or in less-formal
circumstances.

««  You know (and know how) to
keep your weapon clean, take it
apart, and reassemble it.

«ee  You've been in the shit (“seen
the elephant” if you're older
than a century) and come out
the other side.

«ee«  You can handle trick shots,
called shots, running shots —
rca”y :mything ending ina
gunshot.

eeees You've been practicing since

the debut of the Winchester.

Specialties: Crossbows, Gun Deal-
ing, Gunsmithing, Handloading

Ammunition, Quick-Draw, Sniper,

Trick Shooting




Storytellers should discourage obvious crocks such as
suggested spcci:\]tics in “Combat Shooting,” “Pistols,” or
even “Glock 178" A specialty in Your Personal Signature
Weapon You've Carried For Decades might be allow-
able, because if you take your personally engraved Colt
balanced to your personal grip to every gunfight, you're
much more likely to drop it, have it stolen, or have its

ballistic fingerprint connect you to a series of murders.

Larceny

This Skill entails familiarity with the tools and techniques
for picking locks, planting bugs, deactivating standard
burglar and car alarms, manual forgery, hot-wiring auto-
mobiles, or even safecracking, as well as countless forms
of breaking and entering. Characters also use it for setting
up “unbeatable” security systems or deducing how and
where systems failed in a break-in. Ventrue probably call
the skill “Security.”

These days, most high-end security systems feature

computer controls, video surveillance, or electronic

CHARACTERS

alarms, so they might also involve the chhnology Skill

to defeat.

. You can pick a simple lock or a careless pocket.

<« You can hotwire a car or shopliﬁ with ease.

+=+ You can identify the locations of security cameras
and alarms so to best bypass them.

«se= You can defeat a keypad, re-tool an ID card, or
crack a safe.

esss+ You can get into — or out of — the vault of a mul-

tinational bank.

Spccialtics: Alarms, Forgery, Grand Theft Auto,
Housebreaking, Lockpicking, Pickpocket, Safecrack-

ing, Security Analysis

Melee

Use Melee to wield handheld weapons such as knives,
chains, and baseball bats with prowess. A stake is a
melee weapon, often found in the hands of would-be

hunters.
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You can swing a bat or blade
and mostly hit the people you
intend to.

Your clear competence with
a weapon in hand should give
attackers pause.

Your skill with a melee
weapon is known throughout
the domain.

The fools brought a gun to
your knife fight.

You are the domain’s weap-
onmaster, sought out by

Kindred far and wide for your

skill.

Specialties: Axes, Chains, Clubs,

Fencing, Disarming Blows, Gar-

rotes, Improvised Weapons,

Knives, Stakes, Swords

Stealth

StCﬂlth SLHOWS a ChZLTilC[Cl' to

shadow a target, making vampires

with this ability superlative hunt-

ers. They benefit from the ability

to spy, sneak, and blend in with

crowds when needed.

Spotting you under the cover
of darkness or in camouflage
proves difficult.

You can sneak by casual ob-
servers and stalk unknowing
victims without raising any
hackles.

You evade patrolling guards,
moving softly and hiding easily.
Your subtle, silent passage
could make you a Worthy ninja
— or a worthy foe for ninja.
The Children of Hagim come
to you for advice on stalking
and hiding, if they can find

you.
J

Specialties: Ambushes, Crowds,
Disguise, Hiding, Shadowing, Si-

lent Movement, Urban, Wilderness

Survival

Survival conveys the ability to exist

in the wild and other adverse condi-

tions, and to return to civilization
again: navigate by the stars, establish

a makeshift haven, and notice

werewolf’ signs before it’s too late.

Some of its related functions apply

in parks, brownfields, and other

wastelands of the urban jungle.

«  You know the trails and wil-
derness around your domain.

= You spend more time out-
doors than inside, and you
can track anyone who doesn’t
possess wooderaft.

e« You can subsist outside the
city, setring traps for mortals
and a shelter for yourself.

«es  You can thrive outside the
city like the true predator
you are.

eeees Gangrel run in packs with

you — if they can keep up.

Specialties: Desert, Hunting,
Jungle, Tracking, Traps, Shelters,

Urban Exploration, Woodlands

Social Skills

Social Skills operate in the space
between people or between Kin-
dred. Although they depend on
your abi]ity and your personality,
the other party’s response con-
tributes something to the effort.
Without skill on your part, that

response tends to be negative.
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Animal Ken

Animal Ken allows you to cow,

pacify, and even befriend animals.

This Skill allows you to predict

how an animal might react in a

given situation, train a domesticat-

ed creature, or even try to calm or
enrage animals. Wichout this Skill,
most creatures pointedly avoid or
grow aggressive around vampires.

+ Animals shy away from you
but will not bolt or snap.

e« Animals are docile around
you, acting as ifyou aren’t
there, unless you build a rap-
port with them.

+«  Animals treat you as if you
were a warm, friendly owner,
unless provoked to do other-
wise.

++=« You draw animals into your
orbit. Few attacking creatures
maintain their aggression.

«eeee You can sense an animal’s
feelings and thoughts, and

t}le can f"CC] le'ld act on yours.

Specialties: Attack Training, Cats,
Dogs, Falconry, Horses, Pacifica-
tion, Rats, Snakes, Stunt Training,
Wolves

Etiquette

Etiquette is the ability to identify

and respond to the social conven-

tions in the current scene, set new

protocols, and please everyone

around with your good graces. Use

this Skill in both Kindred and

mortal high society.

. You know how to address
your local ruler without caus-
ing a faux pas.

««  You know the rules of eti-



quetee in each of the domain’s
popular nightspots.

«=« You impress others with your
command of politeness, defer-
ence, and grace.

«es«  Your behavior sets trends,
especially if you do something
to buck the norm of etiquette.

seses The Keeper of Elysium and
the Harpies look to you to

establish domain protocol.

Specialties: Anarch, Camarilla,
Celebrities, Corporate, Elysium,
Feudal, One-Percenter, Secret

Society

Insight

Insight grants you the ability to
interpret body language, note
subtle cues in expression and tone,
and determine truch from lies. It
also allows you to perceive and
understand the motives behind

another’s actions.

. You can see straight through
hollow boasts.

= You pick up on the hidden
emotion between humans
and even sometimes between
Kindred.

«=  You can provide psychothera-
py even more effectively than
someone who doesn’t want to
eat their patient.

«ee« You are an undead lie detec-
tor. Only the best con artists
can slip one by you.

sssss People may be books of
blood, but they are printed in

very 1:1rgc tpr — casy to I'Cild.

Specialties: Ambitions, Desires,
Detect Lies, Emotions, Empathy,
Interrogation, Morives, Phobias,

Vices

Intimidation
Intimidation is the power to bully,

coerce, threaten, and strongarm

your way to a social victory. Vam-

pires who rely on Intimidation do

not hesitate to crush the wills —

and occasionally the finger bones

— of their foes.

+ You can cut a scathing insult
cffectively.

= You can push your way
around most humans without
diﬁ‘lculty.

++ Your swagger and your cruel
behavior have earned you
your reputation.

«ss= You're far past mere physical
threats.

«sees Even fellow Kindred may step

bﬂC]\’ iFyOU. Sth up.

Spccialtics: Extortion, Insults,
Interrogation, Physica] Coercion,

Staredowns, Veiled Threats

Leadership
Leadership grants you the abil-

ity to lead a crowd, command a

CHARACTERS
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detachment, boost the morale of

your supporters, or subdue a riot.

A strong Prince or Baron must

possess Leadership or risk losing

their throne.

. You have led informal clubs
before and can organize Kin-
dred of like mind.

-« Your voice makes itself heard
in council, and even your
superiors sometimes listen.

e You can command on the bat-
tlefield and lead your soldiers
into death.

+ss= You can inspire the injured
and dying to action, so long
as you are there to lead them.

ee+++ Your words fill a vampire’s
heart with enough strength to

make it feel alive and beating.

Specialties: Command, Inspira-
tion, Oratory, Praxis, Team Dy-

namics, War Pack

Performance

Performance covers a range of arts,

from dance to poetry and comedy

to storytelling. You may be an in-
spired performer in your own right
or simply an enthusiastic student
of the arts.

When you take this Skill, you
get a free specialty.

+ You are the life of the party,
but you wouldn’t take your
act on stage.

= You have performed for oth-
ers, to mixed reviews. Some
love you, others hate you.

«=« You are an expert student of
your chosen performing art.

«ss+ You perform your practiced

art form stunningly, winning
o

over even Toreador far and
wide.

seees Improvisation holds no ter-
rors for you: every night a dif-
ferent audience, every night a

different show.

Specialties: Comedy, Dance,
Drama, Drums, Guitar, Keyboards,
Poetry, Public Spc:{king, Rap, Sing-
ing, Violin, Wind Instruments

In theory, the Storyteller could
break these specialties down end-
lessly — can even a five-dot pop
star also perform as a coloratura
soprano and a country crooner?
But in practice, unless the whole
chronicle happens in a musical or
theatrical milieu, allow broader

specialties.

Persuasion

Use Persuasion when trying to con-

vince others that you know what’s

best for them, and that one bite

won't hurt ac all. Skilled persuaders

can play on victims’ emotions and

:Uppeal to peers’ reason. Persuasion

applies in law courts and princely

courts, in boardrooms, barrooms,

and bedrooms.

. You can sell to a motivated
buyer.

= You can always swing a
discount or get on the inside
track of the latest gossip.

+=  You can always figure out a
compromise in a given con-
flict.

eees The other side starts looking
for a settlement when they
see you in court, human or
Kindred.
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+e+e+ You may be the original

silver-tongued devil.

Specialties: Bargaining, Fast Talk,
Interrogation, Lega] Argument,

Negotiation, Rhetoric

Streetwise

Streetwise enables characters to

talk the language and negotiate the

socicties of the streets and the un-
derworld. You can understand code
words and s]ang, interpret grafﬁti
tags, and emulate gang signs.

. You know where to score
drugs and sex in your domain.

= You know which gangs oper-
ate in the area, including their
colors and rivalries. You may
have your own graffiti tag,

«=« You can tell the good shit
from bad, score guns, and
blend in secamlessly with
street people or gangbangers.

eeee When gangsters say ‘I know a
guy,” you're who they know.

eeees You can hire, orchestrate, or
arrange almost any criminal

activity anywhere in your city.

Specialties: Arms Dealing, Black
Market, Bribcry, Drugs, Fence
Stolen Goods, Gangs, Graftiti,
Personal Rep, Sex Trade, Urban

Survival

Subterfuge

Subterfuge is the art of lying
convincingly, spinning a yarn, and
making good excuses for bad ac-
tions. This Skill defines your talent
for intrigue, secrets, and double-

dealing. Subterfuge can also used
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for seduction and imitating mortal

behavior.
. You can tell believable, simple
lies.

= You can hustle naive people,
old and young, into giving
you their things.

«=« You can operate on multiple
levels, telling lies intended to
be uncovered to bolster other
lies.

+ss= You can operate endlessly in
deep cover: a perfect double
agent. Peﬂmps you are!

«sse« Nobody believes you have
even a single dot in Subter-

fuge.

Specialties: Bluff, Feign Mortality,

The

)

Impeccable Lies, Innocence

Long Con, Seduction

Mental Skills

Mental Skills depend almost
Cntirely on specia]izc‘d knowlec ge,
as well as on the character’s core

intellectual gif‘t&

Academics
Academics reflects understanding,
higher education, and ability to
research fields within the humanities
and the liberal arts. Historical study,
for instance, is hardly “just academ-
ic” if‘your immortal enemies lived —
and left traces — in that period.
When you take this Skill, you get
a free Spccinlty. For fol‘eign 1:mguﬂg—
es, use the Linguistics Merit (p. 179).
. Basic primary and secondary
education; a night class at

community college

» Basic university education
or tutelage from a mediocre
mentor; a four-year degree

e« Advanced university educa-
tion or dedicated personal
tuition; an excellent four-year
degree, a doctorate

«ee«  Advanced specialized study
beyond university, learning
into subjects few understand

«eses Refined and advanced schol-
arship, likely to be sought out

for advice and tutelage

Specialties: Architecture, English
Literature, History of Art, History
(specific Field or Period), Journal-
ism, Philosophy, Research, Teach-
ing, Theology

Awareness

Awareness handles your percep-

tions. You may spot a Child of

Haqim before a strike occurs, spy a

key dropped in the trash, or sense

a lingering perfume.

+ You have a history of know-
ing when something is out of
place.

= You can spot erratic or pattern
behavior in an individual.

«« You can sce through most
disguises and sense concealed
dangers or hidden clues.

«es« Even when you are distracted,
few things are beyond your
notice.

«eee« Your senses are those of a

wild animal.

Specialties: Ambushes, Camou-
flage, Concealed Objects, Hear-
ing, Instincts, Smell, Sight, Traps,
Wilderness

Finance
Finance allows you to identify
trends in the market, invest well,
manipulate stock, and know when
a fall is coming. It also allows you
to assess — and trace — the wealth
of others and broker financial
deals. You can generally appraise
art, property, or any other non-
criminal good. Ventrue value this
Skill more than some Discip]incs.
- You can run a business and
keep books.
= You can manage a corporate
division or bank branch; you
file impeccably plausible tax
returns.

«e«  Thanks to international trad-



ing, you make a fine broker
on foreign stock exchanges.
sees Investment banks follow your
financial lead. You have no
trouble concealing fraud.
eee++ You can make money do any-
thing, including stick to your

pOCkCIS — Oor CI’ZISh countries.

Specialties: Appraisal, Banking,
Black Markets, Corporate Finance,
Currency M;mipu]ation, Fine

Art, Forensic Accounting, Money

Laundcring, Stock Market

lnvcstigation

Investigation allows you to

unravel cases of mundane and

mysterious means, spot clues,

interpret them, and trace missing
persons. Vampires find this Skill
especially useful when a vessel
escapes.

. You love a good mystery
novel and fancy yourself an
amateur sleuth.

= You have a firm knowledge
0Fc1‘imino]ogy and the sig-
nature acts of local rogues.

«e«  You are, or could be, a de-
tective by trade. Nothing in
a crime scene escapes you.

es+« The Sheriff comes to you
when unknown parties sab-

otage the domain’s safety.

CHARACTERS

eeese You set riddles for others

and live an enigmatic exist-

c¢nce fé\h’ can pCHCEIﬂtC.

Specialties: Criminology, Deduc-
tion, Forensics, Missing Persons,
Murder, Paranormal Mysteries,

Traffic /\nnlysis

Medicine

Medicine allows you to fix people
who are broken and diagnose
causes of death or sickness in a
victim. It also allows you to use
medical equipment, prescribe
drugs, and stanch (or encourage)

rapid blood flow.
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Characters use Medicine to
heal Aggmvated Health damage in
mortals (see p. 127).

+  You know basic anatomy and
the difference in blood flow
from a vein and an artery.
You can perform CPR and
other first aid. You may have
been a medical student in
life.

= You can comfortably treat
minor traumas and illnesses
and narrow down a diag-
nosis. You may have been a
nurse or EMT in life.

+=+ Your training allows you to
perform major operations
and treat serious injuries.
You may have been an
internist, pcdi;ltrici;m, or
general practitioner in life.

++++ You can diagnose and treat
all but the rarest of illnesses.
You may have been a surgeon
or specialist in life.

«ee+= You are 2 noted medical ex-
pert, sought out by mortals
and immortals alike.

Specialties: First Aid, Haemarol-

ogy, Pathology, Pharmacy, Phle-

botomy, Surgery, Trauma Care,

Veterinary

Occult

Occult represents knowledge of
the mystica] world, Cxtcnding
from the rites and practices of
Freemasons and Rosicrucians, all
the way to Noddist scholars and
real mages. You can recognize oc-
cule sigils and folk-magic practices,
effective or not.

. You know the legends of

Caine and the Antediluvians,
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and you may have read the
Book of Nod.

-« You can sift the truch from
pop occult nonsense.

«=  You have firsthand experience
of something inexplicable,
even by Kindred standards.

«es« You could name most of the
Antediluvians and even com-
prchcnd a Tremere ritual.

eeees Tremere and Children of
Haqim consult with you on

obscurc ]OTC.

Specializations: Alchemy, Blood
Magic, Faeries, Ghosts, Grimoires,
Infernalism, Magi, Necromancy,
Noddism, Parapsychology,

Voudun, Werewolves

Politics

Politics covers diplomacy and

burcaucracy: both human and

Kindred. You can work with, and

possib]y put pressure on, city

government and perhaps higher
levels. Among Kindred, you know
the inside scoop on which sects
are dominant where, who is at war
with whom, and where the bodies
are buried. Literally.

. You follow mortal political
affairs in your regnum, and
you know at least what the
clders reveal about Kindred
politics.

= You can apply influence at a
local level, or you know who
can.

+=« You could run political cam-
paigns or political machines,
or make waves in your sect as
an up-and-comer.

+=«« You know the true personali-



ties of the real movers and
shakers, live and undead, in
your area.

ssees You could guess at the
unknown members of the

Camarilla’s Inner Circle.

Specialties: Anarchs, Camarilla,
City Government, Clan (specific),
Diplomacy, Media, National Poli-

tics, State/Provincial Politics

Science

Science is a broad church, cover-

ing Cvcrything from basic princi-

ples of life to the understanding
of universal entropy. The laws of
science govern the mortal world,
and vampires who wish to rule
that world study them.

Levels of the Science Skill
roughly match those in Aca-
demics, from “some college” to
“world-famous scholar.” Also like
Academics, characters with a rat-
ing in Science get a free spccialty.
- You dabble in the sciences

and understand the prin-
ciples behind the building
blocks of life.

= You can accurately explain
the competing scientific
theories of the Embrace to
another vampire.

e« You make an excellent
scientific manager; you can
run a laboratory, interpret
scientific findings, and get
up to speed on scientific
research in most fields. You
can repair scientific equip-
ment.

«++= You are an expert in your

field and in those allied to it.

eeses Few peers match your
understanding, and others

come to you for guidance.

Specialties: Astronomy, Biol-
ogy, Chemistry, Demolitions,
Engineering, Genetics, Geology,

Mathematics, Physics

Technology

As a Skill, Technology acts as

something of a moving target;

it governs the operation and

understanding of “technical

developments most vampires find
mystifying.” In 1870, it might
have governed steam engines and
electricity; these nights, it governs
computers and computer systems.

Of course, now computers govern

almost everything — including

steam turbines in power plnnts
and electrical systems in oftice
buildings.

+ You know how to upgrade a
home PC and keep it pro-
tected from viruses.

«« You can conceal your IP, operate
drones, and fake a digital
photograph.

+++ You can create and unleash your
own viruses without fear of
detection.

eees The Prince might call you per-
sonally to manage cybersecu-
rity for their domain.

«eee+ On the internet, nobody
knows you're a vampire — or

that yOLIYTC E11€1"€ at '{H

Specializations: Artillery, Coding,
Computer Building, Data Min-
ing, Hacking, Networks, Phones,

Surveillance Systems W
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Not precisely Traits, as they have
no numerical rating, a character’s
core beliefs nevertheless drive their
story. For that reason, they have
mechanical effects in the game,
which exist to dcpict and play out

CXZlCtly Ehilt dmma.

Convictons

Each character begins with one to
three Convicrions: human values
they attempt to uphold even after
deach.

The specitics of these Convic-
tions are up to the player. They
might reflect a religious code, a
pcrsonal ethical core, a vampiric
path, or just things the character
does or balks at doing without ever
rea”y considcring their phi]osophi—
cal weight. The Storyteller should
feel free to reject suggested Con-
victions on the grounds of taste or
of suitability for the type of story
they intend.

Some example Convictions
might include:

B Thou shalc not kill
m Kill only the unworthy/unbeliev-

ers/in fair combat/in self-defense

Never expose children to vio-
lence

Love thy neighbor as thyself
Disobedience is dishonor
Protect the innocent from harm
Courage is the highest virtue
Always keep your sworn word
The truth is sacred; thou shale

not lie

Beliefs

Slavery is evil
Obey authority
My country, right or wrong

None may COHtTOl me

Never do drugs (or drink
alcohol)

Thou shalt not torture

The gui]ty must be punishcd

B From cach according to their
abilities, to each nccording to
their needs

B Rob from the rich, give to the
poor

B Reject wealth, for it corrupts

B Never act against another (in-
sert own group/faith/sect)

B Always aid women in need

B Scand up for the disenfran-
chised

| | Respcct (insert rcligion here) as

SﬂCTCd :md O]DCJ\7 its mom] IZlWS

Incurring Stains in the service of
your Convictions mitigate some of
the Stains, see p 239.

Violating a Conviction may
also, at the Storyteller’s discre-
tion, incur one or more Stains as

well.

Chronicle

Tenets

The troupe should assemble a
set of chronicle Tenets, based on
zmything from genre emulartion,
dramatic irony, to personal taste
or real-life player concerns. Re-
member that Tenets only impose

moral sanction and degeneration
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on the characters when violated

— if a player might genuinely risk
trauma by playing a story featuring
a given violation, the Storyteller
should either avoid that subject or
invite the playcr to join a differ-
ent troupe to explore a different
chronicle cntire]y.

Chronicle Tenets apply to
all player characters in a chroni-
cle, even if the character doesn’t
hold this belief personally. The
struggle between a character’s
individual moral code and that of
their society forms onc of the core
stories in human literature, after
all. The chronicle Tenets comprise
a kind of ethical ground floor, so
that when and if the characters do
become nihilistic serial killers, it
carries a cost.

Also make sure to talk through
the chosen Tenets in your group,
so that all players understand
what they mean and what kind of
actions would consist violations of
these Tenets.

Some sample chronicle Tenet

sets follow:

HUMANIST

B Thou shalt not kill, save in self-
defense

B Thou shalt not rape or torture

m Thou shalt not harm the in-

nocent

CREED OF JUSTICE
B Never kill the innocent
W Be your own, never submit

W Without a cause, you are nothing



GOTHIC/ROMANTIC

B Never deny true love

B The gui]ty should suffer

®  Uphold the norms of decent

society

STREET CODE

B Never snitch

B Respect others, and demand
respect

B Don't kill outsiders

EXAMPLE:

Kareem and friends are setting up a
Chronicle, and have agreed to aim
for what they call “Nordic Gothic”
- very true to life, and placing
degeneration and morality in focus.
They have agreed on “Do no harm,”
“Act like a person, not a Beast,”
and “Never gaze into the abyss. 7
Having spent some time on coming
up with these, they have agreed that
“Do no harm” includes killing and
maiming, but also gross violarions
of others integrity, such as turning
them into slaves or bending them to
your will through unnatural means.
“Act like a person, not a Beast”
includes doing clearly inhuman
things, such as surviving horrible
physical trauma and other things
that remind characters of their
undead nature. The last, “Never
stare into the abyss,” was added
because of the player’s love for cult
horror literature, where knowing
things man was not meant to know
degenerates a person horribly. It will
give the player characters Stains as
they learn the horrible truchs lurk-
ing behind the veneer of the World
of Darkness.

Touchstones

Each vampire begins with as many
Touchstones as Convictions:
humans who represent what you
used to value in life, someone who
TCPTESEnts O seems Lo incarnate
one of your Convictions. If lost,
the Conviction is lost as well.

A Touchstone must be a liv-
ing human bcing; connecting to
Hum;mity through the inhuman
is, at the very least, going the long
way around.

A Touchstone might be:

B Your surviving human spouse,
lover, or parent

B Your human child, or (for older
vampires) a descendant of your
family line

B A human who looks exactly
like someone you loved in life

B A human you admired in life
or their descendant

B A human related to someone
you killed very C:u']y in your
unlife: someone you swore you
didn’t have to kill because you
aren’t a monster, not really

B Somecone you have come to rec-
ognize as a rare decent person
even in your eyes: a volunteer
at the animal shelter, a priest,

a nurse, a social worker, a nice

old lady in the neighborhood
B Somconc who represents some-

thing you once held dear in life

and still cling to: a soldier, a

bascball player, a musician or

artist, clergy from your faith
B Somcone who guards, symbol-
izes, or protects a thing you
value: the doorman of the
building you used to live in,

the cop on your old beat, a

173

CHARACTERS

crusading reporter, the single
mom living in your child-
hood home, the caretaker who

sweeps your gravesite

Touchstones provide links to
and mechanical support for your
Humanity; see p. 239 for detailed

TLllCS.

EXAMPLE:

Torfi creates two Touchstones for
his character: one young man, who
has recently taken up xenophobic
beliefs and fallen in with the wrong
crowd, and his character’s father,
who still lives and believes his son
died many years ago.

Ambition
and Desire

Ambition and Desire are related,
but not identical. Think of Ambi-
tion as a long-term goal: an aspira-
tion (if you still breathed), a life’s
dream (if you still dreamed, or had
life). By contrast, Desires are more
immediate: short-term wishes for
revenge, satisfaction, or satisfac-

tion through revenge.

Ambition

A character’s Ambition kceps
them acting and moving both
night by night and in the chroni-
cle. It provides motivation for
the player and story hooks for the
Storyteller.

An Ambition must be measur-
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able in game terms (“My Ambition
is to achieve Humanity 10”) or a
concrete achievement in the world

of the chronicle (“My Ambition

I
is to liberate Chicago from the

Camarilla”). An Ambition is
something vague like “end rac-
ism” or “achieve world peace,”
but instead focuses on something
specific, like “bring True Death to
(insert notably racist elder from
your chronicle here)” or “end the
Gehenna War in the Ukraine.” If
an Ambition is unlikely to hap—
pen or would end the chronicle if
achieved, it can still provide rich
story juice — it only needs to be

theoretic achievable.

If a character achieves their
Ambition and the chronicle con-
tinues, the player should decide on
a new Ambition, ideally one that
has emerged during play or one
that follows on the realization that
their first Ambition left something
undone or incomplete.

At the end of a session in
which the character has actively
worked toward their Ambition,
they recover one point of Aggra-

vated W 111pow€1‘ dam age.

Desire
Desire reflects less than lifelong

O

Ambition, but more than momen-

can select a Desire or keep their

unfulfilled Desire from the previous

immediately recover one point of
Superficial Willpower damage. Since
Desires ch:mgc SO rapid]_\«‘, you don't
need to write them on your character
sheet. Just write your current Desire
on an index card or Post-it Note

where both you and the Storyteller

can see and remember it.

This mechanic intentionally
provides players with an incentive
for character action rather than

ively waiting for the plot or




turtling up defen Thus, a good
Desire connects in some way to the
outside world. One rule of thumb: if
it doesn’t involve someone or some-
thing named on the Relationship
Map, it's not worth considering as

a Desire. By that metric, “I want to
drive a cherry Maserati” or “I want
to cat a brunette” fail as Desires, but
“I want to drive Cytherea’s cherry
Maserati” or “I want to eat Lord
Harkness’ brunette” make excellent
Desires. The Storyteller should judge
whether Desires invo ving fellow
player characters fall under the spirit
of encouraging meaty interaction or
of just lazily trying to sponge free

Willpower.

Predator Types

since you may llt‘t‘d to COOP(‘IZ{I(‘

Not even prcdzltors remain im-
mune to the need for adapration

s because of their narrow
ccological niche, predators and
their hunting styles adapt together.
Your hunting preferences feed your
Blood, and your Blood
Skills

dcvelop as a vampire.

d even Discip

This modus predationis is how
you usuall_\* hunt. Your Predator
)pe s your reflex or habit; it
esn’t mandate your behavior in
the game. You can hunt in other

fashions during a game session,
C C

with other Predator types and take
advantage of feeding op

Ihﬂt appcar during thC

Alleycat

A combative assault-feeder, you
stalk, overpower, and drink from
whomever you can, when you
can. You may or may attempt
to threaten or Dominate victims
into silence or mask the feeding as

ry. Think about how you
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arrived at this direct approach to

feeding and what makes you com-

fortable with an unlife of stalking,

attacking, feeding, and escaping,

You could have been homeless, an

SAS soldier, a cartel hit-man, or a

big-game hunter.

B Add a specialty: Intimidation
(Stickups) or Brawl (Grappling)

B Gain one dot of Celerity or
Potence

B Losc one dot of Humanity

B Gain three dots of criminal

Contacts

Bagger

You steal, buy, or otherwise pro-
cure cold blood rather than hunt,
relying on the black market or
your skills as a burglar or ambu-
lance chaser. Perhaps you still work
the night shift at the hospital.
Ventrue may not pick this Preda-
tor type.

B Add a specialty: Larceny (Lock-
picking) or Streetwise (Black
Marker)

B Gain one dot of Blood Sorcery
(Tremere only) or Obfuscate

B Gain the Feeding Merit: Iron
Gullet (see)

B Gain the Enemy Flaw: (++)Ei-
ther someone believes you owe
them, or there’s another reason

you ](CCp OHT thC streets.

Blood Leech

You drink from other vampires,
cither by hunting, coercion or by
taking Blood as payment - the only
truly moral way of feeding you

can think of. Unfortunately, this

practice is usual]y forbidden in

Kindred society. It is either risky

as all fuck or requires a position of

enviable power.

B Add a specialty: Brawl (Kin-
dred) or Stealth (against
Kindred)

B Gain one dot of Celerity or
Protean

B Losc onc dot of Humanity

B Increase Blood Potency by one

B Gain the Dark Secret Flaw:

(++) Diablerist, or the Shunned
Flaw: (s¢)
B Gain the Fccdiﬂg Flaw: (s¢)

Prey Exclusion (mortals)

Cleaver

You feed covertly from your (or
someone’s) mortal family and
friends with whom you still main-
tain ties. The most extreme cleavers
adopt children, marry a human,
and try to maintain a family lite
for as long as they can. Add your
family to the Relationship Map.
Cleavers often go to great
lengths to keep the truth of their
condition from their f:{mily, but
some also maintain unwholesome
relationships with their own kin.
The Camarilla forbids taking a

human family in this fashion, and



it frowns on cleavers as Masquerade breaches waiting
to happen. Wiser Kindred may massacre your family
for your own good if they find out your secret and care

what happens to you.

B Add a specialty: Persuasion (Gaslighting) or Sub-
terfuge (Coverups)

B Gain one dot of Dominate or Animalism

B Gain the Dark Secret Flaw: (+)Cleaver

B Gain the Herd Advantage ()

Consensualist

You never feed against your victim’s free will. You mas-
querade as a representative of a charity blood drive, as
a blood-drinking kink-lord in the “real vampire com-
munity,” or by actually telling your victims what you
arc and getting their permission to feed. The Camarilla
call that last method a Masquerade breach, but many
Anarch philosophers consider it an acceptable risk.
You could have been :mything in life, burt a sex-worker,
a po]itic:d organizer, or a lawycr could all be wary of

feeding without consent.

B Adda specia]ty: Medicine (Ph]ebotomy) or Persua-
sion (Victims)

B Gain one dot of Auspex or Fortitude

W Gain one dot of Humanity

B Gain the Dark Secret Flaw: (+) Masquerade
Breacher

W Gain the Feeding Flaw: (+) Prey Exclusion (non-

consenting)

Farmer

You only feed from animals. Your Hunger constantly
gnaws at you, but you have not killed a single human
being so far (except perhaps that one time), and you
intend to keep it that way. You could have been anyone
in life, but your choice speaks to someone obsessed by
morality. Perhaps you were an activist, priest, aid-

worker, or vegan in life, but the choice never to risk a
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human life is one anyone could arrive at and struggle
to maintain. Ventrue may not pick this Predator type.
You cannot pick this Predator type if your Blood

Potency is 3 or higher.

B Add a specialty: Animal Ken (Specific Animal) or
Survival (Hunting)

B Gain one dot of Animalism or Protean

B Gain one dot ofHum:mity

B Gain the Feeding Flaw: (++) Vegan

Osiris

You are a celebrity among mortals or else you run a
cult, a church, or something similar. You feed from
your fans or worshippers, who treat you as a deity.
You always have access to easy blood, but follow-

ers breed problems with the authorities, organized
religion, and indeed the Camarilla. In life, you might
have been a DJ, a writer, a cultist, a preacher, or a
LARP organizer.

B Add a specialty: Occule (specific tradition) or Per-
formance (specific entertainment field)

B Gain one dot of Blood Sorcery (Tremere only) or
Presence

B Spend three dots between the Fame and Herd
Backgrounds

B Spend two dots between the Enemies and Mythic

Flaws

Sandman

You rely on your stealth or Disciplines to feed from
s]ceping victims. If‘they never wake during the feed-
ing, they won't know you exist. Perhaps you were very
anti-social in life; you don’t feel cut out for the intense
interpersonal nightlifc or physical violence of more

C‘XETOVCITCCl hunters.

B Add a specialty: Medicine (Anesthetics) or Stealth
(Break-in)

B Gain onc dot of Auspex or Obfuscate

B Gain one dot of Resources
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Scene Queen

You rely on your familiarity with
a certain subculture and a well-
crafted pose, feeding on an exclu-
sive subculture that believes you
to be one of them. Your victims
adore you for your status in the
scene, and the ones who under-
stand what you are disbelieved.
You may belong to the street or
be literal upper-class, abusing the
weak with false hope and prom-
ises of taking them to the next
level. In life, you almost certainly
belonged to a scene similar to the

one you stalk now.

m Adda spccialty: Etiquette
(spcciﬁc scene), Lcadcrship
(spcciﬁc scene), or Streetwise
(spcciﬁc scene)

B Gain one dot of Dominate or
Potence

B Gain the Fame Advantage: (¢)

B Gain the Contact Advantage:

()

B Gain either the Influence Flaw:

(+) Disliked (outside your sub-
culture) or the Feeding Flaw:
(+) Prey Exclusion (a different

subculturc fl‘OI’l’l yOUI‘S)

Siren

You feed almost exclusively during
or while feigning sex, and you

rely on your Disciplines, seduc-
tion skills, or the unquenchable

appetites of others to conceal
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your carnivorous nature. You

have mastered the art of the one-

night stand or move through the
sex-club scene like a dark star.

You think of yourself as a sexy

beast, but in your darkest mo-

ments, you fear that you're at best

a problematic lover, at worst a

habitual rapist. A former lover

who cscapcd destruction might be
your Touchstone or your stalker.

(If so, add them to the Relation-

ship Map.) Maybe in life you were

a pick-up artist, movie producer,

author, a glorious slutty kinkster

— or a virgin who intends to make

up for lost time post-mortem.

H Adda spccialty: Persuasion
(Seduction) or Subterfuge
(Seduction)

B Gain one dot of Fortitude or
Presence

B Gain the Looks Merit: ()
Beautiful

B Gain the Enemy Flaw: (<) A
spurned lover or jealous part-

ner W



Advantages

In addition to vampiric powers and human skills, char-
acters have many possible Advantages when they start
play, from a “bump for languages” to a squad of loyal
ghouls. Like everything else, we demarcate Advantages
with dots, usually ranging from one to five. There is no
penalty for having zero dots in an Advantage — that’s
just normal. Few rolls dircctly involve Advnntngcs,
although the Storyteller might call for Intelligence +
Linguistics to dcciphcr a papyrus, or Subtcrfuge + Con-
tacts to plant a rumor about a rival.

Advantages are divided into Merits, Backgrounds,
and Loresheets. The flip side of Advantages, Flaws cause

ongoing problems for the character.

Merits

Merits describe advantages and gifts inherent to the
character: Physical, Mental, and Social. Although
something could happen in the course of play to
ch:mgc them — cspeciaﬂy once weird inexplicab]c
magic gets unleashed — characters’ Merits remain fairly

constant over the course Of' EhC SEOT}K

LINGUISTICS Every player character has perfect
fluency in their birth language and (except perhaps
for a charming Hungarian accent) in the dominant
language of the chronicle setting. For example, a
Lebanese vampire in a Mexico City-set chronicle
can speak and read Arabic (or Aramaic, if they are
a very old Lebanese vampire) and Spanish. Kindly
Storytcllcrs might allow vampires whose birth
tongue matches that of the setting to take a second
language anyway.

Each dot in Linguistics allows the character to
fluently speak, write, and read one additional lan-
guage besides those two default languages.

Don’t get hung up on the changes in language
over the centuries; assume that English remains Eng-
lish from Anglo-Saxon times to now, for instance,

for the purposes of this rule, although reading
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centuries-old documents or chanting in a strange
dialect may impose additional Difficulty to Aca-

demics or Occult tests.

B Flaw: (o) Illiterate. You cannort read or write. Your
Academics and Science Skills are capped at 1, and
you can have no spccialty in them incorporating

modern knowledge.

Looks Not all vampires look like actors on the CW
network. Some of them look even better. And some, of
course, look far worse.

These modifiers only apply when you can be seen.
The Storyteller rules whether these modifiers apply
during Social combats on a conflict-by-conflict (or

even pool-by-pool) basis.

B Flaw: (es) Repulsive. You lose two dice from all
relevant Social dice pools.
B Flaw: (+) Ugly. You lose one die from all relevant

Social dice poo]s.

s Beautiful: You add one extra die to all appropri-
ate Social dice pools.

Stunning: You add two extra dice to all appropri-

ate Social dice pools, as above.

SUBSTANCE USE You have an addiction to a substance
besides blood. Kindred with this Merit or Flaw seek
blood containing that substance, drinking from users.
Addiction to a specific sort of blood or refusing to
drink blood containing a given substance both count
as Prey Exclusion (p. 181). See p. 310 for effects of
specific substances in consumed blood; these remain in
effect regardless of the specific Merit or Flaw taken.

RCH’]CH’]]OCT to SpCCiFy thC subst:mcc you usc.

B Flaw: (e+) Hopeless Addiction. Lose two dice from
all pools when the last person you fed from was
not on your drug, except pools for actions that will

immediately obtain your drug.

CHARACTERS
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GAINING AND LOSING
ADVANTAGES

Events during the chronicle can
change a character’s Advantage
and Flaws, especially Backgrounds.
A Haven can burn down, an Ally
can turn on you if you betray
them, or the cops can gun down
a Retainer for no reason at all.
Conversely, by desperate quest
or clever machination you can
acquire an Advantage; the dots
fluctuate along with your charac-
ter’s fortunes.

The basic rule is this: a charac-
ter should be able to get back, or
at least replace, lost Advantages
that have been gained by spend-
ing experience points or during
character creation. If something
is gained without the equivalent
expenditure of experience points,
it should be temporary at best.

Example: Katya has brought a
number of gullible mortals under
her heel, roughly the equivalent of

a couple of dots of Allies. As long

as she doesn’t solidify her acquisi-
tion with experience points, these
allies will likely only be available
this story.

B Flaw: () Addiction. Lose one dice from all pools
when the last person you fed from was not on your
drug, except pools for actions that will immediately

obtain your drug

. High-Functioning Addict: You add one die to any
one category of pool (spccif:y when you choose
which substance you use) when the last person

you fed from was on your drug.

ARcHAIC Only ancillac or older vampires may take

either of these Flaws.

B Flaw: (e+) Archaic. You haven’t been able to adapt
to the present, or you have been long in torpor.
You cannot use computers or cell phones, and your
Technology rating is permanently o. The Storyteller
may penalize other dice pools involving very mod-
ern technology by one die.

B Flaw: (+) Living in the Past. You haven't grasped
the modern mindset, or you just don’t want to. You
have one or more seriously outdated Convictions,
c.g. “The Pope’s word is law,” “Women are delicate

flowers,” “Lower classes exist only to serve,” or

“Burn your enemies’ bﬂggagc." These archaic mo-

ralities maintain your Humanity but are odious to

many; you lose one die from Social test dice pools
involving such archaic beliefs except with vampires
your age and older, who may admire your steadfast

virtue.

BONDING Not all vampires respond to the Blood Bond
cqually. Some fall under the sway of a regnant with rap-
turous casc; others resist with every fiber of their being.
You can combine these Merits and Flaws; a character
might be a two-dot Bond Junkie with Short Bond, for

example. For more on Blood Bonds, see p. 233.

B Flaw: (e) Bondslave. You bond inst:mtly with the
taste of another’s vitae; only one drink of blood
binds you, not three. Either you begin as your sire’s
thrall, or consult with the Storyteller to come up
with a reason that first bond has broken. Possibly
your sire has been staked or in another city for

more than six months?



CHARACTERS
e

FEEDING Scveral different Merits and Flaws fall under
the gencral remit of Fccding. A character with one

dOCS not ncccssnrily hQLVC any Of 'EhC OEhCTS.

B Flaw: («) Bond Junkie. The Bond feels sweeter to B Flaw: (e+) Vegan. You feed only on animal blood.
you once it happens. Subtract one die from your You must spend two points of Willpower to drink
dice pools to act against a Blood Bond. human blood. Ventrue may not take this Flaw.

®  Flaw: () Long Bond. Blood Bonds on you lose their B Flaw: (++) Organovore. You can slake Hunger only
Bond strength more slowly than normal, decreas- by eating human flesh and organs, especially those
ing by one for cach three months without being rich in blood such as the heart, liver, lungs, pla-
reinforced. centa, and spleen. (Most organovore Kindred these

nights make smoothies from the organs first.) Only

. Bond Resistance: Your Blood rebels against the heart provides Resonance, if any.

control. Add one die to your dice pools to resist B Flaw: () Methuselah’s Thirst. Your Hunger can
a Blood Bond per level you take of this Merit only be fully slaked by the blood of supernatural
(maximum three). creatures. (Alchemists may be able to thicken the
e« Short Bond: Blood Bonds on you lose their Bond Blood of thin-bloods Cnough to sate you.) Other-
strength more rapidly than normal, decreasing at wise, it constantly remains at a minimum of 1. (Or
both the full moon and new moon (i.c., by two higher, depending on Blood Potency (see p. 215).
cach month) if not reinforced. B Flaw: (+) Prey Exclusion. You refuse to hunt a
esese Unbondable: You cannot be Blood Bound. If certain class of prey: drug users, women, children,
you're ever short of cash, you can probably sell policemen, innocents, a given minority or ethnic
your vitae to alchemists, too. group, ctc. If you feed on such prey, you gain Stains
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as though you had violated

a chronicle Tenet. Witness-

ing other Kindred feeding on
the object of your exclusion
without interfering might also
give Stains, at the Storyteller’s
discretion. Ventrue with this
Flaw gain an additional restric-
tion, making their choice of

VCSSCIS Cxtrcmcly narrow.

. Bloodhound: You can smell
the Resonance of a human’s
blood without tasting it.

You still need to be within
olfactory range of the person.
Make a Resolve + Awareness
test at Difhiculty 3. Increase
Difficulty for perfume or
distance; lower it for more
intimate contact.

ese  Iron Gullet: You can feed
from cold blood, rancid
blood, and fractionated
plasma. None of these provide
Resonances. Ventrue may not

take this Merit.

MYTHIC MERITS AND FLAWS [Eve-
ry Kindred bloodline carries
peculiarities, curses, and soul scars.
Fragments of ancestors long-since
dust germinate within the sced of
vitac that spreads the curse from
sire to childe. Other vampires de-
velop weaknesses in the moment:
psychosomntic disorders intensi-
fied by the Embrace or invisible
tides and eddies in the millennia-

long flow of the Blood.

B Flaw: (e¢) Stake Bait. You
meet Final Death when staked
through the heart, rather than

entering torpor.

B Flaw: (¢) Folkloric Bane. You
take Aggravated damage from a
folkloric bane. Folkloric banes
include:

O Uleraviolet light (damage as
direct sunlight)

O Silver or silver-plated
weapons (damage as
weapon damage: simply
touching a silver coin or
silverware does one point of
Aggravated damage)

O Holy water (damage as fire)

B Flaw: (¢) Folkloric Block.
When faced with a folkloric
block, you must shrink away
from it or spend a Willpower
point to push through it.

Each folkloric block you take
counts as a separate one-point
Flaw. Folkloric blocks include:

0 Holy symbols presented by
any believer (even without
True Faich)

O Crossing visible running
water (not recommended
in certain cities, such as
Amsterdam, Stockholm, or
Venice)

0 Crossing a threshold to

a home uninvited by the

owner

White animal

Garlic

Wild roses

Spi”cd seeds you haven’t

O oo o

counted

B Flaw: (+) Stigmata. You begin
to bleed from open wounds on
your hands, feet, and forchead
when you reach Hunger 4.
This attracts attention, leaves
traces, and may penalize some
dice pools at the Storyteller’s

discretion.
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e Eat food: You can consume
food without effort and might
even enjoy it, though it gives
no nourishment and must be
expelled before resting for the

day.

Thin-Blood Merits
and Flaws

These Merits and Flaws only apply
to thin-blood characters. They have
no dot value; each Flaw balances a
Merit, and vice versa. Thcy thus do
not count against the maximum dots
in Advantages and Flaws allowed to
be selected during character creation

or purchased through experience.

THIN=BLOOD FLAWS

B Baby Teeth: You never devel-
oped fangs, or the ones you've
got are uscless for feeding. You
either need to cut your victims
open, or you extract their
blood with a syringe.

B Bestial Temper: You arc af-
flicted with the Beast equal to
a full vampire. You need to test
for frenzy as per the normal
vampire rules.

B Branded by the Camarilla: In
some cities, the rulers sim-
ply hunt down and destroy
thin-bloods. In other cities,
the merciful Sherimecrc]y
brands them, forcibly and
painfh“y, to remind them of’
their place. (Many are then
hunted down and destroyed,
often on perceived slights or
simple whims.) You have such
an unhealing brand, and the

Camarilla makes sure to keep



its eyes peeled for the moment
you step out of line. You can
take Camarilla Contact with
this Flaw; the Camarilla thrives
on double-dealing of this sort.
Clan Curse: Remnants of your
sire’s Blood still flows through
your veins, carrying traces of
their ancient curse. You
must pick a Clan Bane
to suffer from, count-
ing your Bane Severity
as 1 for this purpose.
You can only pick the
Brujah or Gfmgrcl Bane
if you possess the Bestial
Temper Flaw, and the
Tremere Bane only if
you have the Catenating
Blood Merit.

Dead Flesh: Your
Blood is not strong
enough to completely
sustain you, and as

an effect, your flesh

is in a constant state
of putrefaction, with

a greenish tint and
faint stench of rot.
Any medical inspec-
tion will immediately
identify you as deceased, and
you receive a one-die penalty
to any face-to-face Social test
with a mortal. You cannot take
Lifelike if you take this Flaw.
Mortal Frailty: You cannot
Rouse the Blood to mend,
instead hea]ing as a mortal (p.
126). You cannot take Vampiric
Resilience if‘you take this Flaw.
Shunned by the Anarchs: You
broke an unwritten rule or
thought yourself equal among

equals, where some turned

out more equal than others. In
whichever case, the Anarchs of
the regnum know of you and
shun you. They'd rather throw
you to the Camarilla than
listen to your pleas. You cannot

take Anarch Comrades if you

take this Flaw.

B Vitae Dependency: Your Blood
is unable to sustain vampiric
powers by itself. Unless you
drink enough vampire Blood
to slake one Hunger cach week
you lose your nbility to gain
and use any Disciplines (in-
c]uding Thin-Blood A]chcmy).
You regain your powers as soon
as you slake at least one Hunger

with vampire Blood.

THIN=BLOOD MERITS
B Anarch Comrades: You have

befriended the members of an

Anarch coterie who tolerate

your presence or even affec-

tionately treat you as their

pet. They cumulatively act as a

one-dot Anarch Mawla, as long

as you don’t deviate from the
party line. Write them on the

Relationship Map.

B Camarilla Contact:
You have caught the eye
of a Camarilla recruiter
who has promised
you admittance and a
chance at becoming a
real vampire. All you
need to do is keep your
eyes and ears open, re-
port on your and your
coterie’s activities, and
be prepared to perform
any task asked of you.
You have the equivalent
of 2 one-dot Camarilla
Mawla who treats you
b:ld]y. Write them on
the Relationship Map.

B Catenating Blood:

You can create Blood
Bonds and perform the

Embrace as a regular vam-

pire. Any vampire you create this

way will be a thin-blood.

B Day Drinker: Sunlight halves
your Health tracker (rounded
up), but otherwise simply
removes your vampiric abili-
ties, inc]uding all Discip]ines
and Health benefits, and does
no other damage. You still
suffer from Hunger, however,
and sooner or later you'll need
to sleep. If your health drops
below your currently sustained

damage levels as a result of

CHARACTERS
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this, you suffer the effects of
Impairmcnt or torpor (de-
pending on type of damage)
until you are clear of sunlight.

B Discipline Affinity: You
have an affinity for a certain
Discipline, picked at charac-
ter creation. You gain a dot
in this Discipline and can
learn and retain additional
dots in it through experience
Cxpcnditurcs, as iFyou were a
normal vampire. (The experi-
ence point cost is the same
as an out-of-clan Discipline.)
Drinking blood with match-
ing Resonance does not re-
ward you with any extra dots
in this Discipline, temporary
or not.

m Lifelike: You have a heartbeat,
can cat food, and enjoy sexual
activities like a mortal. All but
the most advanced medical
inspections reveal nothing out
of the ordinary, assuming they
happen at night‘

B Thin-blood Alchemist: The
Duskborn change as they
feed. Thin-Blood Alchemy is
the mastery of this process.
Whether it is spontancous
or a skill learned by compar-
ing notes with other blood-
cookers, you have gained one
dot and one formula (p. 282) in
Thin-blood Alchemy. You can
pul'chase additional dots and
formulae through experience
as usual.

B Vampiric Resilience: You suffer
damage as a regular vampire,
treating regular puncture and
slashing wounds as Superficial

damage.

Backgrounds

Backgrounds describe advantages
of relationship, circumstance, and
opportunity: material posses-
sions, social networks, and the
like. Backgrounds are external,
not internal, Traits, and the player
should always rationalize how the
character came to possess them, as
well as what they represent. Who
are your Contacts? \X/hy do your
Allies support you? Where did
you meet your Retainers? What
investments do you possess that
yield your four dots in Resources?
You don’t have to do all of that at
first — but be ready with an answer
when the Storyteller asks during
play, or be ready to suggest an
answer that ties into the ongoing
storylinc.

Backgrounds are discrete, not
progressive, Traits. The same Back-
ground can be acquircd multiplc

times.

EXAMPLE:

Martin purchases the Allies
Background twice, once at one dot
(his neighbor lookout) and once ar
three dots (his trusted star lawyer),
representing two different Allies.

Characters can share some Back-
grounds with the rest of their
coterie. See Coterie Backgrounds

on p. 196.

Allies

Allies are mortals who support and

help you: family, friends, or even
o J
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a mortal organization that owes
you some loyalty. Although Allies
usuﬂ]ly aid you Wi]lingly, without
coaxing or coercion, they are not
always available to offer assistance;
they have their own concerns and
can do only so much for the sake
of your relationship. Usually, Allies
appear about once per story.

Allies can be almost anyone in
your home city, depcndiﬂg on what
your Storytc“cr will allow. You
may have friends in the precinct
morgue, at a tabloid newspaper or
gossip blog, among high society,
or at the railroad yard. Allies are
generally trustworthy (though they
probably don’t know that you're
a vampire, or even that vampires
exist). However, nothing comes for
free. If you wind up drawing favors
from your friend in the Russian
Mafia, he'll probably ask you to do
him a favor in kind in the future.

Enemies are the opposite of Al-
lies and are taken as Flaws.

You can use the Mortal Tem-
plate rules to create Allies or En-
emies when you buy them or first
call on them, and you can write
them down on the Relationship
Map, though many groups leave
this process up to the Storyteller.

Build Allies or Enemies from a
budget onoints based on their Ef-
fectiveness and on their Reliability.
The maximum points in one Aﬂy
is six. Ally or Enemy groups appear
in numbers equal to the number of
player characters.

All Enemies are rated two
fewer dots than their Effectiveness;
a Gifted mortal Ally costs three
dots as an Ally, but only provides

one dot as a Flaw. Enemies all have



the same P\Cliability: whenever
the Storyteller thinks they should
show up, but probably at least

once per SEOT}'.

EFFECTIVENESS

+ Weak mortal, likely useless
in a violent or potentially
violent situation.

= Average mortal or a right-
knit group of Weak mortals
(ncighborhood kids who solve
mysteries, church group,
NGO chapter)

«e  Gifted mortal or a danger-
ous group of Average mortals
(a street gang, a celebrity
entourage, a blue-collar union
local)

ssss Deadly mortal, a Gifted
mortal with magic or other
supernatural powers, or a
well-armed group of Gifted
mortals (a private security
squad , a lawyer contingent, a

Russian Mafia bracva)

RELIABILITY

+ When you call on them, they
appear half the time.

= When you call on them, they
appear within 1-10 hours (roll
a die).

e« When you call on them, they

appcar as soon as pOSSiblC.

Contacts

You know people — human people
— from many different walks of
life. Contacts primarily provide
you with information in their
areas of expertise, and they may
want to exchange favors of various

kinds. For different kinds of help,

MORTALS TEMPLATES

Use these templates to build Storyteller-played characters when
even Quick Character Generation takes too much time. If desired,
use Advantage points to buy more Skills.

WEAK MORTAL

B Attributes: Two at 2, the rest at |
B Skills: Three at 2, five at |

B Advantages: None

AVERAGE MORTAL

B Attributes: Two at 3, three at 2, the rest at |

W Skills: Three at 3, four at 2, five at |

B Advantages: up to 3 points (2 points maximum Flaws)

GIFTED MORTAL

B Attributes: One at 4, two at 3, two at 2, the rest at |

W Skills: Two at 4 (one with a Specialty), four at 3, four at 2, four
at |

B Advantages: up to 10 points (4 points maximum Flaws)

DEADLY MORTAL

M Attributes: Two at 5, two at 4, two at 3, the rest at 2

B Skills: One at 5, three at 4, five at 3, six at 2; three Specialties
B Advantages: up to |5 points (no Flaws)

CHARACTERS



COREBOOK

use your Influence (p. 187) in the
mortal world, or call on your Al-
lies (p. 184) or Mawla (p. 192).

A Contact is someone in an ex-
cellent position to get information.
They might be a police dispatcher,
rather than a homicide lieuten-
ant, or a congressional staffer,
rather than a senator. Information
brokers, gossip columnists, under-
world fixers, and reporters make
excellent Conrtacts. You can define
your Contacts when you buy this
Background or as you need to
introduce them in play. Whenever
you create them, make sure to add

them to the Relationship Map.

One Contact who can do or
get something cheap or com-
mon for you (Resources 1).
Examples: a weed dealer, a car
salesman.

One Contact who can do

or get something useful for
you (Resources 2). Examplcs:
small-time gun dealer, veteri-
narian.

One Contact who can do or
get something expensive or
hard for you (Resources 4).
Examples: security systems
expert; police lieutenant in

homicide, narcotics, or other

useful field.
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Mortals know your name and
cagerly seck out news of your
activities. You might be a movie
star, rock star, or other celebrity.
Fame grants pull in mass and social
media; you have more ways than
most to manipulate the thoughts
of the populace. You likely have
ways to mask the fact that you're
never seen during the day, such as
a body double.

In some circumstances, the
Storyteller may allow you to use
Fame in a Social test dice pool
instead of another Trait, cspcciaﬂy
to get into an otherwise exclusive
venue or event. “Do you know
who I am?” doesn’t work every-
where, but it does work. Each level
of Fame subtracts one from the
Difficulty of Social tests against
your fans and from many hunting
tests, depending on your predation
strategy — you have less trouble

attracting prey.



Fame has its downside, of
course — it’s harder for you to
tail someone unobtrusively, for
example, and who wants groupies
hanging around the door to their
haven all day tagging its location
on Instagram? You should look
into taking Disguise as a specialty.

By default, Fame applies
among mortals, but you can also
buy Fame that applies among
Kindred for the same cost. Some
vampires, such as Dracula or Eliza-
beth Bathory, might have both!
Vampires may admire, or at least
be more interested in, a Kindred
who was famous or infamous in
life: Arthur Rimbaud, Crispus At-
tucks, Billy the Kid, and the like.

INFAMY You are famous for some-
thing horrible. At the very least,
the Difficulty of most reaction
tests increases by the amount of
the Flaw; at worst, the authori-
tics attempt to kill or capture you

whenever you appear.

DARK SECRET You can also take
Dark Secret, a milder version of
Infamy. The Dark Secret Flaw
provides one fewer point than
the equivalent Infamy, as your
black deeds remain unknown

to all but you and perhaps one
OT two very motivated enemies.
The one-dot version of Infamy
also pl'ovidcs one point as a Dark
Secret, because it’s easier to
uncover than a truly life-threat-

ening secret.

B Flaw: (e¢) You are a Cleaver or
serial breacher of the Mas-

querade, have been Blood

Hunted out of another city, or
have grievously offended this
domain’s ruler.

B Flaw: (¢) You owe a big debt
to bad people or have made
yourself generally odious.
Alternately, your spouse, lover,
or close family member has

Infamy +-.

. A SClCCE subculturc 1{1’10WS

W]’]O you arc ’(lﬂd admircs you.

«« You are a local celebrity, rec-
ognized by a plurality of the
city.

=« Most people in the country
know your name, at least.

«e+  Everybody who even vaguely
cares about social trends or
your ficld knows something
about you.

eeeee Your Fame reaches mass
national or even globa] audi-
ences. You are a major movie
star, stadium-filling rock act,

or former president.

Influence

You have pull in the mortal com-
munity, whether through wealth,
prestige, political office, black-
mail, or supernatural manipula-
tion. Kindred with high Influence
can sway, and in rare cases even
control, the politics and society
of their city, espccia”y the po]icc
and city bureaucracy.

By default, Influence ap-
plies most within one group or
region ofyour city. Groups can
be large, even diffuse: organized
crime, media, religion, the police,
city government, etc. Regions

should be larger than neigh-
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borhoods or all but the largest
individual domains: Brooklyn,
the Rive Gauche, the South Side,
the Ginza, etc. Your Influence
applies to the city as a whole at
one dot less than it does within
your group or region. Using lo-
cal Influence in another city in
the same area, state, or province
might be possib]c at an additional
one-dot penalty, and so on. So,

a vampire might be Powerful
(++++) in Hollywood, Entrenched
(+++) everywhere in Los Angeles,
merely Influential (++) in San
Diego or San Francisco, and just
Well-Connected (¢) in Chicago or
New York.

The Storyteller may require
you to use Influence in place of a
Trait in some dice pools, particu-
larly Social tests attempting to
sway minor bureaucrats or the
equivalent in your group. This
Background helps you have an
“abandoned” building demolished
(or preserved), not start global
wars.

If the Storyteller wants to run
a game of globe-spanning master-
minds, they may recalibrate Influ-
ence to potcntiaﬂy apply nation-

ally (e+) or even globally (s++2).

B Flaw: (es) Despised. One group
or region of the city lives only
to thwart you and your faction.
Subtract two dice from dice
pools attempting to convince
a neutral actor to support you
politically or do you a favor.
The Storyteller should take any
opportunity to involve your
haters in the story.

B Flaw: (¢) Disliked. Subtract one
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die from Social test dice pools invo]ving any group
in the city except your Contacts and Allies or other

explicitly loyal supporters.

+  Well-connected: You're guaranteed a respectful
hearing.

oo Influential: People want to do you favors.

Entrenched: Mortal power-brokers and factions

hesitate to oppose you.

sees Powerful: Without a good reason to do otherwise,

functionaries and foot soldiers obey.

seess Dominant: Lesser figures try to figure out what

you want Zlnd dO it FlTSt,

Haven

Like all B:{Ckgrounds, the Haven Background is en-
tirely optional. A vampire with no dots in Haven has a
suicide’s grave, a room in an abandoned motel, a rented
office, or an apartment with windows blacked out with
plastic bags. They can still remain safe and hidden by
day in this relatively small and insecure haven by de-
fault. The Storyteller may allow a player character to de-
fault a somewhat better haven from another Background
such as Resources, Status, or Influence. Of course, if
those Backgrounds go away, so does the character’s nice
haven.

A character with none of those other Backgrounds,
however, can still have a perfectly reasonable haven
as long as they have this Background. For instance, a
character might not have enough money to afford a 20-
room Victorian mansion in today’s economy, but if their
great-grandmother left them one that had been fully
paid for, there’s no reason they can't remain in residence
as it slowly dﬂapidatcs.

Base ratings in Haven abstract the haven’s size, secu-
rity, and privacy. All of those factors affect the chance
of spotting, penetrating, and surveilling the vampire’s
actual resting place. Add +1 to the Difficulty of, or one
die to dice pools resisting, such efforts for each dot of
base Haven rating.

Kindred know their havens intimately. For each dot
of base Haven rating, add one per dot to dice pools to
notice danger (including awakening rolls, p. 219) while

in your haven.
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BASE HAVEN
B Flaw: () No Haven. You must go to some cffort (at
least a basic test) to find a new resting place every

morning.

+  Small haven, but more secure and private than the
default. Examples: basement apartment, crype,
locked storeroom in a warchouse.

-« Good size, security, or privacy. Examplcs: a singlc—
family home or row house, wolf enclosure at the
200, branch sewer tunnel.

«es Very large, secure, or private. Examples: a com-
pound outside town, a bank bui]ding, 2 decommis-

SiOﬂC‘d subway station.

HAVEN MERITS AND FLAWS
You can add Merits and Flaws to your Haven ifyou
wish. They stack with the base Haven rating to pro-
duce the total dots in this Background for projects and
other uses.

Remember, you can make Haven a shared Back-
ground among your coterie — easily the best way to

afford a Haven with lots of features.

B Flaw: (e) Compromiscd. Your haven has been raided
once before, perhaps before it was yours. It probably
appears on someone’s watchlist. Invaders or spies can
add two dice to their pool to penetrate or surveil your
haven. If you ever do get on the Inquisition’s radar, you
should think about moving out.

W Flaw: (+) Creepy. Your haven looks like the den of a se-
rial killer, which in fairness is probably exactly what it

is. Unknowing neighbors might phone in a tip to the
cops or just talk about the creepy place they saw. Your
dice pools on Social tests to seduce or otherwise put
human guests at ease are at a two-dice penalty.

B Flaw: () Haunted. Your haven has a supernatura]
manifestation in it that you do not control or 1'ca”y
even understand. It might just have a ghost, but a
Haunted haven could hold a dimensional portal, a
cursed meteorite, or zmything else you can’t get rid
of. Obviously, someone who does understand the
manifestation could use it to breach your haven’s
security. The Storyteller defines any other effect of

the haunting, imposing at least a one-die penalty



to affected pools used in the haven per dot of

Haunted taken as a Flaw.

Hidden Armory: Each dot in this Merit adds a
stand of arms to your haven'’s supply: one pistol and
one long firearm, with ammunition. They are as
secure from discovery as your resting place.

Cell: Your haven has a dedicated, locked place to
store two prisoners, with a base Difficulty to escape
of 5. Each extra dot cither allows you to store twice
as many prisoners (up to a maximum of 32, only in
very large havens) or adds +1 to the escape Difficuley.
This Merit is not available in small havens.
Watchmen: You have cither private security or
criminal thugs guarding your haven. Each dot of this
Merit supplies four Average guards and one Gifted
boss (sece Mortal Templates, p. 185). If guards would
be conspicuous here, buy this Merit cautiously.
Laboratory: Your haven has an equipped labora-
tory with a dedicated industrial sink, gas jet,
reinforced floor, etc. Each dot of this Merit adds
one to the dice pool for rolls related to one Sci-
ence or Technology specialty or to Alchemy dice
pools for thin-bloods using the Fixatio method (p.
284). This Merit is not available in small havens.
Library: Your Haven has a dedicated 1ibral‘y on
the occult, Cainite legends, city history, vampire
lore, or the like. Each dot of this Merit adds one
to the dice pool for research rolls for one Aca-
demics, Investigation, or Occult specialty. Small
havens limit this Merit to a maximum of one dot.
Location: Your haven nestles in one of the most
fashionable or otherwise exclusive areas of the city,
in the Rack, on a small island, or otherwise in a
prime spot. Add two dice (or +2 to foes’ Difficuley)
to bonuses on the relevant die rolls from either
Chasse (p. 195) or from your base Haven rating
(pick one). If neither modifier precisely maps

ro what you have in mind, work out with your
Storyteller when you can expect a two-dice bonus
to occur. For example, a Haven close to Elysium
might grant a two-dice bonus to Etiquette tests in
Elysium and on tests to pick up on court gossip.
Luxury: High-definition flat screens, designer fur-

niture, objets d’art, or other expensive details give

you a two-dice bonus to Social tests dealing with
mortal guests in your haven. If you don't have at
least three dots of Resources (+++), your décor was
gained illegally.

Postern: Your Haven has a rear exit, secret tunnel,
grating in the cellar leading into the sewers, or
other unobtrusive way out. For each dot of this
Merit, add one die to your dice pools to evade or
escape surveillance near your haven.

Security System: Your haven has a better-than-av-
erage security system. For each dot of this Merit,
add one die to your dice pool to resist (or alert
you to) unauthorized entry into your haven.
Surgery: Your haven has one room equipped as a
field surgery or better. Add two dice to relevant dice
pools, generally Medicine, for tests performed in your
haven. This Merit is not available in small havens.
Warding: Your haven possesses some kind of
magical ward barring supernatural forces. You
may not be able to deactivate it, but it allows
you to pass. Discuss the limits of‘your ward
with the Storytc”er. Each dot of this Merit
adds one to the dice pool to resist supernatural
scrying, as well as whatever other entry the
Storyteller allows it to prevent. The Storyteller
may require you to possess Occult 3 or better,

or Blood Sorcery, to buy this Merit.

Herd

You have cultivated a group of vessels from whom you
can feed without concern. You can use them to per-
form basic services, although they are neither as tightly
controlled nor as loyal as Retainers. (If needed, build
your Herd as a combination of Weak and Average
mortals; sce Mortal Templates, p. 185.) You can slake
your Herd rating in Hunger each week without a roll.
(This benefit can be shared among more than one vam-
pire.) Overfeeding endangers your Herd, potentially

dropping the rating as members dic or flee.

B Flaw: (+) Obvious Predator. You exude a predatory

demeanor, and humans instinctively fear and mistrust
you. Lose two dice from any dice pool for hunting

except purely Physical expressions of stalking, chasing,

CHARACTERS
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and kiﬂing. Lose one die from
any dice pool for any Social test
intended to put humans at ease.

You cannot maintain a Herd.

. One to three vessels with
random Resonance and no
Dyscrasias: You can changc
one victim’s Resonance once
a month with a successful
Mzmipulation + Insight test
(Difficulty 4). Examples:
graduate students, musical
pupils, cleaver family

-« Pour to seven vessels, half of
whom share one Resonance
that you pick when you buy
this Advantage. Examples:
Aging devotees of the city’s
fading goth or bhangra scene,
fellow club scenesters, large
cleaver family

«s«  Seven to 15 vessels, with two
different Resonances that you
pick cach week when you feed
on different Herd members.
Examples: rugby team, swinger
scene, dance or night school
class, night shift employees

eess 16 10 30 vessels: Pick two
Resonances every week. Herd
maintenance, cover ups,
and recruitment take occa-
sional roles in your chronicle.
Examples: cult, large brothel,
sweatshop

sssss 31 t0 GO vessels: Pick three
Resonances every week. Herd
maintenance and recruitment
begins to brush up against the
Masquerade. Examples: Large

cult, large sweatshop

Loresheet
Buy an Adv:mtage from a
Loresheet and integrate the story
of that lore into your character’s
lineage and connections. Some
Loresheets (especially the “De-
scendant of ...”) require the charac-
ter be of a specific clan.
Remember, that just like
other Advantages, cach level of a
Loresheet is self-contained and
must be bought separately. It
does not automatically con-
vey the “lower” levels of that
Loresheet.
See Loresheets on p. 382 for

more.

Mask

As stealth predators, vampires
have few weapons more potent
than their pretense ofhum:mity.
The lies the Kindred live constant-
ly shadow your stories, and no
description of a lick should omit
how they navigate mortal society
— what thcy wear as a2 Mask. A
good Mask explains the character’s
nocturnal existence and offers
plenty of opportunities to be alone
with mortals.

Some vampires switch back
and forth between Masks, risking
deep identity confusion and slip-
ups, while others forgc singlc plau—
sible identities and strict]y adhere
to them for a human lifetime be-
fore they switch, adding makeup as
they “age,” and faking every aspect
of life to look perfectly normal
on paper. Others, almost always
Nosferatu or unbound vampires,
forswear safety for freedom off the

grid or on the streets.
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By defaule (at no dots) a vam-
pire cither has no need of a Mask,
such as those recently Embraced
and still able to pass as the human
they were, or has a single Mask
and fake ID that can stand up to
a traffic stop or similar surface
scrutiny. A zero-dot mask does not
pass a background check, much
less a proper investigation by the

authorities.

B Flaw: (+) Known Blankbody.
Your biometrics, name, history,
known associates, and aliases
appear in several inte]ligence
agency databases, flagged as a
potential terrorist. Any inquisi-
tor can read between the lines
and recognize you as a vampire.

B Flaw: () Known Corpse. Pco-
ple know you died recently and
react with shock and horror if
you appear among them. This
Flaw also applies to any data-

base lookups on your identity.

. You have a good fake identity,
including a credit card, bank
account, credit history, birth
certificate, etc., all in your
Mask’s name. You can pass a
state or provincial-level back-
ground check.

«« Your Mask can pass a
background check with the
national po]ice: FBI, Scotland
Yard, or the Cquivnlcnt. IFyou
had a mi]itary or intcl]igencc

record in life, it has been clas-

sified.

If you have a two-dot Mask, you
can also buy the following Advan-

tages for one dot cach:



L
* “The saddest thmg is that we're you

‘ people are just like you. Only better.

- warse. All the bad things are m‘dgm—

daylight and food and knowing how

it feels to touch someone and care. [

, stopped

e saddest thing,” sffe sald

I said nothing.
“In your fantaszes ? she said, “my

We don’t die or age or suﬁer frq:ﬁ'
pain or cold or thirst. We’re snﬁppier
dressers. We possess the wis /m of the
ages. And if we crave blood, well, it is
no more than the way you people crave
food or affection or sunlight—and b
sides, it gets us out of the house. C
Coffin. Whatever.”

“And the truth is?” I asked h-‘

“We're you,” she said. “We’re.y )
with all your fuckups and all the thin
that make you human—all your fears
and lonelinesses and confusions...none
of that gets better..

“It’s like geiting famous, or getting
rich. iYou re the same person you were
wherl you were unknown or poor. Only

fled -and you don’t remember where
thf_z good things are anymore. g~

“It’s all chat. But it’s more. We're /
colder than you are. Deader. I miss

remember life, and heeting people as
people and not just as things to feed
on or control, and I remember what it L
was to feel something, anything, happy e

or sad or anything..” And then she

“Are @u crymg?”l asked.

AR
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. Zeroed: Someone in high
places has purged your real
records. You officially don’t
exist.

. Cobbler: You can make or
source Masks. Making a
Mask takes three days per
dot and possibly exposes
you online; sourcing Masks
takes one day per dot, but
costs somcthing in return.
How much depends on your
leverage, margin on the
Social test, or whatever else

the Storyte]lcr decides.

Mawla

This Trait represents one or a group
of Kindred who looks out for you,
offering guidance, information,

or aid once in a while. The word
comes from medieval Arabic, mean-
ing different things from “a trusted
one” to “uncle” to “source of neigh-
borly protection” to “non-Muslim
whose oath still binds them.”
Western vampires brought the

term back from the Crusades, and
as the Ashirra and Camarilla find
themselves increasingly allied in the
Gehenna War, the word enjoys a
resurgence in vampire society.

A Mawla may act as your men-
tor. Such a role commonly falls to
your sire, if‘they don’t treat you as
property or ignore you.

Your Mawla might trade
information to mutual benefit,
or even come to your aid if you
have respected the relationship. A
Mawla may be powerful, but their
power need not be direct. Depend-
ing on the number of dots in this

Background, your Mawla might be

nothing more than an ancilla with
a remarkable information nerwork,
or they might be a centuries-old
creature with tremendous influence
and supernatural power. They may
offer advice, speak to the Prince or
Baron on your behalf, steer other
elders clear ofyou, or give warning
when you're walking into situations
you don’t understand. Your Mawla,
of course, expects reciprocity.

A Mawla rating could even
represent a group of like-minded
vampires, such as the elders of
the city’s Tremere chantry or a

Trotskyite clique amongst the

Anarchs in town. (The plural of
Mawla is Mawali.) As a general
rule, a Mawla group costs one dot
more than a single Kindred of
that level: a coven of elder Mawali
would be a three-dot Mawla group,
for example.

Whoever they are, write them
on your Relationship Map when
you buy them.

As a general rule, Mawali pro-
vide a helpful word and occasional
political pushes or cover, but they
don’t fight your battles or call in
valuable favors. If they must do so

for their own sake to aid you, you



probably lose a dot or more of this
Background, after arousing their ire.
Characters can also acquire
one-off Minor Boons (p. 315) from
other Kindred, only during char-
acter generation. These boons cost
half the points (rounded up) of the

equivalent Mawla.

ADVERSARY A fellow Cainite
who generally wishes you (or more
likely your sire, lineage, or mentor)
ill, an Adversary is the reverse
Flaw of the Mawla Background.
Adversaries range from one-dot

elders to three-dot Princes or

powerful cabals. The Storyteller
uses either the Advcrsary’s Status
or some specific other Trait when
building dice pools with which to
oppose the player characters, not
the dots in Adversary.

. Neonate
.« Ancilla
«ee  Elder

e+« Primogen or Anarch Revolu-
tionary Council member

eesee Prince or Baron

Resources

This Background describes your

!

Resources. These benefits are not
necessarily financial in nature
and are rarely comp]ete]y 1iquid,
but you can often sell them to
gain money. It could take weeks
or even months to do so, depend-
ing on how much needs to be
sold. Especially as the Second
Inquisition closes down Kindred
bank accounts, vampires increas-
ing]y return to ho]ding their
Resources in cash — or in gold,
art, narcotics, guns, and slaves.
Dots of Resources provide an
income for you to maintain your
standard of unliving, but you
must detail the source of your
income and the form this Back-
ground takes. After all, it might
dry up, get stolen, or otherwise

vanish during the chronicle.

B Flaw: () Destitute. You have

no money le’ld no homc.

e  Portfolio Proletariat: You
live paycheck to paycheck:
apartment, car, camping
equipment.

s Middle Class: Nice apart-
ment or small house, several
cars, high-end equipment

ees  Rich: Great condo or nice
house, luxury items, high-
end equipment for several
people

sess Wealthy: Mansion, helicop-
ter or private jet, very spe-
cialized high-end equipment

sesse Ultra Rich: Many mansions,

“anything money can buy”

CHARACTERS
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Retainers

You have one or more loyal and steadfast servants or
assistants. Retainers may be ghouls who are blood
bound to you, individuals you have so Dominated
over the years that they are incapable of independent
action, or individuals you have so overwhelmed with
your Presence that they would do anything for you.

You must always control retainers in some fashion:
a salary, vitae donation, or direct mesmerism. Though
typically loyal, retainers may betray you if the reward
outwcighs the risk or ifyou have treated them bndly.
The Storyteller can always call for a scene between you
and a retainer.

Retainers should act as characters, not puppets.
Even ghoul retainers aren’t supermen; the most skilled
servants don't always show the highest loyalty. Eve-
rything in Vampire is a tradeoff. Storytellers can use
Retainers to add flavor to the chronicle; don’t let them

or their misuse damage the story.

B Flaw: (+) Stalkers. You have a tendency to attract
people who become a tad too smitten with you
for your own good. A former retainer retains their
memory of you and a desire to reconnect. They may
be hungry, love-maddened, desperate, opportun-
istic, or any combination or variation. Should you

gCt Tld OF thClTl, ﬂl"lOt]’lCl’ SOON appears.

. Underwhc]ming retainer: A child, criminal low-
life, or horror nerd follows you around and does
your bidding without a Blood Bond. Build them
as a Weak morral.

= A ghoul, a family servant, a human lover, or a
dominated thrall: give them a backstory. Build
them as an Average mortal or as a ghoul with no
Advantages. For more on Ghouls, see p. 234.

e A retainer competent enough to act inde-
pendently and make lesser problems go away.
They are likely a ghoul with traits equivalent
to Gifted mortals, on top of their supernatural

abilities.

Status
You have something of a reputation and standing

(earned or unearned) within a specified local commu-
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nity of Kindred, probably Camarilla or Anarch. Status
among Camarilla society derives as often from your
sire’s status and the respect due your particular blood-
line as it does from personal achievement. High Status
among Anarchs theoretically depends on the charac-
ter's contributions, but more often to their degree of
connection (by Blood or coterie) to the current Baron
or other ruler.

Status in one sect does not transfer to the other.
By and hrgc, Status held in another city cffcctivcly
reduces by one dot; an Influential (ses) vampire in
Cartagena is on]y Respectcd (e+) in Buenos Aires.

The Storyteller may occasionally call on you to
add your Status to a dice pool along with a Social
Trait, especially for first meetings and court happen-
ings. In other cases, the Storyteller may allow you to
substitute your Status for a Social Trait — but other
vampires may notice that you're skating by on Status,
instead of properly using the Etiquette Skill, for
example.

Caitiff characters begin with the Suspect Flaw and
may not purchasc positive Status during character

creation.

B Flaw: (s+) Shunned. You're completely loathed by
this sect. You betrayed them, crossed a local leader,
or ﬂ)ught them in the past. Members of this group
will activcly work against you ifthcy can.

B Flaw: (+) Suspect. You're not good with this sect
at all. You weaseled out of a boon, broke an oath,
or did something similar. You can try to stay out
of sight and out of mind, but unless you somehow
make amends, you suffer a two-dice penaley to all

Social tests involving the offended faction.

+  Known: A properly introduced, welcomed neo-
nate, seen as an up-and-comer.

o Respcctcd: You have rcsponsibi]itics Now, an aver-
age ancilla.

see Influential: You hold authority over part of the
group, an average clder.

sees Powerful: You hold office in the group, such as

Sheriff, Harpy, or Scourge.

seess Luminary: You sit at the table of power in the

group, a respected member of the Primogen W



Coterie Creation

Players might build their charac-
ters individually, but they build
their coterie together. Collabora-
tive coterie creation creates shared
buy-in to the chronicle, and it
allows playcrs to indicate which
aspects of the World of the Dark-
ness thcy have the most interest in
cxp]oring.

The coterie pool begins with
one free dot per player character.
(The Storyteller may allow player
groups with three or fewer players
to begin with a coterie pool of two
free dots per character.) Players may

also contribute their own characters’

Advantage dots to the coterie pool.

Players spend the coterie pool col-
lectively, although in some groups,
cach player controls their own
contribution. The coterie can also
purchase coterie Flaws to get more
dots for the coterie during coterie
creation. Every playcr must agree in

OTdCT FOT t]"lC coterie to takc a FIHW

EXAMPLE:

The players have made a Marechal
(see below) coterie, and as such they
argue that they have no Domain of
their own, and instead place their
four dots into Contacts for ease of
travel and a floating cabin cruiser
Haven. They also take two dots

of Advcrsary (a m