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Ithadbeenabout two monthssince the last Sabbat scouting

excursion, which meant thar we were due foranother one. Every

s Cal sandbox decides

en, one of the bishops hiding in the $
the time is right tosend anothercouple of shovelheads into town

on some sort of bad b hering

funter S. Thompson-style info-g
nd it's my job to watch out for that sort of thing. Truth

be told, it's nitso hard to watch out for. This rown is neck-deep
Sabbat

inanarchs who think they're hardcases but aren't; a real

ss sticks out like a sore thumb.

So that'smy job. His Majesty (Prince Benedic, not thar low-
rent Giovanni Rothstein who claims o un the town out of
Bally's) tells me towatch for Sabhat infilerators, which [ do. When
they like to travel in groups, I've found)
membersof theother side show up, I make my report tothe prince,

one (or two, or three

and we bangheads and decide what todo. The decision variesfrom

case tocase, burusually we have o be delicare about squashing the

bastards as soon as they show their faces. 1 mean, Sabbat spics
en't necessarily stupid; they go to ground with the best of then

Th
B
canc

neans that if T zimisce tzchows, err shows up he's

aminy

s to oo it with a safety pin flesherafred through his nese so he

im to bean anarch, not Sabbart. Soif] go out there with my
any real

lown the impostor, well, let's just say th

squadand tke<
archs he'd managed o fool would be up in arms about “heing

oppressed by the man.” At that point the neonares would start
throwing things and blowing the Masquerade to hell sideways,
and that would mean more work for me and mine.

His Majesty; in case you wéee wondering, does not Hke
to pay avertime.

No, it makes a lot more sense to play along, and then

eitherst
prince, or feed the mark false information about our defenses,

he spy enroute to his "private audience” with the

numbers, disposition and 5o on. Send back three different

Rouerm:A Cumoxags Tate

o e yod

5

scouting parties with rhree d reports, and you can
g I

almost hear them tearing into each another from here once

someone takes the time to compare notes. It'sa joy to ponder.

Veg
on tour
the visiting traffic goes down and the pl
we control the take, make sure that it's just the lonely and
unloved who get taken, well, then, this place is a paradise for
our kind. You think the casinos have all-night buffets, you
shouldsce what the streets look like. That'swhy peopl
have to m:

s is a very volatile town, you see. This burg survives

m, which means that if tourists start going missing,

goes to hell. But if

like me

— and [ use the term “people” loosely
he rules and regularions get followed. Ifanyon

tharall

kes too much, or does anything stupid in public,

greedy, or
the entire game could go in the crapper. 1 like this place, and

sodoes HisMajesty, entirely too much toallow that tohappen

The red phone rings. It only rings when there's something

about to go down. | sigh as the damn thing keeps jangling, then

anicesuite

walk across the room topick itup. The princegivesm
i the Mirage as part of my compensation package (it'saninning
1l going togetdental), and 1ike
ike this when

joketharoneoftheseyearswe're

just fine. T never could have affc

Jed apl

Idoenough

Iwasalive, and it'snice that Benedic appreciareswh
to give me this as a token of his esteem.
ncommirtal

I place the phone to my ear and made a n
noise. Duke, the ghoul who works hotel security, answers,
“Mr. Montrose!
connect phone. Good help has never been easy to find

s if it would be anyone else on my direct

“Yes! | rake it we've got visitors!”

“Oh, we've gota live one indeed, sir.” A live one. That

it every time he

usiny

was Duke’s idea of a joke. He'd bee
spotted a Kindred for the past 15 years, and he hadn’t quite
armed to the notion that none of the rest of Prince




Benedic’s employees found the gag particularly amusing.
Still, he's a good man in a fighe, and loyal. Plus, he has a good
nose for sniffing out infiltrators. Useful ralent, rhat

“Just one

“Two, actually. A man and a woman. He's currently giving

of a hard time, claiming his name is

ke,

the desk help something

Tom Cruise. I for the impersonation to

but it's one of Ilu more clever attempts I've seen in a whil

et his room assignment and make sure no one goe:

orout
once he and hisfriend sertle in. Have one of the specials handle the
nd check the trunk for ordnance. Also
run the floorboards o see if they're trying to smuggle anythir
and have your friend at LVPD nun the plates tosee if the car ishot.”

valer parking on their car,

Duke's annoyance is palpable as he responds, “They self
parked, Mr. Montrose, It was part of what tipped me off to
their presence. Otherwise, Ill perform the o
per our SOP. Do you have any other instructions”

il functions,

1. Something about this caper feels
Ise. Just be extra careful on this one, OK?

I find myscl
Nothing

wrong.

I've

1 feeli

“You always have afeeling, Mr. Montrose,” Duke says ashe
hangs up. He's right, though. T always have the same bad feeling
inwhat used to be my gut, and 1

always give him the same orders

onceasuspiciouscharacter checksinorotherwiseappearson the

scene. Thar's one of the strengths of the team, though: routine

o it right this
e done it right a hundred times

Tradition. The knowledge that we're going to
rime, be

ause we
E - 3 - - -

An hour later, Duke is sitting in the almost-but-not-
quite overstuffed beige chair in the corner of my suite, nursing
ahideous concoction he callsa Rusty Nail. He claims that the
raste of one of those mansters allows him to |
the
I\mdu. but | think he just has lousy raste.

ok forward o

g of the vitae he receives every month from Prince

“Where shall I begin, Mr. Montrose! he says, as | plant
myself in the chair opposite his.

“Start with the basics. As always.”
Good old long-suffering Duke. Completely predictable.

“Th

completely legitimar

car was our first are

of inquiry. It is, much to my surprise,

. There'snot much else spectacular about
ir, save that it can probably get up near 200 mph in a pinch,
1s dreadfully and has the sort of solid steel chassis tha

can serve: to knock down telephone poles.

Herouta low whistle, trunk h:

equipment for dayproofiny

Impressive. | take it ch

Del

Duke coughed embarassedly gado did

enough look to see, Mr. Montrose,

Vtgecagood

In't? Well, why the hell not” I fling a coaster
why the hell does housekeeping insist on putting coasters in
my room!? — in disgust

“Because of the Kindred in the way, Mr. Montrose.™

“The what

“ainite, an
1-American youth in his early teens, locked in there.

“Apparently there was a recently Embraced
Afric

Delgado opened the trunk, and the
started thrashing about. He shut the trun|

nregistered passenger
nd reported tome."

“Where is he now!”

“He's at home. I rotated him off shift, so our visitors don't

see his face, match it with any description the childe in the
trunk might give, and put two and two together.”

“Ah. I'll want to ralk to him. Have him give me a call
here. How about our happy couple

Duke shuffled his papers and flipped to another page in his

notes.
the
door, they're sleeping in the bathroom, most likely in the b,

“They're in Room 1413, and we're reasonably certain

e done some crude ligl

tproofing, By the sounds ar the

The arrangement is nothing we haven't seen before, should we

wish to extract our visitors quietly. They haven't even made

contact with any lacal Kindred, so it’s not as if they'd be missed

n them?™

“Hmm. Let me think. Do we have descriptions ¢
.

enhanced im:

ithout a word, Duke hands me an «n\-c\npc containing
iges of the pair from the lobby's security came
Twoareclose-ups, while the third isa wide \”rthr

Isee the womansquite attractive, and thatcowboy hat looks like

elegan.

it's welded on. She probably dug herself out of the ground with
nythingint Whar's
wre? | can barely see their face:

it. The otherone— Idon'tsee estinghere

the &

al with the third pic

“If you please, Mr. Montrose
question back, grinning that smug little grin thar means he
thinks he’

» Duke takes the picture in

about to show me up. “If you will observe, this

picture was taken from camera four, which takes a long sweep
of the lobby and silhouettes those who are checking ir
*—against the mirrors on those columns.”
actly, Mr. Montrose.” Duke is nodding, and he still

as that smirk on his face. *1 believe | suggested we install

camera four for precisely that purpose, so that we might see if
any of our guests might be—"
“Lasombra. They actually sent in a Lasombra this

time. Beautiful

Duke loses the smirk and looks slightly alarmed as |
chortle

If there's

Mr. Montrose, shouldn’t we inform Prince Benedic?
a Lasombra in the city—"

Teuthimoffagain. It getting to be ahabit. "1 will inform
the prince in due time. In the meanwhile, I think we're going
to run a disinformation job on this guy. [ want you to get me,

. how abour C:

Jet's se tor, and get the team in place, and

meet me back here in an hour.” I'm up out of the chair now,
This could be a good break. Duke is rising

pacing exciredly

as well, heading for the door as he mumbles some impeccably

polite and semantically empty parting
Once Duke is gone, | head for the other phone, the one that

speed-dials Benedic's private line. We know better than to take our

conversations onto cell phones — one particularly sensitive

ation got picked up by a kid who had sumbled across

Benedic's frequency with some sort of pirating device, and | had to

arrange a very tricky accident onshort notice to hide the evidence.

These nights, s all as close ro solid state as we can make
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That doesn't mean that 1 don't eavesdrop on other
Kindred's cell ¢
yself

Benedic's phone rings precisely thrice before the prince

ones. I'm just not dumb enough to use the

picks up. “Yes?" His g nd tentative, like
he's afraid the receiver's ear. Then again,

'm not surprised he still has

r how old Benedic is,
lc
e Wehave twoinfiltratorsat the

s about techr

en in the trunk of their car. One of
s '

only a gu feeling

while his friend is anyone

b by her looks, but i

nd falls silent fora long
in might take some selling,
valuable asser. “Well, the fact

changes things. If he

s, it sets whoever's leash on alert. I'd

put on a good show for and send him back with a
full of ¢
this deal's going to require
t. We had better be preg

he's

he: in eliminate him. However,

selling for him to believe
Il the way on this one, or
o think that

g's up.”

nedic flips through thing on the other end of the

line, moves & wduces some other noises thar |

n't even begin to identify. *I'm interested in heari
off to¢

of lies you want or, and what you me:

il the way." You worry me when you say such thi

| am usually the one who foots the bill for your excesses.

wy that every ti

t have | failed you yer?” Its

ic loves the idea that I keep his
i 1 bit less. When the jc
it

in ld argumer

city safe, burwishes | ¢

this imp h, | prefer 1

skimp on the details

1 can hear the prince chuckling on the other end.

nyet,

i I'm hoping renow. What will this one costme

ake an unnecessary, but soothing deep breath. “How
lo you feel about Duke?

An hour later, I'm in the basement of the Mirage,

the hole re they ke
chemicals and the

the janitorial supplies, the cleaning

dies. Sta

1 me is a low-level

Ventrue flunky by the name of Alexander Cantor, who's
dressed in a suit that's entirely inappropriate for this puddled
mess. He keej wping back and forth, in hopes of
keeping

It's not working
I've gora headses

s wearing. “I'minsi

Wish me luck

rat-tat-tat of

or, “Mr. Cruise? Mr. Cruise?”
il a muted
msiderable

Over the wire he distant fumblir

voice o 1 afraid the matter is of

about a girl. “No, Mr. Cruise




Duke is playing his part just right. The tone of his voice

indicates that he knows the g
doesn't care if his tar

*story is bullshit and that he

he does. Then there's the

sound of the door cracking open, and the curtain comesup on

Duike's final performance

“We have rules in this town, Mr. Cruise

pardon?” There's more indec
theline,and Cantor does thi
ible without
ride *....appears t
1 that your presen

ou, and Lanat

for a second, then a wisec

The elevaror
storeroom. The doors squeak a
his name is, walk out. “Cruise
looking, and he's flicking
an ambush. He doesn't s
meeting with “authority” is
basement, down among the be
toilet cakes. | swear, that's ¢

able attitude that con

ittle cont

iching me. Meanw
you care litle for ¢

wt one of benefic

rised, though, that his
ning in a crudhole sub
ix and crares of

st weaknesses these

Sal : their big bosses like to

ut in shitholes, ours do as well: Benedic wouldn't be

ar
caught down here if there were a six-pack of Caine's blood

sitting in the middle of the floor. Still, their delusions serve my

purposes. A meeting that would seem like a transparent scam

to any normal vampire makes perfect sense to a shovelhead
Duke and the Lasombra are talking, saying

ing. I'm sude us toget this over witk

Canror me with disgust for a s

“Duke, this

isn't Tom Cruise,” he says, with precisely zero enthusiasm

then he remembers his line

Next time I'll get myself a Toreador
The ghoul and the vampire ght on the mark 1'd
taped for Duke on the floor. Perfect. "We've already been
through this,” Cruise says petulantly. “Your clerk spelled my
name wrong.” He purs hishands an his hips and looks around.
Ir's showtime
Idrop the Obfuscate, and mentally give the

not flinching when he sees me. Even the other N

his usual impeccable self, radiating imconcerm as he picks
imaginary line f may beano-talentyutz,
but he ar least looks the part of “Welcome to Vegas,"
say, "L am Montrose, and
Perhaps you'd care to inform us as to your business
The Keeper sizes us up, decides he might be able to take
ushoth. Lcan see it in hisaura that he'sabour to do something
stupid. “Not business. Pleasure. I'm in from California to do

N

Wi

o R
W
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“And the Kindred in the trunk " | rais
an eyebrow. His move,

ed what was left of

‘e were driving inshifts.” His tone is defensive. Beside me,
Cantorshiftseversoslightly, and 1 know without looking that he's
pumping up his blood for a fight. “He had the night before.”

1 Taugh, a signal to Cantor to back down, What's going

wnd herc

happen has to happer s will justscrew things up.
L don’tyou think, Adam Stiers
from the Anarch Free State!” | emphasize each capital letter to
make it seem like I'm proud of myself for digging up those choice
Perhu Prince Benedic keeps
the rabble in line would do you some good.” That's Duke's cue,
ndl he slams a meaty hand down on Stiers' shoulder.

I grab Cantor's hand and pull him back into a shadow,

where | can hide us again. Duke's eyes get wide

e

“Quitean odd set of circumst

ridbir

s he sees us
vanish — that wasn't part of his briefing. Stiees furns and
nearly rips the ghoul's arm off, then slams him against a rack
of pap: gers, then starts screaming as the
Keeper does something to the darkness in the room thar

towels. Duke s

makes shadow spill out of Duke's mouth and damn near tear
hi half. Beside me, I can feel Cantor tensing up like he's
going to jump into the fight, and  have to clamp my hand on

his wrist to keep him from going off half-cocked.

Duke is down now, the Keeper tearing at his wrists and
imbling in his pockets for the elevaror key, Next t me,
ntor is visibly shaking

s he restrains himself from going
what? The blood? The Lasombral 1

after don’t want to
know. There's a squelching sound — blood on boor soles —
as the vampire heads for the elevator, then I hear the familiar
grinding sound of the doors and we're alone.

Duke's almost gone when Cantor and 1 get to him. He's
1 lot of blood. That's actually.a plus, as it will make what
omes next easier. | kneel down nexr to him and lift his head
upwithmy left hand. “Don’t worry, Duke. Its going to be OK.
I won't let you down. Everything’s going to be OK.” He looks
at me, eyes dulled with pain, uncomprehending, 1 just hold
his head up and mutter soothi

nonsense as the blood runs
out of him. Beside me, Cantor has his straight razor out and

rolls up his cuff so he doesn’t get blood on his shirt sl

when it's finally time to bring Duke across. Everything's going
toplan,E

verything's goingtobeall right for Duke. Everything's

ing to be just fine.
- - - < < -3 -
Duke is sitting in his same old ct
Lt took him a night

ir, riffling the same old
t back on his feet after Cantor
what he'd been thre
s looking a trifle pa
Ventrue, but otherwise it’s the same old Duke, right down
suit. He's discussing the fallout
from our little misadventure. *We've discovered one body in
the garage, and one dead cashier at the parking lot exit.”

Taken care of?”

P
Embs
a remarkably fast recovery, He

aced him, but considerir

to the same ill-firting bl

nirist

The cashicr’s family received the nor

HOf course

packa

e, plus some extra flowers. There was also one

 paliiias

Rouwerr:A Caumowass Taie
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badly hurt when Stiers apparently clipped himwith a tie iron
from a moving car, but other than that, I was the only
faraliry.” An untouched Rusty Nail sirs in front of Duke on
the table, a symbol of the way things were. I's important to
him to hang onto that symbol, 1 think, so I made sure to pour
it for him when he walked in. The lirtle rthings count.

And is that it

Apart from the traffic violations, yes, Mr. Montrose.
he riffles the papers again
ome sort of gang incident with

inted the incident as,

P
unnllenml-ulm:In\ ts,
riff-raff from Los Angeles.

Fortunarely the robbery acrass
town a few months ago makes our story seem credible.”

I nod. “Goad. Did we get a read on Stiers’ lady fric

“Yes. She was responsible for the corpse in the gamge
Apparently she hassome smallskill with your favorite parlortrick,
as DiFelicesayshesaw hersimply appearnextothe carwhil Fwas
taking Stiers to meetyou. Other than thar, she did not e vy
spectacularabilities. Shedid, however, seem to have arathershort

wce

temper, tathe point of near-psychosis. The victim wasa passerby

alked

headedfor hisowncar, andshesimply. . snappedwhenhe
by. DiFelice says it seemed that she w

“And the kid in the trunk™

tired of waiting.

“ believe he is still there.
Iwave the detail away asunimportant.
So Stiers and his lady friend ger away, convinced that we're a

ne, whatever.

bunch of idiots and pushovers, and that Cantor actually has some
powerin this town, | mean, if we were tough, we neter would have
let him kill one of our prize ghouls, right?” Duke flinches, but it's
part of the hardening process. Once you're de
yourself to shudder at the
c

you can't allow

t. “In the meantime we leamed the
liber of scout they're sending in— and that maneuverhe pulled
with the shadows rells me that Stiers is some fairly heavy artillery.
If the other side is using guys who are that powerful for scouting
missions, then an offensive is coming. A major one. But if we s
keepfeeding them false information about how weak we are — by,

say, running away the second the big bad Lasombra takes a swing

1 ghoul — we can make them overconfident and have them hit
roo early. Before they're really ready.”

Duke nods, comprehending. He still doesn’t like what
happened to him, not that [ blame him one litcle bit, but he's
apragmatist. He understands the necessity. Meanwhile it'sup
to Cantor to get him up ro speed on his Disciplines before the
assault comes, while I have to train his replacement and

maybe pick a few reinforcements out of the crowd.
Across from me; Duke flips to a clean page and starts

sketching out plans for improving the
garage. That's the way things should
promotion, once you eam it. Now it's

enses on the parking

Loyal service and a

things s
striking too early, it's still g

ng to be a bloodt
going to have to e going triple-shift to keep the Masquerade
v bullets, blood
. It's going to bearoyal bitch tocl

in one piece. There are going to be bodies

and death everywl

an up.
Seill, it bears working.

k.
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Give way - thy God loves blood! - then look w it: -Give

way eve he hath more!

Lord Byron, Cam: A Mystery

Welcome ro the end of history

heven among
Vampires the question of when pre millennium is

due sparks much debate), and in the face of the 218t century,

ngdrastic and fundamer

the Camarillais underg
F

vided for balance between the mortal and immortal worlds,

1 five centuries, it has maintained the Masquerade, pro-

and mastof allstriven touphold the sratus quo. For more than

heen successful. More than thar, since
the mud-1400s, the Camarilla has been essentially synony
mous with

five ce s, it h

mpIric society.

Zamarilla is

But now, all of that is char t

wirs the cities of

by foes, within and without. T

ica's eastern const, while Cathayans probe for weak-
les flare into new
prominence, while everywhere the signs foretold in the Book
are looking for them. Even
even clans of the Camarilla has

nesses in the west. In Europe, the old stn

of Nod are apparent to those wh

more shocking, one of the

left the fold. In the hour of the C: la’s greatest need, one

m
of its pillars has proven untrustworthy,

It 15 under such dire circumstances that you are we
comed to The Guide to the Camarilla, the compl

sourcebook forall things relating to this most august gather-
ingof vampires. Inside this hook iseverything youmight have
wished toknow abour the Camarilla, the vampires who make
up its ranks, the way in which the onganization functions, the

powers its members and officers possess, and perhaps evena
few of the secrets the group's elders have been hiding.

WHATISTHECAMARILL AT

To understand what the Camarilla is, it is first necessary

and abiding level, what i

rillz

that contains the vampiric

tw understand, on a de

s not.

Specifically, the Cam s most dufinitely not the group

od guys.” There is nothing

intrinsically good, true or nice about the Camarilla or the

vampires who camprise it. The Camarilla does not exist to
protect humanity from vampiric depredation; mther, its
function is to ensure the safest and most profitable existence

possible for irs members. The care the Camarilla rakes not ro

make toooverta presence is preciscly the same effors the wolf
makes to disguise his presence among the sheep

What the Camarilla is, then, is a sect by the
of the vampires
members from the

\pires,

and for the vampires. It exists to protect its

seas of humanity, who by dintof

sheer numbers could wipe most of the Kindred off the face
of the carth. The Camarilla’s single greatest creation, the

Masquertade, exists for precisely this purpose. A v
musdirection and falsehood, the Masquerade hides the very
fact of Kindred existence from the mortal world. What
humanity can’t see, it can't kill, and thus the Kindred are
safe. Th

fact that the necessity of preserving the Masquer-




ade cuts down somewhat on the casualties Camarilla vam-
pires inflict on the mortal population ismerely a by-product
of the need o preserve the illusion.

What the Camarilla is really about, though, is the status
nd the preservation there

The elder vampires who
like having power. They like
having control over hundreds and thor
Kindred. They like havin ve of subordinates
there to protect them. And, most important of all, they wan
i

te the Camarilla’s polic

nds of younger

wave after w.

“amarilla
works, at least for the vampires who make rhe policy dec
nd thus they direct the sect's policies toward
preservation rather than improvement. Could the Camaril
work berter! Possibly,

keep thingsexactly the way they like them. The €

sions,

bur then it wouldn't serve the interests

of those who control it nearly as well.

Even those vampires
P
terest in keeping il

swerdown in the powerstructure
nd elders, for example — have
Relics of
past, these Kindred have no place in the modern w

a vested

ogen

ngs as they 2

themselves, they'd soon perish. The Camarill

them with a buffer against the harsh winds of change,

protecting them from an era that has no use for fencers or
nobles from the court of the Sun King, but every use for
coders and phone phreaks. By keeping the Camarilla the
i-feudal organization that it is, these Kindred make a
comfort zone for themselves. By wrapping the Camarilla up

n Traditions and offices, they keep the sect on a level they
can operate on. Whether th
sect’s evolution is ultimately harmful, none

s deliberate retardation of the
can say, but
there are any number of y \un--u[\;ndml whoare less than

pleased with the current state of affairs.

s for the youngest of these immartals, whar does the
Camarilla offer them? Inaword, security: Thesect is protection
(stifling though it may be) while the new vampire comes into
his powers and | new existence. Itisa
| world and other vampires, a
shelter against the new and terrible perils of unlife. While that
security can “.mm grow oppressive, in the beginning it is

, who would

wrns the customs of b

group of allies against the mc

a newly Embraced

||:||\'m'\:-\' l\- completely and utterly alone

THeBasics

In theory, the Camarilla is the universal organi
wpites (called Kindred,

ation
of a means of cushioning the

harsh reality of vampirism) that speaks for and le

lates

ry vampire in the world. Bound by a series of

nd destruc-
‘amarilla is open ro any

s regarding the creation, behavior
of Kindred, the ¢
rdless of clan or origin, The sect al
dance with on
all &
led the Masquerad

vampire,

s0 strives, inaccor-

of the Traditions, to hide the existence of
ity from mortal eyes. This deceprion,

mpiric ac

is the defining detail of the

C
armed strug

narilla’s existence; the crea

aron, maintenance
le to uphold the Masquerade is what dr

much of the v-Re,
mpire might be, there are still only a
ative handful of Kindred in the world. Should humanity
become aware of vampires’
cauld only have one possibl
rious, the Kindred esse
weight of numbers would be too much for even the most
potent Kindred to withstand. Fear of the day when tf
genocidal tide rises is why the Camarilla strives as hard as

ardlessof how powerful

ny individual v

wce, the resultant war
conclusion: humanity victo-

exist

illy exterminated. The sheer

£

at

le

it does ro defend the Masquer:
rilla is far from universal, Of the 13
ans of vampires, only six pledge their allegiance

In truth, the Cam
ill-fledge
to the sect. One (the Gangrel) has recently abandoned the
marilla, two stand in direct opposition to

c

as the heare of
hbat, and four stand aloof, supposedly neurral or at least
uniligned. Even the aipsosdly Yoyal elur
their loyalty; sc

the

are imperfect in
called “antitribu™ abandon rhe €
clans to serve the enemy, and more Kindred proclaim them-
selves to be o

“amarilla's

narchs, beholden to no seet or group save the
ones they themselves create

Sa, beset by foes within and wichout, the Camarilla
must be

s, yes? Hardly. Even on
the doorstep of the Final Nights, the Camarilla is the
reest, strongest and most populous sect of vampire
world. It still controls much of the Americas, has inre
the FarE: es almost all of Europe. While fewer than
half the clans belong o the Camarilla, it still boasts more
clans than any other sect. And while the ferocity of the
sect’s foes may give them certain plusses, the Ca

in the

s in

astand r

arilla’s
unparalleled mastery at working with and through hum:
offers it a tremendous advantage.

In PrAcTICE

In practice, the Camarilla is a sect of cities. The faction
as a whole is ruled by the Inner Circle, though few outside
that body's ranks can tell you who, whart or how large that
Circle might be. The most popular ramor is that the Inner

Cirele consistsof either the quasi-legendary Founders or the!
childer, but no one seems to know for cert

in. The Inner

Circle meers once every 13

ars to appoint new justicars,

who then serve as the ruling council’s agents in the field for
the next decade-plus. Each justicar in turn appoints and
blood bonds archons to assist in her work, and thus the
internal policing of the sect is assured.

The v
archons, justicars or members of the Inner Cire
dwellin the ¢ nkly more co
nightly business of wharever merrapolis they
than they are with the sect’s sweeping policies. Cities under
the Camarills

st majority of the Kindred, however, are not
They

es, and werned with the

call home

acgis are ruled by a prince, who is advised (or
somerimes dominated) by a coun
mogen. Ben

and self-appointed offic

of elders called the
awhole ar

h the prince of appointed

who keep order, uphold the
Traditions, and squabble amongst themselves seeking more




power. Those Kindred who don't hold ritles seek them,
those in power seek more power, and at the top of the
ks to ma
nstronge

pyramid the prince ntain his authority while

ongh to repel attacks from

For the &

exists as o series of laws to follow, powers-tl

vampire on the street, the Camarilla

be to avoid or

impress and peers to maneuver against. His concerns are
keeping his haven safe against mortal and immortal intrud-
city'shierarchy (orat e
sround underfot by the
ery of rule), and keeping himself fed withour drawing the ire
mote powerful Kindred. 1 as far from the grand and

ers, findinga way oadvance in the

tokeep himself from be

ious war against the Sabhat or the high intrigue of the

elders as one can imagine, but this, too, is an essent
element of the Camarilla,
AdE

Many of the movers and shakers of the Camarilla are
old — centuries or even millennia old. They have seen

pires rise and fall, philosophics and utapias crumble

and have moved, unchanged, through all the wmult

Theirs is the stabilizing — some would say, ossifying

nee that anchors the Camarilla firmly in its Tradi-

pre

tions and history

Atthe
sectthan ever before. As the mortal population hasexploded,
it the Kindr
look

ders with a

e time, there nore young Kindred in the

the cities

so tow has the capacity ¢

» suppe

That meansmore upires, all of whe
at their staid, stable and rerrifyingly powe

combination of

ul ¢

eur and resentment. Even as age defines the

arilla, it divides the sect as well

IMacine Trus

Imagine working for a normal, mortal corpora-
tion. You're brought on fresh out of college, work
vour way up the ranks, and, as those ahead of you
retire or seek employment elsewhere, you make
to the top. The process is time-
consuming, yes, but inevitable. Everyone grows old
n CEOs.

Now imagine that same corporation, but with
no competitors for employees to flee to and no

your steady

and dies, e

chance of the exccutives growing old and dying
There is noopeningabove you, and there will never
be — unless you make it. Either you force your w:
ntothe power structure by any means necessary, o

you spend eternity as entry-level. You have no
thority, no hope of advancement and no protec-
tion against the whims of your superiors.

That, inanutshell, is the dilemma of ¢}

young

mpire.

Power
Power is the currency of the Camarilla. Power over one's

childer, power aver bie’s domaln aid power ¢ 's foes
— all these are the coin the vampires hehind the M
trade in. Al

created and destroyed, and murders carried out in the shad-

ade

Ve

inncesare formed and broken, childerand ghouls

ows of night, all for the sake of power. In rruth, whar else is

there for the sect’s vampires to acquire? Money is worthless

sex pointless and love easily compelled. Power, then, be-

comes the only thing worth pursuing.

That is not to say that the only struggles for power take
thin the sect itself, The Camarilla wrestles wirh irs
Kindred

face the Sabbat, the Lupines and other enemies on anightly

place

foes for dominion in the wider world; individus

basis, Regardless of whether the conflict is overa prized ciry
office, control of a nightclub or the rule of an entire city, the
struggle for power is one that envelops all Camarilla Kin-
dred, willing or no

INTRIGUE

The prime benefit of the ition is immor-

npiric cc
lity, The Kindred need nor worry abour

ging, becoming

decrepitand finally succumbing todeath. They have literally
all eternity hefore them.

With that in mind, the average vampire becomes very,
] that

she has to lose by placing herself in the line of fire: not years

very cautions about exposing herself to risk. Consider

or decades, but centuries and millennin. As a result, no sane

vampire wants to risk her boundless future any more often

than is absolurely necessary.

That means that the v arilla don’t go

in for gun battles, brawls in the street

mpires of the Ca

r sword duel

< atop
abandoned factories. They're just roo dangevous. As a resulr,
| control mnate o

the predatory instinct for dominance a

all Kindred needs to be sublimared, redirected and channeled

into less risky pursuits

And so the Kindred weave intrigues and plots the likes
amazed the di Medicis,
ffai p

cross centuries and continents,

of which would hav
ke the whol
the machinations reach
with the autho

n for prizes

so small as to ess. Sometimes

of the schemes warching patiently as the
events they planned so carcfully unfold. Other times the

intrigues are the creation of a moment, a contest berween
wwo jaded Toreador 1o see who can seduce or destroy a
mortal more quickly.

The plots serve their purpose, ultimately. They provide

ators with distance from one another and give them
nding nights
h, the games of intrigue are inescapable
e them inevitably are caught in them,
the puppetmaster than the puppet,
caught such begin intriguing on their own, and so

the pred
somethingwith which towhileaway the neve
In the end, thou

Those whodon'tinit

Since it is better to |
Kindre

the chain continues unto the very weaks




HowTo
UseTrius Book

Thisbook servesasthe overview toall things €

narilla.
It's nota be-all end-all of everything affiliated wirh the sect,
but ratl

ranoverview of everything you need to run or play
nachronicle cenrered on the Camarilla. Most of the book
is information for both players and Storyeellers; only a few
chapters are Storyteller-specific. If you look in here for the
inswers o questions like “Who was the Ventrue prim
in Poitiers in 17627, you're going to be disappointed, b
that's the naty

¢ of the beast. If we pur in that sort of detail,

the book would simply drown in u sea of names and dates,

useful tc

and not be very anyone. On the other hand, if
you're trying o find information on how to build a city,

what high-level Disciplines

marillachar-
wcrers, how the sect was founded and how it functions from
night to mghr, all that youneed is in here. The Guide to the
Camarill
Camarilla chr

lable to C:

intended to dictate to you how to run your

nicle. Rather, it's a tool to help you under-
stand the options available for playing Camaril

a characters

or running Camarilla chronicles,

BrEAKDOWN
Chapter One: (The Basics in Blood: The
the Camanlla

isanoverviewd
and whereit's

ffices, rights, privileges and Traditions of the sec

whatitis, where it came from,

ively going, Included are breakdowns of the

various

s where those customs are starting to break down.
Chapter Two: (Thin Traceries of Blood: The Clans)

contains information

well as pl.

vthe clans, bloodlines and associated

lineages of the Camarilla. In addition to the six basic clans
(along with the remaining Gangrel), smaller groups such as
Lasombraantiribuand Gargoyles are covered. Finally, there's
informarion on Caitiff
Chapter Three: (From the Beginning: Character Cre-
on) is a1 gunde ro Camarilla character creation, includ
wkditional Archerypes, Abilities, Backgrounds, Meritsand Flaws.
ChapterFour: (Powers Beyond Understanding: Advanced
Disciplines) details the advanced Disciplines of the Camarilla
clans, ncluding new Thaumaturgical paths 2
Chapter Five: (The Rhythm of Immortality: Tactics
Systems) is a night-to-night guide to how the C

(I

a arilla

n triak to blood hunts,
: (The City By Night: Buil

e guide ro by

does everyth
Chapter §
) isthe compl

ding Your Set-
IdingaCamarillacity
thind, what sort of mort.
likely denizens of the tows
mortal politicsof the cityand more. Alsoincluded is asampling

what

youwilland w

lsand immortals are

how the Camarilla influences the

of stand,

 characters to populate your city with — everyone
s

Chapter Sevens ( Tales of Imagination and Mystery:
torytelling) is the Storytelling chapter, with ideas for

from Cait

nud ghouls to princes and archons,

running all flavors of Camarilla-based chronicles. The

phasis is on whar makes a chronicle Ca

wrilla-specific,
and on using the unique fearures of the Camarilla to help
create stories.

Chapter Eight: (Allies, Enemie
book, with information on anarchs, elders and ghouls (human

and Others) wrapsupthe

il less than human), enemies and allies of the Camarilla

I exiconNn

A different existence calls for a different vocabu

ary.

= titles, experiences and whatnor th

A ATE Comimon

matters to the Kindred that have no equivalent ehewhere
and such things demand their own phraseology. Below is
listingof some of the mare common terms used exclusively by
the Cannurilla to exp
Not every Camarilla v

n and define their nightly existence
mpire knows or usesall of these terms;
nity by refusing o adopr a vampiric

vocabulary. In the end, though, the phrases below are whar

many cling to humi

the Camarilla uses to help define the experience of its
members, and thus itself

Many vampiric terms that are not (
The Masqu
wrel, often called by the

n be found in Vampire
Allthing: A ¢

eldest clan member in a particular region. A smaller gather-

thering of G

ing is called a thing.
Anarch: A vampire who has rejected the Camarilla o

st as an independent. The vast majority of anarchs are

under a century old.

Archon: A v
are rarely of the same clan as the just
avoid the appearance of favoritism, «d with a
wide array of powers. Most archons are blood bound 1o the

mpire in the service of a justicar. Archons

they serve soas 1o

wnd are depu

ar they serve.

Ball:

dor and invited gu

A gathering of Tore

s outside a ciry that are unin-

bitable by Kindred. Generally the Barrens start in the near

suburbs and extend outward from a city

Blood Bond: The supernatural love created by the nct of
ingesting a Kindred's vitae three times. Bonds can rarely he
broken, especially if th

more vitae.

are periodlically reinforced wirh

Blood Hunt: The process by which a prince declares
another vampire to be outlawed, and the prosecution (in the

form of an actual hunt) that follows

Breach: A violarion of the Masquerade, usually punish-
able by death.

Camarilla: The sect of vampires, theoretically universal,
that defines irself by the Traditions and the Masquerade
Chantr

ciry's Tremere,

: A communal haven-cum-workshop for a

Conclave: A gathering of the entire scet, usually calle
by a justicar

Toe Gt 10 T CamaraLa




The treary thar ended rf

Coteri wp of Kindred who work more or less in
concert. Most coteries are made up of members of mulriple

clans, and few endure for more than a few decades.

Court: The formal audience g
1 Elysium. When a prince holds court,

¥ of the city's Kindred may approach him o

nted by the prince to his

subjects, often given
in theory

present themselves, request boons or otherwise make re-
quests for favor or

tion.

Domain: A territory assigned o a single vampire, who
then has primary rights to feeding, industry and whatnot
within her

Jomam.

Destruction: The power of life and dearh over oth

Kindred. Possessed by a city's prince and occasionally by

n others within his dominion
mbrac

Elysi
ciry. Elysiums

stowed

The sct of turning o mortal into a vampire

n: A haven ofart and culture within a Camarilla

long tradition, zones wherein combar or
the use of Disciplines is strictly forbidden. Much of the
harpies’ work is done in Elysium.

Final Death: The ultimare destruction of a vampire.

Founders: The legendary group of Kindred who estab.
lished the Camarilla.

Ghoul: 1. A mortal (usually, bur nor always a human)
who has been fed vitae and acquired a hint of vampicic power

as a result. 2. The acr of making someone a ghoul.

Harpy: A de facto title given to the Kindred who sit in
judgment on the rest of a city's social status. THe harpies
man

¢ thesocial pecking order through inngendo, mmors,
favoritism and other such tools.

Inner Circle: The council of eldets that controls the
Camarillaand its policies. No one knaws how many Kindred
siton the Inner Circle, levalone thieclansimd names of thiose

who do so.

Justicar: A roving representative of the Inner Circle
charged with upholding the Traditions and laws of the
Camarilla. There is one justicar from cach elan, elecred w
rele and sithjeet 1o re
t at the end of that'term. Justicars have sweeping

a 13-year term by the Inner C

{208
me

powers, including the right OF desrrucrion, to enforce the
Laws and Traditio
Keeper of Ely

um: The vampire charged with uphe
ing the sanctity and quality of agity’s Elysium.
Malkavian Madness Network: The fioorly understood,
connection that linksall Malkavians bymeans of their shared
altered perceptions. Outside theorists postulate that the
ork has developed some sort of link o the Net, but
derails are understandably ha

netwe

1 to come by

squerade: The C.
the existenc

arilla'sstrict policy of concealing
of vampires from the mortal world.

Ordeal: A form of rrial among the Ki
accused undergoes some sort of test (combat, sunli

Ired, wherein the

ht, etc.)
v order to prove her innocence

Pioneer: The first Kindred intoac a. Pioneers

yors

aften ser themselves up as princes, and call for reinforce-
ments to help them maint
princes last long; once they've stabilized their domains,

in their holdings. Few ploneer

most are rudely shoved aside by usurpers less inclined o
take risks.

Primogen: A member of the council of elders who
putatively advise the prince of acity. The prin
actual power varies from city to city.

council’s

Prince: The ruler of a city or its equ

valent in the

Camarilla; the supreme authority in local € Ha affairs.
The title applies to both male and female Kindred

Pyramid: Skngterm for the fomaal structure

Rack: The prime feeding grounds in a given city, Often

m

(Clan Tremere,

composed of clubs, bars and shopping districts.
Ran

of Brujah.
Red List

Camarilla most ardently desires to see pur

A formal {in some sense of the word) gatherir

The listing of those Kindred whom the

ed from the fac

the earth. Vampires on the Red List are considered under
continual blood hunt,

Retain servesal

initedirectly

A mortal orghoul w

Scourge: Title given toa King

dby the prince

with cleansing the ciry of unwan thoriz

rabble
Seneschal: A prince’s right-hand vampin
handles many of the night-

od vampiric

. The seneschal

night operations of a city

Sheriff: Kindred charged by o prince with the duty of
aws and Traditions of the ciry

upholding the
ghouls used by
Iwith Nosferaru
vitae, making ghouls Fany and every living thing therein

Spawning Pools: Breeding chamboers

the Nosferatu. The w

rerofthe pool is

aint

Over centuries, these crearures can grow to monstrous size
and power

Traditions: The most sacred and basic laws of the

1a, cstablished at the same time as the sect

Bload. More specifically, Kined

definirion s not an ahsolure one.

Vur

I
thaveveryone wants to agree on that particular terminol -
ogy. The younger Kindred of the Camarilla b
phraseolog:

e blood, but the

ARARGOT

1 because there's a word for something

loesn’t mean

ve th

sir own

. which they use to establish their own identi

ties and to ¢

vfound their elders, Most of the followir

terms are Camarilla-specific in their usage, but as slang

knows no horders, many of these have cropped up in
unlikely places.

Imooucnon




Angstburger: Oy aboutone's

condii

the-topmapir

imipiric
nabigold angsthuerger

Dominic was chewing

at the Goth club tonight
: Frenz

Ash: A vampire who's been destroyed, U
pissed off the sheviff; now he's ash. Sometimes use

Apesh

Tomasino

verh,

a

meaning

Bloar: T.
reddened eyes, n ruddy complexion and the continual shed-
ing of te f blood.

Blooded: A vampire.

Boojum
non-vamp

‘Bot: 5
nate, Often reserved for mortals reduced to automaton status.

Brighteni
Kindred. Ir refers to the way in which excess dust and ash
produce particularly brillis
the Nosferatu elder, so non

ng more blood than one needs, resulting in

Any other supernatural creature, usually

meone clearly acting under the influence of Domi-

Sunsets: Another term for a destroyed

I: A vampire whe indulges in diablerie.

Repairing an Oops, or otherwise working to

protect the Masquerade.

Clockwatcher: A vampire whoworries excessively abour
the approach of dawn.

Caollar: Blood Bond. The rerm has a distinctly sadomas-

ochistic inference attached to it
Cub Scouts: Archons.
Dessert

eding for pleasure, not need

e

Doornail: Asin, sa." Used to refer toa corpse left
behind. Usage: We went out for supper and drapped a couple of
daomnails in the viver

Do Over: The process of erasing memories from a
mortal’s mind. Often used 10 cover up evidence of feeding.

stylisti-
nachronistic mode of behavior. Often used 1o

Derisive rerm fora v

cally, in an a

refer to elders.
Futon: A coffin
Fu:

Grandpa: A member of a vampire's lineage more distant

mpire who is stue

A Lupine.

than her sire.
Half-Breed: A ghoul. Sometimes phrased as“Half-Blood.
H

is intoxicated or otherwise under the mfluence of some sore

of controlled su

appy Meal: The process of drinking from a mortal wh

tance.

Inky: A hunter, specifically s member of the Inquisition.
John Law: The sheriff; less frequently, the scourge.

] Virae.

Leftovers: Blood raken from a corpse.

Laid: Fed

Lunch: Vitae, or the mortal from whom the vitae is

ved. Usage: I met lunch at the coffeehouse tonighe

16

Lupine Alley: Travel arteries that run through Lupine
Jare notoriously ds

wisforvampires to traverse.

npire who terro weaker

s younge
Kindred. Sometimes spelled Monsta, usually by poscurs.

: Hunger for virae after heavy use of Disci-

Nibs: The prince or any other important va
intended as a compliment.

Oaps: A breach of the Masquerade. Usa
Oaops tonight, but it's taken care of.

e: We had aliale

n indulging in mortal

Perv: A vampire who insis
sexualiry ro mask the process of feedin

PF: Short for “pity fuck.” A Kindred who receiv
Embrace because of guilt or pity on the part of his sife

s the

Prefrosh: A mortal who is a candidate for the Embrace.

Princeling: A derisive rerm for the leader of a coterie.

Rabhit: A vampire who only feeds on ani
rabbit food.

mpire in a coteric.

Animal
blood is somerimes also known
Rag: The weakest vi
Recruiting: Breaking the Masqu
mortal for the Embrace.

ade 50 as to prepare a

Renficld: A long-time ghoul, usually one who has far
exceeded normal mortal lifespan
Rug: A dead Lupine. Alternately, a dead Gangrel
Sabbot: A derisive term for the Sabbar, Pronounced
“SAA-ber," usually in some form of ridiculou
Sand Castle: An «
Scoutmaster: A justicar.
Shovelhead: Sahbat vampire
Snap:

ccent

afe haven or vulnerable d

A broken collar.

nd taste:

less substitute for the real thing.

Speed Bumps: Mortals or inexperienced ghouls pressed
Minst vampires.

Starfucker: A vampire who makes a habit of feeding
from the rich and famous.

Suntanning: Being staked out for the sun. A common
punishment used by princes on rebellious Kindred.

Teardrop: A Kindred who kills morrals on a regu
basis. Passibly derived from certain mortal gangs’ custom of

wing teardrops on the cheek of gang members who have

nmirred murder
Tentacle: A hideouslydeformed vampire, usuallya T
TFBS: Bela Lugosi's Dead, by Bauhaus, Ne
sally loathed by all Kindred, who have simply he
damn many times for the joke to be funny anymore

Trashmas
other human detritus, The term d

nisce

y univer.
it oo

und
ves from such Kindred’s

vampire who feeds on the homele

rendency to pick up supper from alleyways or curbsides
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v
achieve me

2. The mortal lover of a Kindred, usually the

lentine: 1. A Kindred who uses his powers 1c

il celebrity, often in violation of the Mas-

querade
source of

Vector: Vampire who spreads mortal diseases; so called
because the CDC has take h
blood-based diseases have been spreading

much angst.

an interest in the way in wh

Viad: A Kindred who acts in stereotypically *vampiric”
fashi

\. Veads usually wearcapes, flaune their pow
in strair

sandspeak

o Eastern European accents, Few last very long.
Whack Job: M
Woll

ing time in a

kavian, or a victim of Dementation.

ie: A vampire, often a Gangrel, who prefers spend-

n-human shape
Yawp: The claims ofa prince orother Kindred whocan't
hold his territory

Orp Form

The Camarilla is a sect of tradition and heritage, and

many of its older members refuse o learn new terms t

replace ones they've been comfortable with for hundreds
of years. While old-form terminology is incomprehensible
to many young Kindred — few freshly Embraced Brujah

have any idea whar a cauchemar is, for example — the

elders insist on using it as a way of maintaining the dignity

of the sect.

Of course, the fact that the use of such archaisms also

renders conversations between elders unimeelligible ro man
inexperienced Kindred has nothing to do with the mateer.
Autarkis: An anarch or other lawless vampire
cally used by elders o refer ro the
the Anarch Revolt
Becom

pecifi-

e rebels who ook part in

the; The Embrace,

Blood: Not vitae, but rather a Kindred's lineage and
heritage. M

1 Kindred refer to themselves as being “of the
Blood" of a particularly notable ancestor. For example, some
of the most pr

minent Ventrue proudly declare themselvesto
be “of the Blood of Hardestadr.”

Carthagos: Archaic form of Carthage. Any city that a

vampire considers to be an exalted or special place

Diaspora: The dispersal of elders from their lands in
Eurog n elders.
Also used to describe the exile of vampires from the
Second City
Fall, the: The Anarch Revolt, considered by many elde
to be the first step on the road n
Fealty: A

Jus Noctis: Literally, “the law of the night.” In practice,

remembered bitterly by many Am

Gehenna.

ther name for the blood bond

the authority a Kindred has aver her childer until she grants

them their freedom as responsible members of the €

Under the Jus Noctis, a sire is totally responsibl,

childer’s actions until she releases them.
Jyhad: The great game played by the

mongst themselves, in which all younger Kindred fear they

Antediluvians

are merely pawns to be moved abour the boa

Kiss, the: The act of taking blood from a mortal. Insome

s the term has also grown to mean the Embrace

Labyrinth: A particularly well-fortified or ancient haven

Nemesis: The S More generically, a vampire
with whom another Kindred has had a rivalry extending

b

ACTross centuries,

Noddist: Of or relating to vampiric legend. Also, a
vampire who studies such lore

Pax:A formal truce between two elders or clans. Often
the nume of the Kindred wha brokered the peace is attached
1o the term.

Praxis: The right of a prince to rule. Often extended to

mean legitimate authoriry.
Pu
P

A derisive term for childer.

romethean: A thief or atherundesirable. Often used to

sabhat

refer to elders of the
rabble.

pposed to the street-level

Siren: A vampire whoseduces mortals inorder tofeed on

them, but who does not kill his prey

Somnus: Antediluvian. More generally, any ancient

i powerful Kindred rumored to be

sleep bencath a city.

Vessel: A mortal, often one intended for feeding
Whelp: & neonate or young vampire. In practice, any
Kindred younger than the speaker.

INropucTioN







v is a madhouse whose wardens ¢

- August Strindbery

The C:
ittheiiversal organization of Kindred, sheltering them beneath

artlla is many things, but it is not casily defined. Is

thecloak of the Masquerade? s it tool of the Antediluvians, used

tokeep the vampiric masses docile in preparation for the ni

theirslaughter? There's no setanswer, but ¢

the world of the Kindred has an opinion

ORGANIZATION
AND DD EFINITION

The Camarilla is, at best, a loose aftiliation of Kindred.
There are fow laws among the Kindred, only Tradirions,
There are no policies on immigration or borders, only cus-
o
t
dated hehaviors. Mast of those are covered by the Six

Indeed, for a sect thar places such heavy reliance on

dition and history, the Camarilla has precious few man.

Traditions; the rest are common sense. Otherwise, the Kin-
dredoftheC

established by local princes.

arillaactasthey please, within the bounds

Almost all Camarilla vampires are urban. They are
ture:
the slightest use for solitude. Even the relatively spacious

re not seeking Goleonda have

socilor nd few whe

suburbs are too sparsely populated for most Kindred to feel at
The basic

on ratio is one vampire for every 100,000 mortals; in

home, so the vast majority crowd into urban hive:

popu

some ne

borhods that can drop by 73 percent, while in

others, there are no vampires to be found ar all

The Basics i Buooo:Tre Secr

officials and police

The rule of the Camarilla is theoretically the rule of

princes. While rhe secr claims the e world as irs

purvicew, there are regions (the American Northeast, for
example, and Central America) wherein the Sabbat holds

near-ahsolure sway. Furthermore, as the Camarill

true centralized government, only an Inner Circle that
meets infrequently and a roving enforcement squad of

justicars, the atritude of the sect roward its rerritories can

best be described s long as there aren’t

issez-faire

abvious problems, each prince is free to run her domain as
she sees fit. Clan ties are often stronger than sect ties, and

this also makes it difficult t impose central authoricy on

igh, many el-

the Camarilla’s membership. In rruth, th

ders say in private that the lack of central authority in the
Camarilla is a good thir

slarion on a bunch of ancient and powerful Kindred

any attempt to Impose more

would only meet with disaster. As is, the Camarilla rules
with a light touch and an eye toward preventing d

n
nor crearing policy.

Commerce and travel between Camarilla cities is brisk,

though the former is usually carried cur by mor
Travel through Lupine- or Sabbat-infested regions is difficulr
andunsafe, somany vampires spend centuries ata time inasingle
metropolis. Thase who rove either leam survival skills very
quickly or meet Final Death within a few short years, There are
no legal restrictions on traveling, other than the Tradition of

Hospirality (see page 23), so those Kindred who dare to wander

can do so with equanimity — so long as they are polite.




The Camarilla has no standing military, other than the

fres of justicars, archons and alastors whose work more closely

nd

resembles espionage or special ops. Each ciry is responsible for i

own defonse, drawing from its own population to guard i
re citywill “lend” suppart
toanother, but such maneuvers are rare; too many times the city
offering help has found itself under attack immediately after
hing part of its strength to assist a neighbor.

Socially, the (
With bloodshed outl
alons, Elysiums, meetings and deal-cutting — all of these are
al life for the sect’s Kindred. Even
ionally indulge, climbing out of the
sellsecretsorshock the Toreador with th

bordersand territories. Occasionally

narilla is an exceedingly polite society.

wed and carefully watched for, it has tobe.

partand parcel of nightly soc
the Nosferatuoc

SEWETS L0

rpresence. Insultsand

damningpraise, left-handed compliments and shocks tovampiric
the art of delivering such is one of the highest ro

which the Kindred of the Camanilla can aspire.

A VEry BRIEF
HistORY

The Kindred of the Camarilla rrace theirsect's path from i

composure

roots in the Renaissance through the birth of the modem

mocracies in the 18th century to the present night. Though
some elders speak longingly of the days before the Masquerade,

maodern Kindred are most affected by events in the last five

centuries. The study of vampiric history is a most curious one;
while human history relies on dusty records and shattered rels

inmany casesthe Kindred wimesses to important events are able

and willing todescribe those eventsdirectly toa modemn listener.

While this fact has its benefits (as any mortal historian
could tell you), it carries with it the disadvantage of perspec-
tive. Vampiric minds, like |
light of personal wishes and agendas. Elders
whao mistepresent the past may not be lying abour historical

man ones, unconsciously edit

their memories i

Toreador who was on the fence during the French
Revolution but who profited from a de

events; the
hocratic France is likely
1o forger the reasons he ever had doubts about the uprising’s

petting that he had
such doubts at all. Human memories can be wildly inaccurate

success. From there it is a short step to fe

within hours of an ¢

nt; can it be any wonder that vampires'
memories lose their fine edge after a century or two!
NearlyallKindred, however, agree upon certain historical
events and forces. The history of the Camarilla has been
shaped by three constant conflicts: the struggle of the elders to
retain theirpower and relevance in the face of ye

nger Kindred
ingfor powerand respect; the erernal risk of rediscovery by
the kine; and the war berween the Camarilla and Sabb
These core conflicts shaped the three most important eras in
the history of the Kindred: the formation of the Camarilla, the
pansion into the New World, and the moder day

THE FOUNDING

The Camarilla’s roots date

ck toacrucial event in 1381
revolt by mortal peasants in England against the local

THe GANGREL DEpART

The Gangrel have been part of the Camarilla
since its inception. As such, their sudden and unex-
ted departure from the secr ws tremendous
shock, not only ro the rest of the Camarilla but to the
her clans and sects as well. Kindred of all genera-
nd affiliations are scrambling o adjust to the

alance of power — whatever that might be.

tions

new

Both the circumstances and causes of the Gangrel's
departure are hazy to outside observers, even those
close to the elan. Rumor has it that the former justicar
Xaviar, rather than stand for re-election before the
Inner Circle, merely walked into their presence, ut-
tered a single sentence, and then tumned his back on
both the council and rhv sect, What that sentence was
remains a topie of much debate among Kindred who
ler themselves ro be “in the know,” but it's
unlikely anyone other than Xaviar and the ||1|1\<r
Circle know the truth. There was no formal re
tion of allegiance, no ceremony of departure; one
night the elders of the clan decided rhar belonging to
the Camarilla was not in their best interest. Word w:
passed through the usual channels, and withinamonth,
the bulk of the clan had simply stepped away from the
sect. Any artempts made by Camarilla (or other)
Kindred to ask separatist Gangrel about the move get
two-word answers if they're lucky, rough rreatmenr if

o

they're not. The Gangrel simply don't want to discuss
it. They left, and their reason for doing so was good
enough for them, so that ends the discussion. Pressing
the issue is a certain way to get oneself seriously hurt.

nwobility. These mortals were aided in this cause by freedom-
loving Cainites (the term "Kindred” was not yet in vogue) of
many clans. Though the humans' revolt was soon put down,
the spark of revolution spread among disenchanted young
vampires throughout western Europe. Oppressed childer be-
n at

cking one another's sires in a bid for freedom from

ctemal servitude; apportunistic childer took advant
chance

ge of a

increase theirown power through diablerie. Kind

histori:

s will later point to this rebellion — more specifically,
toan attack on the V.

stadt by the Brujah anarch
of the Anarch Re:

enrrue Har

as the true beg

The early 15th century saw a number of setbacks for the

elders of Europe. The anarchs, emboldened by Tyler's suc-

cess, s ombra

ged  terifying coup and destroyed the |
Antediluvian. They attacked the T
well,

zimisce Antediluvian as

nd claimed hisdestruction. The rebels evendiscovere

nd coordinated rheir

attacks with Assamites, who were only too

a means of breaking blood bonds,

opy for the

on European elders.
In 1435, Hardest
deal with the anarch problem. He proposed that a league of

It called a convocation of elders to

The Guoe 1o e Camagiis
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vampires be formed ro address problems thar crossed territo-

rial or clan lines. Though most elders were suspicious of the

wlea and rejected it, a small group joined Hardestadr. Over

the next decade this group pushed the dea of the Camarilla

more subtly, in small councils and one-on-one meetn

By 1450, the Founders of the Camarilla had enou
support from European elders that they began to assert their

authority, directing cross-clan coteries in attacks on anarch
strongholds. At the same rime, the Founders encouraged a few
coteries tosearch out the Assamites” hidden fortress of Alamut

The centralized power of the Camarilla seems 1o have

been the key to the anarchs’ defeat. In 1493, leaders of the

Anarch Movement acquicsced to the Camarilla's demand for
a convention to discuss the terms of the anarchs’ surrender.
The(
into the Camarilla proper and arranged for the punishment of
Clan
Tore

onvention of Thorns brought most of the anarchs hack

Assamite for its role in the fighting. It also saw the

Rafael de Cora

zon's first public speech demanding

the enforcement of the Traditions with the Masquerade
Those anarchs who rejecred rhe rerms of the Convention of
Thorns fled, later o

»rm the Sabbat

Tie New WoRLD

Though some elders had heard numors of a land across the
Atlantic Ocean, none were prepared for the impact the open
the Americas had upon the new society of the Kindred

v the newly formed Sabbar waged war on the Camarilla

in Europe through the 16th century, the New World would

become the real chessboard for the war between the sects

The elders of the C:

send trroublesome childer

willa saw the Americasasa place to

Totheancillac of the Camarilla, the

Americas were a place tocarve out a fief without having towait

forthe dearh of one’s immortal master. Thus blessed with arare
unity of vision, the Camarilla sent many of its most promising

ancillae 1o the New World. These Kindred staked

territories in English, Durch ar French colonies, as the Sabbar

wit their

imfluenced Spain, Portugal and their transoceanic assets.

ment settled into a sort of stalemate. While
Camurilla vampires had interests on both sides of the Thirey

may have helped to encourage the French and
lutions, there waslittle movement in the stuggle

between sects. Allegiances solidified, rhetoric was tossed back

and forth, and skirmishes were fought to lietle effect, but mostly
the 17th and 18th centuries were a time of retrenct

reinforcement for the Camarilla, Bur

nent and

ndustrialization

moved more and more mortals 0 the cities and opened new

avenues of power; the clans of the Camarilla were more inter

ested in pursuing these than in fighting off war packs.
The War of 1812 F

the British Empire concealed an all-out war for control

ctween the young United States and

i the

Adtlantic scaboard between the Sabbatand Camarilla. Pincered
by Sabbat territory in Quebec and Florida, the American
Camarilla lost the East Cor
years, The Camarilla m

cover the nexe 50
d to retain control of a few key

L city ata tin

i

The

il

asics v Buoon:The Stcr Dimnen




cities alter the onslaught, bur the fighring in the nightrime
streets has never truly ended. 1 truth be told, these nighes the
Camarilla is losing ground faster than ever,

Thenextdecisive battle berween the Sabbat and Camaril
would notoccur until the mid 18005, as the twosects fought for

control of the newly opened frontiers. Both saw apportunity in
the wide expanses of land, room to grow and entrench them-
selves so thoroughly as 1o be impossible o dislodge. The
Camarilla came extremely close to losing this (and,
some scholars, America itsell), but several sudden losse:

ceonding

on the
Sabbat side granted the staggered sect a reprieve, allowing
them to force the Sabbat’s hand back. Some claim ta this night
tharonly th “amarilla ton
in Ame suchclaims, however, us
to the rooms where they

se losses allowed the € intain itsell

i

ally bring chilly silences

¢ mentione

THE20TH CENTURY

When empires grow caleified, stuck straining against
wther, force applied to precisely the right point can
er a1 huge reaction. Mortal revolutions against the old
Iy
theory made ft

one

rrigy

ts combined with new social
latile mix that encouraged Sabb
incursions into cities in rurmoil and lefr the Camarilla

oy nd staid governme

Z

sionally scrambling to muster defense

Mumerous forces conspired 1o take control of Euroy

1 the devastaring depression lefr in rthe wake of rhe

dur

Great War, but none of the vampiric sects involved were able

0 exert ¢

gh influence to do much more than nudge
European society one way or the other before the rise of Adolf
rmany, Wise Kindred without access to the halls

Hitler in

of power in Europe got out of the way and let the kine fight
their war. Foolish Kindred tried ro direct the rides of hattle,
and were usually crushed by them

ar hoom was good for the United States, and by
extension, it was good for the American Kindred. American
anarchs had taken advantage of the war's chaos by overthrowing
the princes of many West Coast citie

The posty

irm action by princes
sachas Lol in Chicago quelled the tide of anareh expansion
by the late 1960, Chicago came 1o prominence as Ame
First Kindred City soon there: All
however, the Kindred presence expanded. Cities boomed with
waves of immigration and the d

oss the continent,

free

cline of the rural communities,

and more mortals meant more food for the Kindred.

Public fascination with vampires surged in the late '80s,
providingan unexpected (but not entirely unw
o the

ome) boost
Masquerade; many mistakes could be written off as

misguided mortals trying to be trendy. However, ivalso
tha 'y were more unforgertable
nd difficult rup. New markets and industries hecame
new opportunities for younger Kindred 0 advance when
the tradiri
tions of vampires bore

ant

1

al roures

to power. The
xceedingly thin blood,
sometimessuch that they could not create progeny, and these

tides of youth found themselves searching for routes to rhe

ne rights and power as their elders. Still, the ranks of the

Ca

marilla increased, and within those borders proseribed by

enemies too strong to dislodge, it prospered.
Tox
eye tafollow. The re

y things are changing too quickly for the jaundiced
Hong Ke
loss of the only Camarilla tochold in E
d that the Catha
n P
an East Coast,

+Chin,

urn

g

an vampires may be makinga m
st. Quiet war rages along the Ameri-
amarilla tries ro retake

eon

the Americs ific Co

as the

nrested

bbat from gaining further
ground. Only in Europe do things remain relarively
the Kindred; the elders there ned how best

o keep contral no matter the changes o kine society.

THe TRADITIONS

The Traditions are the laws of the Kindred, but especially
thaose of the Camarilla. The customs codified in the six Tradi-

ternitory or at least prevent the S:

static for

longsince

eninplace insome form longbefore the
some Noxddist schol
wded them down 1o his child
il sorts of arguments about lic

tionshavel

formation
that Caine himself
Others dispute this claim,

rs heliev

ol the
like. In the end, though, it doesn’t matter. The Traditions
exist, and have the weight of centuries behind the

istic structure

These six
Zamanilla, All the rest

are the universal legiskation of the €
atary and adden

Law

I8 Just cominy

All Camarilla neonares are expected ro learn and under

stand the Traditions. Ignorance is no excuse when it comes to

if these s absolute;

olation of them is mer with swift and severe

aviolation of one

ny v

iburion

Unless, of course, it isn't — ane it is those lapses in enforce-

erest

ment that can make unlife in the Camarilla so

Tue First TRADITION:

The Masquerad
existence. The
mortal ey
by death, if not worse. Every Camarilla vampire is supposed to

Tre MAsouERADE

e is ar the heart of the Camarilla's very
ct that vampires are real must be hidden from
. Violations of this Tradition are usually punishable

be an watch for violations of the Masquerade, and 1o stop any
Failure ro halr a violation of the
Masquerade, or to report such to the approp

almost as bad as breaking the Tradition its

breach he might come across.
eauthorities, is
he €
As a result, sheriffs and
their deputies constantly scan the Rack and the barrens for
even theslightesterrors inupholding the 1. While the
other laws of the Camarilla are occasionally subject to looser

marilla

takes the Masquerade very seriously.

adlit

interpretation, the First Tradition remains inviolable.

TreSeconn Trapimion: Tie DomaiN

The meaning of this Tradition h;
maodern era. Once Dom
That was all well
nd each

changed in the

in

nt territory, pure and simple

nd good in nights when the Kindred were

scare uldclaim acity as he

wi, but things have
changed. Now cities host, in extreme cases, up toa hundred
Kindred. Modern metropolises have sprawled beyond the

Th Guot 10 e CamaiLs
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capability of any individual vampire to control directly. And
sa, the meaning of

ain has been forced to change o meet
the challenges the modern Camarilla faces.

In theory, the prince still holds domain over his entire
city. He then has the option of parceling out areas of control —
from city blocks to whole neighborhoods or boroughs — 1o be
held by the Kindred of his choice. While the prince still holds
ultimare authority, these smaller areas are a combination of
fiefdom and controlled hunting preserve for the vampires lucky
. those Kindred are also
within their domains,
mes with responsibility as well authority.

enough to receive them. OF cours

responsible for enforcing the city's la

sodomain ¢

The concept of domain, however, is one of the most
misunderstoodd in the Camarilla. Old and powerful vampires
often stake out their own claims of domain, and
risk war to dislodge them, such ¢
e for token favors, Neonates
parchs claim their havens and the ares
in, when really they just have squatter’s rights. Usually «
is content to ler these petty claims pass and ignore the

nless the

prince s willing

ms are

often allowed o stand in exch
and

s around them as

doni

L 1ts not worth her time and energy, after all, to perse-

ute every piss-ant anarch for misusing the term. So the prince
still holds domain over the city, grants lesser domain to trusced
servants or potential allies, and accepts claims by those strong

enough to hold them or too weak o worry about.

Recently, the concept of domain hasundergone something
of an alteration. The term used to refer strictly 1o real estate, but
within the past hundred years the word “domain™ has been
Is of Kindred claim local
manufacturing, export and other busi-
setting themselvesup to rule both the physical
priate companies possessand their business dealings
aswell. «\~m||| rconceptsawexperimentation during the ni

applied to industries as well. Hundre

steel, h

saas domair

plantsappr

v states, but ultimately failed. Since the
i of rln' 005, the ide: ind seems
12 momentum. Now, an ambitious young Ventrue

has been resurrected

wdomain over the local software or relece
2 xck holding on the north side of wown.
s are content (o let the childer chase such ephemena,

w worry as to what sort of power the younger Kindred are

nm

industries, not nd

actually accruing for themselves,

T

Trirn Traprion: Tue ProGesy

One of the most difficult problems facing the Camarilla
is that of numbers. Vampires beger more vampires, and
population control is a far more serious matter than among
mortals. Hav mpires in a city threatens the
Masquerade and makes hunting difficulr, On the other hand,
having too few

o0 many v

indred leaves the city open to attack. Asa
result, princes naturally want to know how many Kindred
in their cities, and to whom they puratively owe allegiance
Hence, the rise of the Third Tradition.

e

vel

In the Camarilla, the righr to create progeny isone of the

most fiercely sought-after boons a prince can offer. So long as

he controls the right to bring mortals into the blood the prince
his

The dispensation to create is ane of the most powerful tocls a

1 ey

ending stream of Kindred currying for his favor.

prince has in his arsenal for buying the lovalty of his subjects

uthlessly

Wise princes enforce the Third Traditic
Strict adherence 1o the custom means that the prince knows

how many Kindred are in his city, who sired them and what

clan they belong to, Not only does this give the prince an

ilable rahim, buralso

accurate assessment of the resourcesav

gives him a picture of city demographics (and if things are
becoming too unbalanced in someone’s favor).

“hird Tradirion has been advanced
by some princes to cover the creation of gho
primarily in America (European princes still see ghoulsas not
worth worrying about in this fashion). While unofficial rabs

In recent years, the T

s as well,

have always been kept on precisely how many retainers a
given Kindred might have, rhe C:
neeon itsmortal servants has sparked ar

marilla’s increasing reli-

e serious in

in ghoul demographics s well. The debate sill
whether ghouls can and should |

included unde

Tradition, but in cities where princes choose to da so, the
penalties for unauthorized ghoul creation are as great as those

for unauthorized Embraces

Tnre FouRTH TRADITION: THE ACCOUNTING
Bringing 4 mortal into the world of the Camarillais a
rremendous risk. Any neonate has the potential to blunder
spectacularly, and thus to bring down the Masquerade. Asa
result,a new vampire’s sire is held responsible for thar childe’s
actions — all of them.
earns, the sire faces in full. Older princes in p:
this Tradition seriously, feeling thar the Accounting forces

Any penalty the childe’s behavior

cular take

ce seriously and choose

young Kindred to mke the Emb
their progeny carefully

A sire is responsible for her childe's acric ntil such
officially
ly fledged member of the

time as the neonate s presented, that is to say,
introduced o the prince as a
Kindred community. After that presentation (and assuming

i dwelling in
tin Camarilla

the prince accepts the neonate as being we
hiscity), the new vampire is treated asan

y

sociery. He is responsible for his own actions, and his sire no

longer has to worry about being staked because of his errors
Because of the risk attendant in siring a childe, some
Kindred try torush the presentation processas much as possible
yasor

Tocounterthat ploy, many princes have resorted 1

of otal cxamination of the neonate, making cerrain he is well-

versed enough 1o take his place properly in Camanilla society. If
the neanate fails, the consequences for both him and his sir

severe; exile is the most common punishment.

In rare ¢ A neo

¢ who has been presented to the
e a work in progress. If the
neonate’s incompetence can be laid at the fe
didn't train him properly, princely wrath is apt to fall on all
the concerned parties.

prince and turned loose proves

sire who

The Basics w Buoon:The Secr Denvin




Tue Fiern TRanmon: Hosprravmy
Predatorsarcalways very polite with one another. Sacial
graces keep them from tearing into one another on sight, and
low them to establish relationships other than kill-or-be-
killed. The Fifth Tradiri

s it allows Kindred to move in one another's

vis a perfect example of this sort of

soctal buffering,
rerritory without immediately coming into conflicr.

Atits simplest level, the Fifth Tradirion is simply a mandate
gers enteringacity o present themselves to the prin

forallstr
The presentation can take many forms, from asimple greeting to
ionofone'slineage (British and Dutch princes often insist

arecit
on the larter, much to the annovance of their visitors, who
es

frequently attempt to insert spurious ancestors into their line:
ta see if someone’s napping) to a demand for service while in the
city. Princes who demand the latter generally don't last long,

ts 1o o so

1it is technically within their

ceepring a vampire who presents himself, a prince
at Kindred permission tostay, dwell and hunt within

mpire acknowled

hisiey By presenting himself, the ve
prince’s authority and ensures that he is isn't immediately
brought down by a scourge who doesn’t know him on sighr.

More and more vampires are circumventing or ignoring
the Fifth Tradition these nights. Some feel that any sort of
mandatory appearance at the prince’s behest might be a rrap
nize princely

s simply don't wish ro rec

or a sell-out. Othy
authority in any way, shape or form (elder Kindred —

particularly if the prince in question is younger than they —
many anarchs and some independents see things thusly).
However, by refusing to present herself, a vampire hecomes
anoutla, andshe moves from the prince’sjurisdiction to the

sheriff's — or the scou

THESIHTHTRADITION: DESTRUCTION
According to the oldest known readings of this Tradi-
tion, the Sixth grants a sire the right to destroy any and all of

ler the Camarilla’s auspices, that right has

his progeny. Ur
been usurped by the prince, who now holds the right of life
and death over all of his subjects. He cannot exercise that

right too cavalierly, lest he risk a coup to deprive him of this

power, but through the office of the blood hunt, a prince can
sentence any Kindred in his domain o death

F

of that power to the prince, and only the prince. Sires are still

and parcel with this princely power is the restriction

allowed to destroy their childer before presentation, but
otherwise kin-slaying is strictly outlawed in Camarilla do-

In theory, the Masquerade extends to all vam-
the members of the sect

pires, which means t
spend a fair bit of time cleaning up after breaches
made by independent or Sabbat vampires. Oddly
n those vampires who profess to

enough, though, ev
hate the Masquerade and all it stands for rarely make
that much noise among mortals, either. Curiouser

and curiouser.




mains. Any Kindred who seek to usurp the prince’s privilege
and end

sther vampire’s unlife more often than not find
themselves on the receiving end of a blood hunt. Even sires
1o reclaim what was once their birthright find
their ancient right denied them; once a neonate ha

attempring

presented, he is the city's and not the sire's. €

truction are the two most potent weapons in a prince’s

arsenal, and he guards them jealously

THE MASQUERADE

The Masquerade is the sine guat non of the Camarilla, the

single binding thread that holds the sect's fabric together. Inso
many words, the Masquerade is the policy of hiding vampiric
existence from mortals. Such a drastic policy demands drace
meaning that the C:
| breaches of the Masquerade. All it takes is one

nianenforcement inarilla takesnochances

with porent

heartfele confession from a lovelom neonate or one interview
granted by a v

ampire desperate for the spotlight to blow the
e open, sothe Camarilla refuses toallow risks.
re instructed in the preservation of the Masqy

entire matter wid
Neonate:

from the moment of their Embrace,

Il vampires are charged
with preserving it, and sheriffs and scourges are granted the

power to kill in

der to preserve it

WY THE MASQUERADE P
One might think that the Kindred, with m

fold supe

their disposal, would have no need o hide
from humanity. Instead, by dint of sheer power, the Kindred

natural powers o

should rule, and do so openly, Why should vampires, the
ultimate predators, hide from the human kine?

The answer t

that question is simple: Because there
an awful lot of human kine out there. The best estimates
marilla peg the human-t
atio at 100,000 humans for every Kindred. That'sa
lot of humans, and not many Kindred are up to k-

re

currently available to the C

campire

out a

hundred thousand mortals if push comes to shove.
Iy 15 the best policy for the
d in the days when the Inquisition demon-

As a result, concealment rex
ndred

Initiz

ind exterminating
vampires, the Masquerade serves to keep humanity ignorant.
The resc

strated o marked ralent for flushing out

ine are vast, and should they be rurmed
mpires would survive the
It is infinitely safer for the Kindred o rule from the

sof the

to destroying the Kindred, few v

rect subtly rather than rule openly. Otherwise
they run the risk of a war with the herds on whom they

depend, a war they cannot possibly win.
MeTHons

The ach and every Kindred
chould follow in order to preserve the Masquerade. In a

is a hasic etiquerte thar

nutshell, the policy is “No witnesses.” Don't flash vour fangs or
als, don't le
or disposing of a corpse, don't tak

your claws in front of mor ee you feeding

nyone
clip full of bullets to the
gut and then let the gunman get away to sell his story to the

tabloids, don’t let your vessel live without doing something to

his memories of your feeding — in other words, don't

conces

dmonitions, however, is harder
than one might think, especially for younger Kindred. They
rend ta get excited or flustered, or o lose control during

bestupid. Rememberingthese

ke messes. Ancillae and ol
idental breachesofthe v
when they do so, they take care of their own affairs.

o accidents do occur. Witnesses do
spot feedings and uses of Disciplines, sometimes even repu-
able witnesses. Fortunately for the C
of the seet’s policy for preservation of the Masquerade has

feeding, and thus ¢

ler vampires

le,and

almost never makeac

asquer

However, slips

marilla, the other ha

en in place for a very long rime.
Thesect, inuddition totrying to prevent active breaches,
also maintains a massive

m

sinformation campaign designed
e mortals think that vampires couldn’t possibly be real
sisted by Polidori, le Fanu and Stoker, the €
ed narratives and images to cement the notion of the
vampire in the popular consciousness as a fiction. E
straight-to-video fangfest, every trashy novel with a vampire
plunging hi
patently absurd “documentar,

rilla has

e

fangs into a nubile woman on the cover, every
* with investigative fallacies

apparent to a child — all of these reinforce the notion that

vampirism is just a convenient cultural trope, good for an

infinite number of fictional variations but nothing more.

encomes screeching o
npi
feeding ata nighrelub, the video is dismissed asa home movie.

Sowhen theformerly reputable
his local ne

ape he has shot of a v

“The puncture wounds left in a young woman by a sloppy feede

are from a “copycat” killer with a *vampiric modus operandi”

Blood-dlainad carpses ire ths worlkof Sataniccults—neenion

tabloid television. Western civilization no longer wants

believe, Any mortals who do are mocked as naive or deluded,

eveninthe face of hard evidence left hehind by careless Kindred

nd thus is the M le maintained.

T

BREACHES

Regardless of the Camarilla’s be;
Masquerade do occur. When catastrophe strikes, the sect’s
cleanup efforts are intense and immediate. Kindred with

tefforts, breaches in the

influence in the media lean on their allies and ghouls to kill or
bury any incriminating stori /i

wiped — or simply disappear. Physical evidence is tampered
withorstolen; undeveloped film is particularly easy to cormupt.

nesses have theirmemories

The credibility of anyone coming forward to testify about

er immediate attack; wise princes have a
and psychiatrists who can be used

vamipires comes und
finger on
to demolish a witness' credibility in minutes. Alternate expla-
b ined corpses being
e put forward and pushed by media outlets.

nations for incontrovertible evidence —dr.
one example — 5
Inshort, everything possible is done to confuse the issue. The
efforts of the city’s Kindred are bent toward this goal, momen-
rarily unifying them in a desperate defense of the Masquy
Adterall, squabbles about who gets to be Ventrue whip won't

de.

mean much if a city of 12 million peaple suddenly transforms
itself into a torch-wielding moh
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And the instigators of all of this effore? The poor souls
whobreached the Masquerade and triggered the entire cover-
ip? If they are hucky, they'll be staked. If nar, things can g

ces have been known to expose particularly cgre-

lers to sunlight, an inch at a time, overa period of
an lusta very

gious off
months or years, The torments of the Kindred

long time indeed, for those who warrant them.

b
WHOsSWHO
INTHE CAMARILL A

Tue Inner Cirer e
The Inner Circle is the ideal cabal; it is the unobserved
nspiracy theorises

maxdel for the *Secret Masters™ so many ¢
speak of. The Kindred of the Inner Circle are those wha pull
thestrings of the entire s, crearing justicars and casting the
mpires

wn with equal equanismity. Noone knows who the v
of the In
i the

er Cirele are, but none can deny that the Inner Cirele

ound which the €

I la revolves.

nari

Once every 13 years, the very eldest elders of the
Camarilla’s clans meet to discuss the sect’s future direction
and current business. Other vampires may be brought in
speak, but The
lesser elans and bloodlines have no represenation here, and

nly the elders may cast their clans' vore

the presence of others is at the Circle members” sufferance

During this time, the members of the cabal appoine

with wrangling, threats, bar,

justicars (rep}
other such talk), consider and derermine the C
direction for the next 13 years, and rule upon Camarill
issues. Many believe thar the members of the Inner Circle

contin

s o correspond through the years, directing the
emand

ecessary and meering if circumstances
e certain how the members of the Inner Circle

justicars as
it. None «
achieve ther position, except simply by surviving to be aripe

old age and ascending to monstrous power

Whao comprises the Inner Cirele manages to remain one
of the Camarill's best-kept secrets. It is known thar they are
ition is

supposedly “the eldest” of their clans, bur that defir

open todebate. Some believe thar the Inner Circle’s comy
over the centuriesasone clan representative
ath, went into torpor or simply went

sition has changed
oranother met Final Dy
missing. Others believe thar the members of the Inner Circle
factions in their clans’ unlives; the Tremere, for
suncil of Seven sirs

serve other £
example, suspect that a member of their €
with the Inner Circle, but as none have ever rested the
theory, it remains spec
matter of tradition, butin these nights it has become a matter
of grave security. With the ar Perrodon,
ssof the Inner(

lation. Such secrecy is largely a

wsassination of Just

rclerealize anew rhat they are the

the vampi
ultimate prize, and take no chances with their unlives.

w Kindred, even the justicars, quite know what the
Inner Circle does with most of its time. Many helieve thar
nain in touch with the elders of their clans, keeping

they re
their

ngers on the changes within the rank and file and

i)

A CLasHOFTITANS
isticar’s actions may only be challenged by
another justicar, which can lead 1o some high-level
quarrels. If things grow too heated, a conclave may be
called by the parties or another justicar to resolve the
matter before it gets too out of hand. As a number of
bitter Kindred can attest, when justicars decide tostart
duking it out, few are safe from heing used and abused
ata whim. Fighting justicars have even been known to
ies as pawns, and a prince who dares to object
aresultof trumped-

use ¢
may find herselfhostingarchonsa
up charges. Such tactics often ensure that the objector
isthrown ourand someone more pliable is put in place,
evenif it destabilizes the ciry. When things escalare to
such a level, every Kindred runs for cover or begs for
outside help. Because of such abuses, elders and
younglings alike resent the influence the justic:
wield over Kindred life, bur the justicars” power and
resources preclude many disgruntled vampires from
doing anything more about it than grambling.

gathering news from their justicars so that they may consider

what needs addressing at the next meering. Optimistic vam-
pireseven believe that the Inner Circle Kindred occasionally

reach their younger brethren, choosing one particular vam-

successor against that inevitable night

pire as a design
when a chair sits empry at the council table

ated

Thase who have aroused the Inner Circle's great collective

anger have usually done so in spectacular fashion, resulting in

spectacular punishment. The most impressive punishment that
can be leveled against an offender is a place on the Red List,
entially guaranteeing the criminal an eterniry-long, Camarilla-
wide blood hunt. The Inner Cire
add their strength to the hune, who in tum callupon their many
rth

s

e miry callupon the justicans to

resources to hound an offender to the ends of t

TueJusTICARS
These six mighty vampires are appointed by the Inner

Circle 1o be their eyes, ears, hands and oceasionally fists

nally drown-
in

Appointment is a long, drawn-out (and occasi

out) process as each clan fights to place a strong membe
perhaps the most powerful position any Kindred can hold. Too
. but occasionally the

often compromise candidares win ¢

chieves irs stated goal and a truly deserving, powerful

process
edicated vampire

scenids to the position of justicar.

and d
or the

Sometimes, compromise candidates are ignor
Inner Cir
backfire; those appointed to the position, even those wha

ncan

le arrempts to manipuliate them. Either acri

weren't expecting it, usually take up the mantle with full

e ignored may quictly s

ASS Te-

seriousness. Those who
sources and allies behind the scenes, while those the lnner

Circle atremprs to misuse may bite the hands that feed them
and proceed to demonstrate their grasp of the power that has
been given unto them,

Toe Gt 7o e CamaLa




Justicars er

Immense power over

the Camarilla s the board, ¢

They al

matters involvi

Circle

A justicar a conclave a

powerful vamy

i

Kir

ner

wjudicare

meetother
oecurwithe
the justicars can er

removed before he doc

sothat Camari
hat might other
nclave. With the

nsane or de:

nuch dama

e Camarilla

ttle against the ener

word at the proper morny

turn the ride

from a justicar cz

be better coin than p rstatus for desperate Kindred
In the end, t , Justicars are regorded with awe and
fear. Their wrath is terrible, and their powe
Kindred dares to ref hem, even if it aid: ar van
n. They stride the Car 1 like ¢

own destn

the shadow they cast is long indeed

e Ancions

Archons are the minions of the justicars
s and needs. Asnojusticar

names for whareve
can be everywhere
make certain hispreser
part of the Kindred |

1 they we

varchon car

rarchy

justicars, alth

he late 16005

time it
nof the w

Greek or
ranks of ancillae and “youny

f Kindred

s in the hal
wish

their mane
he post last for

ppointed

ITHEJUSTICARS

s of the Inner Council meeting of 1998, the

5 were
h: Jaroslay Pascek
Maris Streck
ock Robin
wlor: Madame Guil

remere: Anastasz di Zagreb

® Malk
* Nosfe

® Venrrue: Lucinde

With the exceprion of Madame Guil, all of the
are new. Lucinde is no scranger ro the halls of
appoint

grel justicar,

justicars

power, bur this is the long-time archon
tothe high chair. Xaviar, formerGa
n to hold the ritle
sect there is no

mer

as with the

the last of his cl;

w
“formal” withdrawal from the

clar
need for a Gangrel justicar.




reain them, and the employer can become the office, not the
person occupying the char, On the other hand, some justi

s
selectentirely new staff upon their appointments. Recently, the
new Nosfe
outallof Petrodon’s archons, including Horatius Muir, who had
STV

ujusticar, inaveritable tantrum of paranoia, threw

smrment. Horatius

1 Petrodon since the latter's first apy

has not taken the loss very well, and his fellow archons, both ir
and out of clan, fear that the former archon will seck gruesome
revenge for the insult

Not every archon strides into Elysium with he
statement in ha

mission

s herself to be her

d and announce

on

justicar business. Justic

soften need warchers or other quiet

workersin troubled cities, o

i rhe bestones simply app

their joband leave with as little fanfare as possible. Archons

are not as far removed from typical Kindred unlif

as their

areable toinsert themsely

superiors. Most s intociry business

withour i

sting much attention and gain the st of
others, who rarely suspect that their newfound compatriots
s choose archons more
for their particular insights into a subject, their skills or their
political savvy, which does not ¢

are so powerful. Occasionally, justice

Iways walk hand in glove
with high profile. Princes have been known to object to such

moles, but too much protest brings the notice of a justicar
who wants w wh
The Privee
Ostenibly, the prince is the Camarilla’s voice in the
she rules. In theory more of

a noisy prince might be hiding.

ry
magistrate or overseer than an
absolute ruler, it the prince who keeps the peace and makes the
necessaty to keep the city orderly and
0. The prince wears many hars, including diplo-

afe

mat, commander in chief, lawmaker, patron of the arts, judge
and Trad

m-keeper. The position originally began with the

ming domain over it.
es and responsibilities became

apite in & given region ¢
Over time, certain privil

her at the whim of the ruler or the
demandsof the ruled. The position reached its familiar modern
formduring the Re
evolve roin the fut

tached ta the position,

wssance. What exactly the princedom will

is the subject of much hushed specula-
tion, but never when the

Thereare several waysonecan become prince ofacity. One
is todepose the old prince. This insurrection may take the form
ofanythingfrom a bloodless, elder-supparted couproafull-sc

ocal prince is within earshor.

le
ning with bload. If a prince shows
himsell incapable of maintaining the safery of the ci

war with the gutters n

y against
incursion, he may be forced ro abdicate by the rest of the
Kindred. Another way is 1o become seneschal and hope the
prince citherdiesoris forced from office. Of course there are ways

to help thatsort of thing along, provided one doesn't mind a few
risks that could spell Final Death if one is caught. If one is in a
small town or a largely rural area with a scattered population,
evenayoung Kindred may name himselfprine
elders prefer the relative safety of the cities, and find rural areas
both dangerous and boring. Those young vampires who choose
o brave the s

. Many times, the

ll towns occasionally set themselves up in a

ni-structured orgar

- 1 the one
who has the bi

st gun or has camed the most respect. Such
rrett of the Finger Lakes Region, or Madame
Charlotte, prince of the Seven Sisters Hills) sound more grand
than they truly are, and rarely carry weight with the elders of
nearby cities,

zation, with the “prine

titles (Prince

A prince 1s owed nothing by her “subjects.” Indeed, once
follow the protocol of Tradition, most have plenty of
other things to keep busy with. A prince rules only so long as

the

she can enforce order, her subjectsare sufficiently frightened of
her might and the elders support her. If any of those factors
disappears, her reign is at an end. On the other hand, ifall's in
place, then the Kindred of the city can count on being stuck

with their prince for a good long while. The elders ensure that
‘s reign is maintained in the name of stability; mrmoil
ol risks F

A prince enjoys a great deal of power, one of the major
reasons anyone would ever see She
often gathers great temporal influence in the mortal world to
insure that threats to her can he dealt with effectively
become inclined to do too much to someone who could have

a pring
il Deeath.

in the streets endangers the Masque

the job in the first place

few

their phone lines “accidentally” cut when a gas line is being

ny, whi

dug. She may freely create prog & other vampires

he may extend her

must seck her permission before siring
nd n

power aver those who enter her domair aypunishher
enemics by calling the blood hunt. Whether the perks out
weigh the burden of the job is a nightly debate in the halls of
Elysium, but enough Kindred seem ro think so that there isa

never-ending struggle in every city for asc

t 1o the throne

Tue PriMOGEN

The primogen is the assembly of elders ina givenciry. Each

clan usually has ar least one representat

¢ primogen (the titleis
used to indicate both singular and plural), in addition to any

wother elders of the clans who wish tosit

v on the meeting,
one seems guite certain when the primogen body came into
bei

g, but most Kindred schalars interested in such things point
tothe cou

cils of elders that have been part of mortal commu-
nities for milennia, Wherever the onganization came from, the
uncils continue int.

the present nights as clan
leaders, filling sears of remarkable pow

primogen ¢

a resulr, the

primogenare cither a prince’sg

Ostenibly, the primogen council is meant to be
ious clans
r

tive body, a representarion of the opinions of the
with re,

assessmed

rothe governance of their city. Such

is correct in very few cities. Some primogen councils are

missing

ne ar more clans, their elders forbidden by princely

edict to

e their seats, or because the clans are composed
entirely of younger vampires and the elders will nor deign 1o

cknowledge theclan'sright toreprese
who are seated in m;

ration. Those primosen

ny cities are less like an led body

nd more like an “old vampires' club,”
favor-trading, threats and treachery. In some cities, particu-
larly those with small Kindred populations, the prince s often
the primogen for his clan. In larger cities, this is not so

of nepotism,

those

L The Guoe 1o e Camaruia




involved cl

m that the prince should be concemed with
balanced governance of the city, and thar serving as primogen
divides his lovalties. Other Kindred point out th

at having a
second clan member serving as primogen would seem to weigh
matters in favor of that clan. Not so, reply those asked. Some
ofthe most viciousdisagreementsbetween prince and primoge
can be between two members of the same ¢l
disagree on a particular policy

n who happen to

The primogen can hold a great deal of power, whether or
not it nted them. Made up of elders who love their
unlives v

h nigh-ohsessive fervor, primogen councils can

squash pretendersta the throne, weak princesand outspoken

f stability. Itis their support that confirms
avampireas prince or sentences him to be faod for the worms.
If they wish, the prime
their recalcir

youth in the name

en may drivea prince from office with
nce or vores of no confidence, or enst

e a

prince’s]

ngreign with their powerfulsupport, Some primogen
n become the governing body of a city, with the
ed infighting with, cajoling, arguing
or threatening them back into line. On the other hand, in.
cities where the princes are more powerful than most, insani
ardespatic, the council meets solely at the prince's whiniand

councils ¢

prince continually engs

is often merely a figurchead assembly

THEWHID

imetimes, even the most organized primogen can be:

overworked andstretched too thinwith demands for his time:
Add to this a slow-moving discussion at clan meeting, recals
ind the task
sranylone Kindred:

citrant clan membersand general voter lastitude, o
of primogen can becone unmanageabfé
It was for these rimes that the position of whip was cre;

The whip'ts not an official pesttion within the hierarchy of
the Canarilla, bur rather a recent phenomenon that seems basec!
almastsolelyincountries withia democratic legislature. Whipsare
wsed in the mortal govemments w keep members of

polirical
panty informed as to each other's doings, to keep discussions
productive and to round up the appropriate members when it is
time for voting. In Camarill;
whips for sumilar purposes. Princedoms within the Unired King-
dom and United Srares make the mast v

cities, a number of clans employ

of the post.

A primogen may choose not to employ a whip if the
ation does not merit it After all, when the local branch of

a clan numbers four, and one is serving as primogen, keeping
the restinformed isusually asimple matter. On the other hand,
in a large city with eight clan members, a whip can be very
wseful. Some chans have occasionally pressed their primogen to

ppoint whipswhen it became obvious thar the primogen was

overwhelmed with business. Whip appointments are usually
conditional; often the whip is a Kindred who is of some
influence within the ¢

an o she will be listened to, but not so
much that she potentially overshadows the primogen himself
A whip who begins to outshine his employer is likely 1o be
awhip position may not be a reward but
a warning. Since the whip is required to stay close 1o the

replaced. Sometimy

primogen and mind his ways, appointing a troublemaker can

be an effective way to put him on the hot seat and channelling
his energies into something more constructive (or put him
under the spotlight until he inevitably makes a mistake).

hips in clan meetings serve to gaad discussions along

by whatever means necessary. This can include filling in
details the primogen has inadvertently forgott
down more vocal clan members ro 2

n, shouting
low the quier ones a

chance to speak up, insulting someone into blurting out his
true opinion or throwing out the occasional inflammatory
bt just to get the ball rolling. Whips may also attend o
those reclusive clan members who cannor or will nor arrend

-

clan meetings for reasons of their own,

In some cities, the whip is viewed as the primogen’s

second, given authori
v

o sit in primogen meetings if his
ter is absent, or standing ar his right hand during the

meetings, ostenibly to serve as “stenographer” for the clan.
More often, the whip is taking notes on everything else
y not

occurring during the meeting that the primogen
notice while speaking or dealing with the prince, such as
elothing worn by the other primogen, gestures and manner-
fsms, tone of voice and reactions by those nor primarily
addressed. Such an observant whip can be worth his weight
ingold when it comes time to interpret the meaning behind
anothier primogen’s uncharacteristic object

THESENESCHAT

In the mortal world, the seneschal was the keeper of the
keys in a noble house, the mirider of the affairs, the one who
always knew what was happeningand who wis closest ro the
mahter's éar, Iy wasthe seneschal who was in charge when the
nd who took care of the estate in time of
disaster. Tn the vampiric world, the position hasn't ehanged
imurehfrom its original inceprion, The seneéchal ischosel
be the prince’s personal assistant, the one who knows what's
goingonatany given moment, and (aeeording to some wags)
the one youreally have todeal with to g

Daster was atvay,

o

hingsdone. Atany

tim

e, he may be asked to step into the prince’s place if she
res town on business, abdicates or is slain,

While a prince may wish to have final authority on the
choice, a number of primagen councils have fought o ensure a
seneschal candidare to their liking is installed. If the prince
ked, the f
After all, accidents do happen, the primogen insist

seen as weak or is not wel ht becomes even fiercer.

and it were
best that the next in line is someone worth having ro avoid

entanglements at such times. Princes insist that the choice is
theirs 1o make, particularly when the seneschal is in such a
sensitive position, They point to certain disasters in Kindred
history regarding the seneschal, most often the Nuremberg
Incidentof 1836, when a Sabbat spymanaged taachieve the post
and the city narrowly avoided being completely overrun after he
handed over the secrets he

leamed to his cohor

. the jo
astepping-stone up the ladder o gre:
things, but the rewards aren't always commensurate with the

al can be ¢

For most senesch can hea completely thankless

one. lt may be seen g

er

tedium and danger. A sene: lled on o be

a
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secretary, clearinghouse of information, prince pro tem, advisor,
sounding-boand, recepient of vitriol, ambassador or point of

contactforany new Kindredenteringthe city. Some princes may

hiwve other uses for their seneschals, such

sitting in on certain
ngs as the prinee’s voice when the prince must be
or even to deal with cerr
worthy of their attention.

[

ibsent,
n matters which princes deem not

or aprince busy with other concerns
ters, Setitesor Sabbac), acapablesencschal whoean
of all the nitpicky details of running a ciry can be a
gonksend. If the senesch

{suchash
take care

s incompetent, however, he can be a
. A seneschal unaw

nightm: e of the movements of new
Kindred in the ciry may be in fact inadverrently holding the door
for Sabbat troops, or one who has closed down a church on
suspicion of harboring hunters may have just alienared the
Nosferaru who made use of the place as well

A number of seneschals have taken advantage of their
positions, using them to became often the most well

formed Kindred in the city, even outstripping the harpies
Som nation, may selectively edic
what their prince does and does not know (on astrictly need-
ro-know

aringhouse:

of infor

basis, with the seneschal of course deciding who
needs to know what). Others may block items on the night's
agenda if it suits their purpos

mast often when the Kindred

bringing the business
As th jently closest to the prince’s car, he
may inform the prince as he wishes regarding marters of

offended the seneschal in some way

il is i

SCNESC

aseneschal’sstock in
fiended with the way the seneschal

business or policy — lies of omission are

trade. If someone is

aim that he is
merely the prince’s voice, and shift the blame upward to
undeserving princ
mi Wy
can be a lethal combination

handles business, the humble vampire may cl

1
A wily seneschal with ambirion on his
in

ince burdened with the cares of a large dom

The selection of a seneschal has any number of criteria,
varying from prince to prince, and from primogen 1o primogen.
Some prefer tractability over trust, while others see some indepen-
dence and common sense as ideal qualities. Few primagen have
ever permitted
secing it as inv

T

seneschal 1o be of the same ol

v as the prince,
disaster in the form of clan

ion o

ritism.

CHARpY
The ha
status-g

pies are the gossip-mongers, the nmar mills, the

vers. They are the word in the wrong ear, the ones
n able for the sin of
an ugly tie o returning an insult. Many of the best
(the most «

who ¢ ake @ vampire’s unlife mise

wearin

vant, the sharpest tongued, the wittiest)
harpies are elder age, although nor a few talented ancillae
hold their own in these halls of hidde

rarcly anything 1

power. Neonates are
e than assistants and apprentices 1o

established harpies, simply because they are too new ro the
nuances ofunlife’s eriquette tounderstand what's happening.
A neonate who attempts to ascend o full harpy status oo
soon finds her betters turning on her mercilessly
th

nost have
ambition verbally flayed righr our of them by this trear-

ment. If she’s lucky, they'll simply let her embarrass herself

Tiie Guot 1o mie Camarmia
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Harpies are rarely appointed outrighr. Those with the
necessary skills were often part of the elite social scene in life,
spending their lives as famous gossips, dilettantes and socis
ites. Asin life, thes
pe I in doing what they did
before. They are unimpressed with preen

esocinl butterflies hover where the beautiful
ple can be found,

nd simply

g, demonstrate
remarkable insight into both vampiric and human n
cam boast an unerring ability o see through pretense

ure, and

and pose.

A leading harpy may choose to name an assis
particularly inacity witha sizble Kindred population. Afterall,
cventhe best hampy can hardly hopetokeepup with things when
there are Elysiums occuring ar both the Ac
and at the local Hard Rock Caf
such as Vienna or London, may contain
are considered o he the main hs

it OF TWO,

ny of Fine Ans

A major metropolitan city,
least six Kindredwho

pies, inaddition ta the 20-plus

hers who serve as additional eyes, ears and sources of matenal.
In asmaller city, as few as two may hold the ;umummhh.m h

the question of who is acrually in chan

other matter
(which no doubt is fought over incessantly). In smaller owns
and rural ar

s, harpiesare aften completely dispensed with, but
here and there one may find a vampire who presides over the
diminished social scene like an undead Hedda Hopper. Most
harpies tend o e of “social®

ans, such as the Toreador and
Ventrue, but not o few clder Brujah or slig

Malkavians have been

hely more lucid
nown to oceupy the se

s well

tonly concerned with who said whart ro whom, harpies
are also interested in the intricacies of Kindred etiquette

There isaright way todo things anda wrong

odothings,
and the harpies make sure things are done right. Someone on
the harpies’ hit list often finds himself banned from all the
premiere social gatherings, and it is not all thar difficult toincur

this sort of ostracism, Rudeness, crudeness, speaking our of

tum, showing disrespect or blatant stupidity — all of these can

ampire squarely in the harpies” crosshairs.

place a

Whilesome might sneer that the disapproval of a few “old
biddies™ doesn't mean much in the grand scheme of things, the
harpies (and their victims) beg to diffe

a where the

most recent news can be passed n tween
harpies along a web of gossip that staggers the

harpiesin onecir

ion, the

tender tharhe receivesa less-
than-cordial welcome inany city he visits. Itis the harpies who
sist with the brokering of and recarding of prest

I Assure an«

on deals.

Harpies are often called on to assist their princes when digni-
taries visit. In these modern nights, the harpiesare busy indeed,
dealing with the ramifications of email as a proper method of

correspondence, the prapriety of tequesting an elder to st
t that a
for testing.

through a metal detector o the polite way 1o sugge:

himself to the |

Kerprr oF Frysium

The job title is self-descriptive — this Kindred is respon-
sible for everything that occurs in Elysium and usually irs
nvirons as well. A Toreador wishing

Tremere giving a lecture on medie

v schedule a recital,
alchemy or two Bru
who are hosting a debate regarding current Kindred

involve-




Harpy TacTICS
"hen the harpies cut loose, they do so with razored
s honed sharp enough to glisten. While insults
m like they would matter much toa vampire,
i an arena where wit is the only weapon (such as
Elysium), a vampire who relies on brute strength is
helpless before the harpies' A particularly cun-
ning insult will be picked up and repeated by dozens of
other Kindred, humiliating the targer wherever he goes
Just as bad is the snub, a cold shoulder turned by the
harpies and those currying their favor en masse. A
vampire ostracized thus is in an impossible posirion —
he can't walk our withour making more of a laughing-
stock of himself, while staying invites more frustra
andd barely audible titters from those in on the snub.

u

rongu

Y Not se

5501

on

While these rechniques seem mild compared to,
say, tipping someone’s throat out with WolPs Claws
and a healthy dose of Potence, one must remember the
context. The Kindred dwell in a society wherein
internecine violence is strictly proscribed
respond to an It by hauling off and slugging one's
rormentor unless one is very, very careful about it. A
vampire targeted by the harpies lirerally cannor strike
back without incurring the wrath of the prine

; one cannot

the

tof encmics
ble of turning any lone offender rapidly
into warfare hecomes the only acceptable
warfare, and the harpies have everyone else outnum-
bered and ourgunned.

sheriff and the harpies’ clan elders — a he
who

ment with the police — all must speak first with the keeper.
The keeper may cancel an event at any time, even minutes
before it is to begin, on the grounds tha it threat

and the Masquerade. (Whether or not the claim is

security

urate is
irrelevant; the keeper has that authority ro use as she sees fie.)
Such power, while not as impressive us the scourge’s right of
destruct

on, can be used to grear effect; the vampire who has

spent months

ting himself up over a recital at Elysium only

to have it blithely cancelled stands ro lose a grear deal of status.
Keepers n
status, which

ay be of any clan; most are at least of ancill
es them the pull they need to hire or creare
sufficient security for Elysium. Contrary to popular thought, the
majority of keepers are not Toreador. Such Kindred tend to get

distracted from their duties too easily in Elysium's env

ns.

The jobcomeswith heavy responsibility and very few perks,
Akeeperisresponsible foreverythimg thatoccurs within Elysium's
walls on his warch (and occasionally off it o). While the
position isa prestiy

nditcan gameraKindred

agreat deal of status Kindred under
as the prinee’s. Because the

pasition requires the keeper to interact with mortals on a fairly

a microscope almost as intense

regular basis, monstrous Kindred (whether in mien or de-

meanor) are never considered f

the job, unless they have some

way to disguise themselves, The appointment s also usually a
condirional one — the keeper can expect 1o be scrutinized for
the several gatherings regarding his policieson the Masquerade,
mortals, security and Elysium in general. The harpies are not
kind to a failed keepe

i he's sill around to accept their scom.

On a nightly basis, the keeper must be certain Elysium

abides by the major rules regarding the established Traditions
and the Masquerade. He may be responsible for stopping weap-
it the doar, a job he often requests the sheriff perform, On

occasion, he may need toplay host, circulatin

on:

unong his visitors.

and making sure thingsare goingsmoothly. Ifthe prince requests
thar refreshments be provided, it's the keeper's job to procure
them. When several K
stage some event (such as dancing

ant to make use of Elysium o

debate or even a
farto

wsic recital), the keeper needs to jugsle the social
hat ¢

ensure

ryone gets o um and that the Brujahs often-
npling the M,
exhibir of silence. If curious mort

noisy debares will not be tn
1ad
or a hapless mortal security guard wanders i
wathering by accic
intruders neatly. If an incident occurs that attracts the wrong

kavian performance

K in the windows,
Kindred
noving the

s pe

lene, the ke ahout re

eper musk se

kind of mortal attention, the keeper needs to clean it up, and he
may call on any necessary resources to doso. Relyingon this sort
offiattoooften, however, 1sa good way todraw a prince’sire, and

the best keepers are often those who are noticed least

s is the keeper, so goes Elysium,” is a familiar saying
aroundd the halls of power, and it is quite true. A keeper whao is
continually paranoid about infilerators nns Elysium with agrip

that can approach a stranglehold, and presents gatherings that
are reminiscent of a prison
great interest in the s
welcome

and's rec time. A keeper who has

rts may favor salon-style gatherings that

g 1o contribute, while

ne more
interested with social interaction would encourage elder-
nRound Table.
Of all the positions in a city, this one is the maost likely to

supported meetings suggestive of the Algor

change hands frequently. The position is very much a political
foorhall, kicked hack and forth between prince and primogen.
Furthermore, the role offers aKine
sooneror

ed tremendusopportunitics

er every keeper manages tooffend somebody.
e keeper knows when 1o resign; foolish ones hang in unril
the bitterend. Ita vampire plays her cards right, she may hold the
position of keeper three or four times wirhin a few decades;

talenred keepers are often elevated into the role again and again,

THESHERIFF
While the sheriff's job description may vary from city tocity,
s primary function is

o be thi priice’s "erdoncer.” He generally
assists with the *muscle” aspects of ruling, doing everything from

hauling offenders into court 1 keeping order on the streets and
oceasionally houncing fools from
sheriff is often charges :
coordinating the martial side of the fight. A sherff m:
deputies toassist him, whooftenact fully in his

sium. During v

alled on to be the war-chief, lead

ty select

hority, butsuch
appointments wsually require the prince’s approval

Tee Basics iv Buooo:Tee Stcr Deven




Far and away, the Brujah and the remaining Gangrel

provide the mostsheriffs, although anyone with somethi

1 martial bent may he selected. Since part of the sheriff

ties include warching

d or hreaches of the Masquerade, a

sheriff is also required 1o show a litele brai

wi. Straight-ahead brawlers are becom

rions of force

perators who are precise in their app
become the norm

Keepers of El
Is or
with securit

wum and sheriffs can be each other’s best

frier enemics, A keeper who insists on deali

herself at Elysium risks stepy

the sheriff, wh eves that such an act

harpies he's incompetent, A sheriffwhomu
nd conclave security without asking abe

may alienate the keeper, depriving him

support when it c

measures (such as heat sens other hand, when the

twoofficeswork hand in h,
they can weave o web that e
ind sheriffs often have a grear ¢
election ¢ her, and it is ¢

rightly kn

pair of Kindred to hol
THESCOURGH

Some clail

the position of scource is a relic of medicval
torm
post was ereated only within the last deca

times, an ol of the sheriff, while otl

mee). However the scourge car

new-minted ped

ffice isnow pa ndscape of many Can

Bemn ro Portland, scourges rake their ma

bordetlands and barrens of the major metr

Proceedings regarding the scourge vary from city tocity
Some princes

1 the pro

right of destruction to

vile other princes

some recent tales of

enthusiastic sce

vampires

had followed pr Iwere known in the city, bur

1 feral

ed i relicr

in the barrens of Milwaukee. As he had been given
iny Kindred he did not recognize, the

of the trio, who were unable ro give

He brought back tr work, tothe

n of the Tremere p
personal effects of three recently
wpparently they had gone looking

n a ritual. The prince

Not every prince makes use of the s

number of princes (usually of smaller or les




Temprine Fate
Most of the Kindred who deal with humanity do

sowith

le. Such
vampires understand the risk they run every instant,
and take grear care not to threaten the veil that
em from mortal wrath.

reful eye toward the Masquerad

very ¢

Then there are the daredevils. Vampires of this
sort, for whatever reason — boredom, usually, though
atent Sabbat sympathies” are often blamed — like to
see how close they can come to shatrering the Mas-
rade withour ac

ially doing so. This sort of game
can go on for years before the players eventually slip,
with each player coming closer and closer to the edge.
Ifthe participants are lug
the atrention of

. their shenanigans come to
the sheriff, who puts the clamps on
damage is done. Ifnor, the Masquer-
what is colloquially known as an “Oops”
situation, and all hell bre

before any seriou

k:

loose.

Needless to say, the

ampires responsible for the
breach never, ever survive the cleanup.

cities) see it as a dangerous and unnecessary office. The
legality of the scou

ge is still under debate in 4 number of
circles, particularly with regard to granting these gendarmes
the right of destruction. Many sheriffs see the scourge as
chipping away at their power, and as a result they can be the
greatest obstacles wen who wishes to
introduce the scourge ro a city. On the other hand, some

v prine

or prime

sheriffs see the scourge as taking care of

problem that
occupies too much of their time when they could be dealing
with an infinite number of other matters, such as Sabbat

incursions or persistent hunters. A number of vampires,
largely those who occupy the barrens on a regular basis and a
surprising number of “salon” vampires, also see the scourge as
a potential threat; a scourge gone bad or warking for the
enemy could be deadly, especially if the prince gives the
lor of leeway in her dealings with the thin-blooded.

scourge ;

Scourges in general are not the most popular vampires
around. Most are loners, and if they are not initially, the
ands of the position soon ensure that they are. Few
Kindred are comfortable around the loca

de

scourge, and even
princes hold their hired exrerminarors ar arm’s length. Em-
hittere:

nd isolated, most scourges soon grow disdainful of

Kindred company, shunning Elysiums in favor of “work."

few far-sighred Kindred (usually those who have some psy
chological work in their backgrounds) conrinuallyattempt to
draw their local scourges into Kindred soctal life, fearing that
without social contact scourges will become automatons,
killing machines unable to tell the difference herween friend
foe. Such efforts ha

met with mastly poor results. Some

scourges scomn such “d,

-gooder” attempts as muddling with
their thinking, while others find the forced jollity only
emphasizes the gulf between them and th low Kindred.

fel

Trie Hupnren Masses

or every Camarilla vampire holds ritle

! ar from ir, in
fact. The vast majority of the sect’s members attend to their
own business. Some do have ambitions to achieve power
within the sect. These vampires

m;

careful attention to
ters political and may spend decades or

) centuries
plotring their ascents to power. Others avoid the matter
entirely, presenting themselves to cach prince in turn, rhen
vanishing back down into the sewers or thaumaturgical labs

The fact of the matter is that each vampire has eternity
stretching before him, and he had best find himself sc
dobefore the crushing ennui of the agesdrives |

nethingto

nad. Active
participation in palitics is an option for only some of the

Kindred; there are only so many titles to go around, after all, and
promotion is a slow and bloody process. That means that the
Kindred need ro find other interests and outlets, all the while
adhering to the Traditions and preserving the Masquerade.

The most common diversion for the Kindred involves
dabbling with mortals. This interaction can take many forms,

from indulging in the ares (all-vampire ba

Is are surprisingly
nmon) to meddling with corporations. Other Kindred try
me or assume mortal lives, living among mortals in an
npt to further their agendas or stave off boredom. Most
often, though, a vampire who decides to spend his nights
interfering with mortals picks a particular field or institution
— one often mandated by the prince, who has no interest in
seeing her subjects squabble over a particularly juicy industry

and then sets about working with his plaything. Kindred
grow protective of their mortal connections, re

ing them

with the same care and passion that a gardener expends on a
lly
caring for the specific area he has domain over (though there

prized bonsai, It is often not a marter of the vampire 2

are exceprions}as itis aguestion of possession. Such vampires
often take a grear deal of interest in the night-to-night
concerns of their connections, diving into the details as a
ction. Sometimes Kindred carry on mortal
sades beyond the gr.

means of dis

cn , but sooner or lter those concems.

fade. The form of the vendetta remains, bur the motivation
shifts; sooner or later, the chase is what matters more than the

goal. It is not uncommon for vampires who achieve g
they've be

en pursuing centuries to slip into rorpor shortly

thereafter; there

nothing left to interest them anymore

On the other hand, there are those Camarilla v
whohavenointerest in dealing withhuma

mpires
ns. The Masquerade
with humanitysave
at feeding time. These recluses are more interested in marters
vamg

Isaconvenient excuse toavoid interactiny

al: thaumaturgical research, vampiric philosophy or
artistic ey

pression, or other endeavors only possible for thase

ns. Like those Kindred who throw them
selves into the Masquerade

h unending lifes

though, vampires who stick to

immortal concerns have an overriding passion for what they
do. In the end, w

it matters is not so much whar each Kindred
does, bur rather that they do so emphatically, to keep them
from drifting aimlessly into madness and e

nity.
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Not even those whe
|

me o an old g

Simdnides of C

The core of the Camarill, the heart of its strength, is the
collectionofvampinic clanswho banded rogecherin the 15theentury
todrape the MasuerdeoverKindred existence. Iristhe intemctions
of these core clans, the compromises and acjustments they have
made in onder w0 deal with one another, that have given the
muchofitsshape, definitionand flaver. Tounderstandthe

all, it s first necessary w0 know the elans — and the

St

As things stand, six clans serve as the core of the Camarilla.
The Brujah, Malkavians, Torcador, Tremer
mlyc aondwhatitstands
of these clinsare adistinet minority; numerically,
the vast ey of cach of these lineages supports the Camarilla, The

s, reftpecs andd ha

ron — thar comprise it

Ventrue and

mitted tothe Camar

clansdoso,n s any sense of altruism or innate goodness, but

rather because the elders of those clans believe that the secrand is

attendant customs offer the best hope of survival. Of course, the
question of whose survival always hangs, unspoken, but the
distance between elders and neonates is great enough thar what
filters down from,

eration to generation loses the patently self-

servingedgethe mighratrributetotheelders’ pronouncements.
Forsomuny new Kindred, the Cananillais simply The Way Things
Are Done, and theirs is nor ta question — at least not at first

Even those who grow restless and start to que

n,
however, usually return to the fold.

T Tos

efore s and seere soms of oner lomds the
d of thier days withon hardship or danger, 1

“The Comments of Siménides,

3B

s, themselves hulf
i they live fovever

Richard Lattimore, trans,

CLAN PRESTIGE

Clan Prestige is an additional Background Trair used to

keep rrack of a vampire’s standing within her clan. Clan
Prestige bears absolutely no relation w0 a Kindred's regular
Status; a vampire can be highly respected by other Nosferaru
but despised by the Camarilla as a whole, or a Brujah prince
might be well-respected by his peers, but loathed by his
chinmates asa sell-out. Normally 7 vampire.can only:acquire
cofthe
Kindred has done enough service for one of the other line:
toeamClan Prestigefrom themaswell/ Bxamples ofthiswor
b a Toreador who, despite-his sens
gossip from Elysium and the salons to the Nosferatu, or a
Gangrel archon who, in the course of performing her duries,
Tt Sl plot o assasginate 3 Vénirod pethice.

Clan Prestige for her own clan, buton rare occasions

s, regulaly feeds

“lan Prestige normally runs up toa rating of 5, though
s those found in the
cupto 10.
rience. [t can

elders and legendary figures (such

appendices of clanhooks) can h

Clan Prestige cannot he boughe with exy

nd

only be bestowed through roleplaying by the elders
other members of the clan in question. Furtherm

infamous orstupid acts, or the influence of the haeples, can

strip a vampire of Clan Prestige easily. Respect within

one's clan is hard to cam and easy to lose, and the way in

which Clan Presrige is hande Id reflect th

out she
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Bruian

Lo, how the

ghty have fallen, Suchisthe perspective the

eldersofotherclans have on the Brujah, Younger Kindred, who

lory, sec

do not remember the clan’s nights of philosophy and

the Brujah as a disorganized, anarchic rabble. Then again, in

aded times entirely too many members of the clan fit

ype has

gh that the srer

stion, or at least er

become widely accepred.
With hallowed Carth:

have become the angry young

ze just i fading memory, the Brujah

nen (and women) of the

Camarilla, Constrained by the Camarilla's traditions and ke

intheirplace by ruthless elders, the street-level Rabble take our
acks, indulging im | |

wions by moving i ints and

bad attirude ar odds with the enforced
and the Ventrue
ahits, the Brujah shun the halls of power. Theclan's

v members have lirtle interest in playing the Ventrue's

yamesorexposingthemselves to Toreadorridicule: Instead, they
stand as the (mosely) loyal opposition to the sect, essentially for
the Camarilla but with lirtle interest in irs rules nd regulations
Eldersmay takear :
direction at the time of their Embrace, but the common i

wre philosophical bent in line with the cl

: Brujah now is that of the leather-jacketed rebel

GTHAND INFLUENCE

the Camarilla, the Brujah have relatively lirtle pull
sprinces With the clan's penchant for gectingin
{the legendary Brujah temper can produce equally |
breachesof the Masquerade orother T raditions), fow princes are

» give them much beyond the time of nig ah

sare members of the clan. Asm

willing

princes are 1 surprising number of sheriffs and

oftheq
B

i infra-clan policics.

te-unquote

hat these officers must deal with : haswell, the

conflict can make for interesti

In truth, the Brujah have their strongest influence on

Of all the clans, they have the

streets and in wory towe

1 arelicof the e
- Elders still work |

acees, but these n

rd to pull from

that base of potential Embr shis, the clan'’s

ary interests lie elsewhere

Once ruling from fortresses and training halls, now the
Brujah rule the strects, primarily through sheer numbers. Many
and-tum

Brujah came from or were

lifesty > tocontinue it Like calls to

who came from the street have made a habit

like, and vamp

of Embracing those from the street as well. The clan has the

zmbership of any of the Camarilla clns; in

widest variety

many cases a flash of atrirude or a demonstrated unwillingness

take crap isall that it takeste

rest, the

-um someone the Embrace. Al

ORGANIZATION

The usual respe

abou
ither laughter or a punch to the gut. The

their clan s

wanized of the clans, shunning formal

Tiie Guoe

Brujah are the my




s (often held after concerts or
particularly energetic parties). There are no*Boards of Directors™
orformalawardsof starus among the Rabble; instead lik nded
Brujah gettogether toswap news and brag, ortoargue abour damn
nything. Somehow, news manages ro get disseminated by
thishaphazard fashion, but anyone hoping tocatchall of the local
Brujah at asit-down meeting is in for a world of disappointment.

The only onganization the Brujah have is a rough breakdown
along philsophical lines. Younger, more anarchic Brujah are some-

meetings infavor of informal R

times called leonoclsts (though their response to the term isn't
printable), and it s fron these vampires thar the stereotypical inage
oftheclndenves Oldermembersof the clan, called Idealists (though
they prefer something in Greek most of the time) are more interested
in the ideals of the clan and reclaiming the scholarship and philoso-
phy that was once theirs; many are of an age 1o recall Carthage.
Idealists look down on the leonoclasts as unmly children, while the
ts as do-nothing fossils. Caught in the
mickdle are the Individualists, who strackdle both camps in age and
remperament. Needless w say, they catch flak from hoth sides.

leonocksts sneerar the Ide

CONCERNS
There are almost as many concerns among the Brujoh as
there are Bruj;

s the

an falls short of a unified policy on
pretty much anything, it's hard for a single issue or concern o
rouse the clan’s ire. The anger over Carthage still burns hor for
theancients, but few Brujah created in the last millennium ¢z
much for the issue. leonoclasts rise howl

ahour selective law
enforcement and oppression by the Ventrue, but such cries
often fall on deaf elds

ears.

The only concern that draws members of the clan

across party lines is the encroachment by the Sabbar. The street
is where the Sabbat operates, and that means thar the Brujah
Sabbar assaule, As a result, the
Brujah feel (rightly or wrongly) that they are being used as a
buffer by the other clans against the
tothe last Bruy common joke). A few loudmon
even s saying that if they don't get any help,
h should just let the antitribi through, but
such sentiments are not yet commaon throughout the clan

take the brunt of any initia

one on record

next time the Bruj;

PracTices ann Customs
Brujah customs are a hodgepodge of half-remembered
maortal rites, dusty rradirions passed down absently from sire

HumaniTy
The Ventrue may have their fingers in the mortal world
up to the elbow and claim they have the most interaction, the
man extremely close second. The difference between
s’ interactions lies in their approaches. The Ventrue
it mortal institutions, but the Brujah seek out individu-

Brujah

wral candidate, but may well have connections to people
thatcandidate stepped onduringhisclimbtothetop—andthe
m gathered from such contacts can be as useful as
anything gamered by amulti-milliondollar Ventrue campaign.

CLAN DRESTIGE

Beujah clan prestige is bestowed more for atritude than
specifics. The clan has at least a rough allegiance toward
weakeningauthority and promotinganarchy, andactswhich
accomplish hoth or either win their performers starus within
theclan. Tellingoff a prince, disrupting a Ventrue deal (and
living to tell about it), tweaking the Tremere or exposing a
corrupt mortal politician for the fraud he is—all of these can
win a Brujah points with her elders and peers. Unfortu-
nately, the Brujah penchant for going after the high and
mighty often turns the youngsters of the ¢
which means that matters of prestige can get touchy. Re-
warding a neonare for acts which subvert a Brujah el

asking for trouble, but is also true to the spirit of the clan.
Younger Brujah also habit of ignoring their elders’
pronouncements and setting their own pecking order. Such
angements are usually based on questions of strength or
numbers of adherents; Bru
follow charismatic leaders.

=

h tend to move in packs and

to childe and whatever else comes to mind. Most are impro-
vised from city to city, as the Brujah figure it's the meaning of
what they're doing that's really important. Besides, it's not as
ifthe leonocl. nything
inunison in any case. Instead, customs among the Brujah are
1 mater of aligning along the clan’s primary axis of

s and rhe Idealists could agree todo

more

sentiment and acting in accordance with it

mtherings, called Rants, are not regularly scheduled.

Bryjah
Insteadd, they justhappen when something else interes

zdoes.

concerts, exhibitions, festivals, conferencesand soon— and often

red into it
. though

the mortals responsible for triggering the Rant get dr
aswell. Rants are essentially open tomembers ofany
ny Tremere who attends is in for a rough time. The Brujah m

secret of their distaste for the Warlocks, and del
introducing Tremere spiestonewand excitingdefinitions of pain.

ke

it

ght in

MALHKAVIAN

Kooks. Fools. Madmen. Such are the descriptions the
other clans have for the childer of Malkav, wi ankly don't
giveadamn what anyone else thinks of them. The Malkavians
are insane, but not in the way that others imagine. Each
Malkavian ked lens of
perception, a highly personal distortion that outsiders dismi
as mere insanity. But that distortion is the key to enlighten-
wment, the Malkavians insist — at least those philosophically
inclined — and often the Lunatics seem to know more

s the world through her ow

bout

whar's really going on than their so-called sane brethren.
What :

asubject of

tly the Malkavians are downg in the Camarilla is

me debate. While the clan’s allegiance 1o the sect
has never wavered, it is nevertheless true that the sect’s interests
onlyseemtointersect with the clan's peripherally. Asaresult, the
Malka
while their counterparts in ather clans can't help feeling vague
and disquieting suspicion about the Lunatics' real motives

ns view the Camarilla with a sort of bemused affection,

Traw Tracenes o Buoon:The Clans
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INsaNITY

[t is a common misconception among the other clans to
regard the Malkavians as cute or childlike, wacky little prank-
sters who, in the end, are harmless. Nothing could be further
from the truth. Malkav’s childer sport a wide range of dysfunc-
tions, ranging from relatively mild cases of regression to
full-blown psychoses and homicidal manias, but as a rule they
are notcute. A Malkavian is far more likely to be totinga much-
used straight razor than he is to carry a teddy bear; bloody rags
are infinitely more common than bunny slippers. While there
are some Malkavians who doregress to childish behavior, they
dosowith all the strengths and powers of a full-grown vampire.
Tantrums thrown with the weight of Dementation or a frenzy
behind them should not be thought of as adorable, and neither
should the Kindred throwing them.

Recently, the entirety of the clan was somehow infected
with the Dementation Discipline by the antitribu of the Sabbat.
The deed was done over the Malkavian Madness Network,
though even the Malkavians themselves seem at a loss to
explain how exactly that happened. The new Discipline
doesn’t seem to have affected clan members’ behavior over-
much, but with the Malkavians, one never knows.

STRENGTH AND INFL UENCE

Malkavian strength and influence varies from city to
city, depending on the individual quirks of the local Malkavian
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population. In some places the Lunatics are nearly incapaci-
tated by their manias, and thus are a non-factor in city
politics. In others, the famed clan dementia is a non-issue or
actually feedsan individual’s drive to power. A power-hungry
Malkavian with an obsessive personality cancbe afrightening
thing for friends and foes alike.

Tonoone’ssurprise, the Malkaviansfind the mental health
care system to be a hospitable environment; many set up little
fiefdoms in managed care facilities. However, the Lunatics aren’t
limited to mental hospitals — it's more a question of what an
individual Malkayian is driven:to experiment with. In some
cases that’snothingatall;inothersit'sart that the Toreadorenvy
or business dealings that give the Ventrue pause. A very few
dabble in magie, and the thought of what those Malkavians
might be up to gives many powerful Tremere nightmares.

ORGANIZATION

Defining Malkavian organizationislike trying to empty the
oceans with asieve. The task is simply pointless, as the Lunatics’
ways of arranging themselves mutate and change with blinding
speed. The clan’s irregular meetings are open to all comers,
primarily because the Malkavians don’t care about keeping
anyone out, but observers often returned chilled by what they
saw. At times the Malkavians have mounted eerily accurate
pastiches of Ventrue or Tremere clan gatherings; at others they
mimic the Sabbat, or engage in behaviors utterly incomprehen-
sible to anyone not sharing the communal cup of madness.
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CraN PresTIGH

There's no telling what mighe set a Malkavian above her
fellows. Clan standing varies wildly from night to nighr, and
the Malkavian everyone follows one night might be shunned
the next. Itonly makes ser
to all of them, it scems. An approximate guideline is that
anyone who does exceptional work 1o break down a shared
perceptionof reality (say, by gettinga prince tospeak in tongues
ora keeper of Elysium to hang a finger painting) often wins
kudos from her peers, but otherwise the Malkavian system of
prestigejustseems tobea parody of theother clans' approaches.

o the Malkavians, and not even

There is no local, national or global organization of
Malkavians. The clan simply is. Trying o force it into the
framework of“nommal™ behavior, asthe Ventrue and others have
beentryingrodoforcenturies, isurterly fruitless. The Malkavians
meet whenever they choose, do whatever they choose and revel
in the thre

ol of in:

ity which binds them all rogether.

CONCERNS
Do the Malkavians ha
knows. There

nifying concerns?

e

one

s speculation that the infection perpetrated by
the antitvibu has sparked at le:
Malkavians, but if anyone knows the truth, they're not
talking. The more socially adept Malkavians routinely steer
conversat

st some discussion among the

m away from clan marters, while the less func-

tional ones don't seem o be worth asking
I the clan can be sid to have a core issue, it is the marter of

enlightenment through new perception (or what the unenlight-

encdmi

kenlycallinsanity). Byremovingthe scalesof*normal”
behavior from their eyes, the Malkavians claim to be able to see
true realitymorech

arly than ever before, Notafew clanmembers
want o share that renewed vision with the rest of the Camarilla
and then the

world. Such vampires are almost universally feared,
astheirconversion effortsamount todriving their victims insane.

Pracricesann Customs

The Malkavian custom that has the highest profile is the ant
of pranking, playing “jokes” on other Kindred so as to ¢
theirperceptions. Of course, these jokescan take any formandare
wsually only funny 1o the Malkavian playing them; the targers
find them to be anything from annoying to faral. Malkavian
prankingdoesn’tinvolve whoopee cushionsand bucketsof water

balanced on doors; rather, it is an inspired attempt to kick the
crutchof consensual reality out fromunder other Kindred. Pranks
can range fr

ally r Il of the furmiture in a

m conting

ATANGINg @
shaventocarctul use of Dementation tosiccingahunrer

vampir
onan unfor

e target,and a vampire who becomes the subject

ofaMalkavian'sinterest rapidly finds his friend

for fear of being caughr in the blast radius
Malkavian tar,

nstream

thandoning him

the Embrace tend to he outside the
i sociery. While not all are clinically insane

mi

hetore the Embrace, none are paragons of stability, and many
just need the horror of the Embrace to push them over the edge.
Malkavian sires

W't seem tobe particularly attentive to their

childer,

ut somehow the neanatesend upknowingeverything
they need to know. Outsiders speculate that the Madness
Netwark mustsomehow be involved, butsince outsiders blame
the Malkavian W
murder of Abel, such theories are «

Iness Netwark for everythin

NOSFERATU
Nosferaruare normonsters, atleast not inthe sensethatothers

wl filth, have

nd breed strange monstrosi-

think they are. Yes, they dwell in sewers
visages that send mortals screamis

tiesas guardians for their underground domains, but the Nosferar

alinseerers, notcamage. Hidingtheirfces behindillusions, they
{or their servants) seek our any ridbit that appears worth having,
thensell thei

spilstothose less observant (who woukdseemto be

quite a few judging from their clientele). The Nosferatu’s willing-
ness togo places other Kindred disdain serves them well on many
occasions, and their reputations as monstrosities ensures that the
curious don't attempt 1o tum the tables on them

Nosferatu often dwell in the city’s sewers, but aren't re-
stricted to them. After all, all the action (and the information

that comes with it) are above ground. The sewers are merely ¢

convenient and concealed means of accessing the world above

andanexcellent place wohide whar'sbeen found. Most Nosferar

wurn the sewers around their havens into deathtraps, and the

olderthe vampire, the more complicatedand intricate the traps.
Nosferatu are very fond of their privacy, and intniders had best
be prepared to pay the price of trespassing

What the Nosferatu ultimately deal in is information.

Often the coin of exchange is more information, which just
makes the clan richer. The Nosfer fr

knowledge, either, much to the chagrin of other Kindred who

paren’t drouse th

z

have found themselves humiliated, Blackmailed or ev

fall inta Nosferatu hands,

N

killed after lerring the wrong word

STRENGTHAND INFI UENCE
It is

e for a Sewer Rat to hold o position in city
government, Other Kindred are uncomfortable with h:

nga
smelly, repulsive monstrosity in a position ofauthority, and find
waystokeep the Nosferatu out of power. Oceasionally a prince

tasses a pussition ta the clan, etther to demonstrate how open

mindedheisorinanattempt tosecure the Nosferatu'sfriendship,
but most just play it safe and exclude the clan fr
much as possible. A Nosferaru prince is almost unhes

m powe
d of. In
truth, the Nosferatu don’t seem to care much. Time spent

as

attending 1o the duties of an office is time not spent gathering
information and purting thar information to use

As information-brokers without peer, however, the

Naosferatu can easily make up forany lossof *tempor:

Irin b

power,

Vastwebs of shared information r ngable rc

wcquire
ke certain
s wanting whar

dirt on just about anyone, and the Nosferatu m:

that everyone knows it. As a result, other ¢

the Nosferatu have are forced rocome and deal, and the Sewer

Rats drive a hard bargain. Favors owed

nd gossip shared
resules in a remarkable amount of influence for the clan,

which is valid currency above and below ground.

Than Tracoss oF
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nother, either as
yCertain precious pieces of news

ters or email. Such exchanges hel

vacross the clan with lightning s

wls e called Hostings (which leads ro all

\ operate on no set
lasting happens whena Nosferaru decides

happen. The self-proclaimed host of the

1 meeting space and accomi

informal

tatu have mvestal heavily in

' 1 dincybenspaceand allowing
schangesofdata. The SchreckNET isnow intercontinen.
keepers expect ro have upward of 9 cent of all

ranu burrows connected within the next three year

CONCERNS

atu know roo much not to be concerned. They

tirely too muc
s really
ver. The Nosferatu are

ft the Camarilla,
tween Malk

orridors of Ventrue py

. and have debated |

sanguine about the Camarilla's f

ing the sect themselves at 1 f there’s a problem v
Camarilla, the Nosferatu know about it and are debaring the
m: orriedly

One concern that the Nosferatu
icktuku. A
are the clan founder's other chi
to make the Nosferatu look normal by
mously powerful and utterly haref

Nickruku

privy toisthe

their less deformed brethren ac

Nicktuku have increased in recen
numberof Nosferatuburrows ha

clan members are taking this ir

Nicktuku are on the move, andas

defenses for what they perceiy

PRACTICES AND CUSTOMS

Thereare few pracricesco

eratu that have
ctacular and

ewsofit leak)

Iy infuse with their vitac

isted, massive and utterly loyal ghe




mong the Nosferat is based on urility and
al work for the clan or who
uncover particularly juicy tidbits of information (that can be
Later put touse; there's not much use for theoretical knowledge:
down in the storm drains) get acclaim. Furthermore, since the
Nosferatu are in continuous communication, a well-regarded
good press gets spread
opposite is also true. A Nosferaru who fumbles an informa

nding
merit. Those who do exceptio

far and wide. Of course, the

vampire’

on

change, gets a burrow violated or assaulred or who passes on
false information to the rest of the clan finds his name tumed
o mud across the entire ShreckNET i

matter of hours.

In the end, all Nosferatu custom among each other breaks
down to respect and politeness. The Nosferatu seem genuinely
to respect one another and their elders (the Sewer Rats are the

onlyvampires whodon 't regularly grumble aboue whar evil deeds
theirelders are really up to), and thar makes their dealings fluid,
casy and fast. What mateers to the Nosferatu is not the order of
precedence, but rather actually getting things done, and their

dearth of formalized customs reflects this desire.
There is one hobby which the Nosferatu seem to enjoy,
and that's pushing the other Kindred. Every Nosferaru knows

thatthe otherclans prefer rodeal with themas little as possible,

d that they only do so when under great duress. Conse-
quently, the Ne
aspects of their

feratu take great pains to play up the warst
alling,
their prospective clients are willing
o go. When the Toreador are willing to descend into the
sewers, or the Ventrue ro meer in a soup kitchen, not only do
the Nosfer.

the other clans come

stence whes

resting 1o see w i

ghoulish pleasure out of secing their visitors

50 discomfited, but the entire meeting hecomes a gauge of
exactly how desperate for help the high and mighty are.

ToRFADOR

To the Toreador, or at least to any worthy of the

beauty is as important as blood, The ultimate aesther
Kindred are

oted to the exploration, creation and preser-
tin all its forms, whether that art wants to be
not. Easily rransfixed by an image of beauty, the
n also be coldly vicious in destroying what

vation of @

preserved
Toreador
displeases the
please and displease equal numbers of Toreador, dealing with
this clan ar all can be

'm. And as the same creation — ormortal — can

ngerous thing
Contrary to their image as fops and poseurs, the Tarea-
mong the most effectiv

dorare

manipulators the Camarilla
intrigue for its own sake (just another art
Jor), these Kindred can give words a

possesses, M

SPers ¢

form to some Tore.
sharper edge than a Gangrel's claws. The superhun

that let

n senses

Toreador bask in the presence of a Van Gogh also

clue as to her enemies’ moods and anticipated

s for the

give her

actions udy of art, an immortal sculptor’s
an be applied with equal f

n opponent's thraar.

knowledge of anatomy cility toa

slab of marble or

v, the Toreador
arcaftersomething that noother clanis. Excellence and artistry

Call ir expression, call it ar or call it be;

in all things call to the Toreador (those deserving of the
Embrace, inanycase), and it is the quest toachieve and preserve
tha
before them, the Toreador hav

sort of achievement that drives the clan. With all erernity

all the time they need to seck

pertection. They just don’t always seek it in ways or places that

the other Kindred expect.

STRENGTHAND INFLUENCE
Apart from the Ventru has so thoroughly
adapted to the Camarnilkaas have the Toreador. Ifthe Ventrue are

. no other ¢l

the sect’s backbone, the Toreador are its heart. Asa result, there

are more than a fairshare of Toreador princes, sheriffs, seneschals
andthe like. Ev
that there’s a Toreador at his elbow advising him. The field of

nifacity’sprinceisofanother clan, oddsare good

politics isas much acanvas asanything else for the Toreador, and

many clan members have gotten very skilled in the medium

Oddly enough, fewer keepers of Elysium than one might
expect hail fram Toreador ranks. Papular theory holds that
this is because too many Tor

wlor keepers were entranced by
the exhibits assorted Elysiums held to do their jobs propetly;
the Toreador refuse to dignify this rumor with a response and
instead flack to join the ranks of the harpies.

I is throw

igh the harpies that the Toreador truly exercise
their clout. The final arbiters of status in a city, the harpics can
f seconds. They

candrive him to acts of desperation to reclaim his good

make or break a vampire'sreputation ina mar

e, o
exalthim to dizying heights on the basis ofa single deed. Princes
can be brought low or created through the harpies efforts, and as

much as other Kindred might want to discount the Toreador's

influence, there is too much evidence of their power toallow it.

ORGANIZATION
Toreador argani
rtists’ collectives. Like so many of the other clans, the

tion is a collection of free-floating cliques

Toreador have no formal international organization. Inst

individual Kindred drift from group to group, which can he
nbers d

mand. Deference is showed to Toreador of demonstrable age,

formal or informal as the temperaments of their me

knowledge o talent, but for every neonate eager to pay hon

ge
nelder whose work he admires, there's aformer exotic dancer
claimingthat his physical beauty makes himawalking work of
Such schisms break the clan down into two rough groups: the

te

rt

Antistes and the Poseurs. In truth neither faction is formalized
t each side

enough to have a name; these are just the insules tf
flings ar the others. Artistes are the truly creative among the
Toreador, the anes wha produce works of true inspiration and

bea lented.

ity. Theiropposite numbersare those whoare... less
The ranks of the Poseurs include eritics, agents, substandard
creators who were Embraced through lapses in judgment and
those who claion their lifestyles or their anatomies make them

worksofart incarnare, There'snolove lostbetween thetworough

factions, and a great deal of time and energy gets devoted o perty

squabbles for supremacy on the local level
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Ir's more than good indoctrination policies that keep
the Trel sounified. Each neonate, at the time of her
crearion, drinksa chalice’s worth of the mixed blood of the
Council of Seven. Grail imagery and similarities to the
bbat Vaulderie aside, putting cach new Tremere one
step closer to being bound to the clan elders is simply good
politics, Most neonat ay in line thereafter for fear of
having the full bond enforced, while troublemakers are
that much easier to Dominate or bond fully, Woe betide
a Tremere who gets hims
outside the

If blood hound to someone
and is discovered, for by doing so he has
destroyed his elders’ most effective leverage on him. Ifthe
ermor is uncovered, the bound Tremere can expect an
nd the vampite he is bound to will
for death.

probably be marke

ORGA

ZATION
Without a doubt, the Tremere are the most highly st

turedof the clans. Arranged in pyramidal hierarchy (Tremere
himself ar the top, the Council of Seven beneath him, each
withcontrol over adifferent geographic region, and soon), the
Tremere all know their exact place in theorder of things. Each
Tremere can trace the path of power from where she stands up
through her superiors to Tremere himself, and can take com-
fort in having a well-established place.

Undemeath the Council of Seven (which is comprised of
all fourth-generation Tremere) sits the Order of Pontifices,
seven of whom are assigned to each Councilor. Each Pontifex
has n to oversee; such domains have only the vaguest
crual geography, and frequently overlap.

Each Pontifex has direct autharity over a group of seven
Londs (the aguregate is called the Order of Lords), each of
whom oversees a smaller geographic region (a small country,
for example, or a few particularly populous states). Each Lord
also has seven Regents reporting to him, and each Regent has
over Tremere affairs at a particular chanrry
eonates receive, along with the Embrace, iniriat
Apprenticesofthe First Circle |\|\U|1(T!kmerl.pmgn:‘s?\
in her studies, she ascends through the ranks to the title of
Apprentice of the Seventh Circle. Such lofty “apprentices”
help

relation 1o

e the chantry with the Regent; at any g

ven time a
chantry can bos running from Firse
Circle to Seventh. Interestingly enough, there are seven
Circles of Mysteties ts, Lords and Ponrifices as well;
the Tre

1 range of apprentices

rstudies, nor do they ever stop
advancing in their knowledge of the Mysteries

The Tremere's strict formality of hierarchy begins with the
Embrace and never le h -\ppmmuunm st mh must
micet with her Regent once a week, and along with tha
eceives an indoctrination in Tremere organiza
nonalthought. Eachvampire ispart of the clanasawhole and serves
afunction in the clan as a whole; a single vampire who shirks her
ens the clan as a whole, and so on. It is impressed on

Trie Cuoe 10 e CanaraLa
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CLAN PRESTIGH
ere grant prestige within the clan in slow,
carefully measured doses. Following orders o successh
stons, triumphs of thaumaturgical research, eliminations of the
n's enemics and efforts that advance the clan's agenda are all
all increments. Tremere who disobey
orders, engage in failed experimentation or who weaken the
clan drop in prestige dramatically. Considering the rigidly
hierarchical nature of the Tremere and the intense competition
foradvancement within the clan struct
set a Tremere's ambitions bac!

The Tre

lcone

e, asingle misstepcan
literally centuries.

neonates early that they are exactly where they are
for a reason, and thar the good of the whole come:

upposed o be
int

The Tremere do have a policy of rapid and multiple mansfers
of Kindred from chantry tochanery. Thissdone to keepany single
Regent from acquiring too strong a power hase, The constant
rumover breaks up groups that have grown too tightly knit, as well
as making it easier for high-ranking Tremere to socak spics nto a
given chantry. On the other hand, the constant scattering of
Tremere now means that a Regent who won his apprentices’
lovalty can have agents in a dosen chantries across the globe.,

CONCERNS
Extinctionand power— thoseare the twoconcemsof Clan
Tremere. The Warlocks never have quite recovered from the
terror of their first nights as Kindred and the horrific war waged
against them by the Tzimisce. Kindred roo young to remember
the nightsin the Carpathians are fed endless stories of the bartles
against Tzimisce war ghoulsand the nights when every hand was
against them. Thar fear has never gone away. The Tremere are
still convinced — perhaps with good reason — thar their
enemiesstill wait, and simply seek an opportunity, a moment of
relaxed vigilance hefore striking once again. The Tzimisce are
the featured players insuch paranoid fantasies, but the Ventn
the Toreador and even the escaped Gargoyles also pl:
And ‘what of the Salubri? Ever since Tremere’s
diablerizarion of Saulor, his childer have been haunted by the
fear of Salubri vengeance. Such fears are ludicrous, of course
the Salubri arc 1 hared, hunted remnant, driven underground
by relentless Tremere persecution

roles.

nd propaganda. Surely
there is no way they could ever mount a threar. But the oldest
of the Tremere remember the strange events that led the clan
to abandon irs Wallachian stronghold of Ceoris, and wonder.

Pracrices ann Customs

Thaumaturgy demands great artention to detail, and
Tremere social practices mirror this. Position in the pyramid
isof utmost importance at all times;
superiors must be

proper deference toone's

intained.

The Tremere follow a highly regimented meeting schedule.
Just as every Apprentice of the Finst Circle meers with ¢k
Regent once a week, each Regent meets with his peers and Lord
onceayear. Above them, cach L
Pontifex onceevery three ye:

local

rd meetswith herasociatesand
andthe Pontificesmeet with their




peers and their superior once every seven years. (Note: Only the

given Ponrifices, Lords, Regents erc. under asingle superior meet
Cross-pollination is strictly forbidden.) The Council of Seven
meetsonce

adecadein Vienna,andoceasionally asaresultof crises
mely
nd they like keeping o it,
o invites chaos, chaos distupts control,

at other times. However, such imegular meetings are ext
rare; the Tremere have a schedule
exactly. V

nd the

Tremere ke having control very, very much.

Beyond these organizational meetings, the Tremere gather
frequently for mystical purposes. An entire chantry comes
tion every Tuesday, with each Convo-

together fora Convocs
cation serving as equal parts rite and board meering
red telepathical
any eavesdroppers. A city's Tremere

v, 50 as to frustrate

s hast apen meetings
the third night of every third month; such meetings are open
to outsiders, and are conducted via speech, nor mindspeech.

Finall
nights in a mystical communion. A sort of hive-mind is
formed by a chant in which each Tremere takes part. Knowl-
edge

the endof each October, the clan joins for two

ad wisdom can be exchanged {though deep prohes of
individual minds are impossible), and each Warlock is re-
minded of his place in the greater whole.

VENTRUE

The Ventrueare the backbone of the Camarilla, the clan mest
firmlycommitted tothe ideal ofthe sect. Pethaps thisis because one
of their own is given credit for first envisioning the Camarilla,
perhaps it is because they honestly believe in the sect’s ultimate

goud, but the fact remains that the Ventrue are the clan whose
identity is most firmly tied to the Camarilla’s. The Ventrue boast
mareprincesthanany otherclan, andseemtotake aspecial pl
in onganizing concl
the Camarilla as a duty, and they are capable of going on at great
lengths about it w other vampires whom they feel aren't pulling
theirweighr. Such Kindred usually retort with commentsabout the
clan’smartyr complex, but the Ventrue landers instride.
They know it s the lot of the noble to be unappreciaresl,

asure

es. Indeed, the Ventrue see participation in

kesuch

Alwaysaclan of the aristocracy, the Ventrue these days are
transitioning from Embracing the hereditary elite to enfolding
the financial elite instead. The clan has always flocked to power,
and in these modem nights the power is in the bodd foom

instead of the court. Asaresulr, the Venrrue have hecome firmly
enmeshed in speculative markets, industry and other financial
arenas. They are wel re of the power money has, and
mulritudinous mortal pawns they use that power
1. None of the other Camarilla clans can match
this field; few even oy anymore.

The Ventru
ne, sophisticated and formal of the Kindred. The clan has

through rhe

exceedingly w
the Ventrue

doadmire breeding, and are among the most

hora of tradi

sns and customs, most of which are utterly
nonsensical to other Kindred, but which the Ventrue follow
redly. Yo

such tend

doy r Ventrue who question the wisdom of doing

have the lessons beaten into them by their sires,
alue directed initiative rather than independence.

wha

Despite the guise of gentility the clan adopts, the Ventrue
capacity for cruelty and rapacity is boundless. They may be
polire, but they are nonetheless vampires

mpires at the wp
of the power pyramid of the Kindred, noless. Kindnessand other
admirable qualities had nothing to do with getting them there;
ruthlessefficiency, bumningambition and rireless dedication did

STRENGTHAND INFI UENCE
The Ventrue remain the most powerful clan in the

ic

C

much more inrensely interested inthesect thantheir peersare,

arilla. Part of thus derives from the fact that they are so

but part of it also derives from the drive to power that seems to
be the clan’s unifying trait. In most C

lla cities, the local
power structure is riddled with Ventrue. Even thase who don't
hold official titles have their fingers in some important mortal
pie or other; stock exchanges, financial institutions, city hall
and the like are common areas of Ventrue interest

One of the products of this Ventrue stranglehold on the
local hierarchy is that there isoften little room for young Ventrue
toascend. They are kept in what amount o etemal apprentice-
mider the yoke.
result, there is a curious dichotomy in Ventrue behavior

ships 1o undying masters, and many grow restive
Asi
parterns; normally the most conservative
the Ventrue also h:

flock into rece

nd urhan of vampires,
y

e i habit of secing the inger clanmates

Iy opened temitaries (physical, such as a ciry

=

retaken from the Sabbat, or financial,a L

# new industry rising
to prominence} in hopes of staking new cliims.

ORGANIZATION

The Ventrue have an exceedingly formal ¢l
tion, bur that farmality has a surprising degree of flexibility of
response built info'it. The leadership of the clan, sometimes
referred to/as the “Board of Directons," has approximately 30
membes fromall over the globe, though the most important are
in New York, London and Paris. Meetings of the Board are
irregularbut attendance is nighmandarory; with the power that
thedirectors have ar their command there's little e:
being able o jet

1 organizi

cuse for not

convocation of the Board from anywhere

h a clan str that
seems equal part corporate entity and club. Each city with a

Ventrue populs

Less exalred Ventrue make due w

on hosts a clan headguarters, called a Board
and frequently run out of either:

ntlemen’sc

ihorexpensive

office space. The Board also doubles asa corporation, and is the

tool which the Ventrue exercise much of theirfinancial control

on the local leve

One of the Ventrue's self-described strengths is the fact
that everyone knows his place within the clan; all roles and
chains of command are clearly and formally demarcated
Progress through the ranks is slow for younger Ventrue except

usual circumstances; oo much ambiti
frowned upon by the clan elders.

1or initiative is

CONCERNS
The Ventrue's primary concern is the Camarilla,

mely,
okeep it going in the wake of the defection by the Gangrel.
While the Ventrue never had much use for the Gangrel,

o
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CrLAN PRESTIGE
Clan prestige is acquired by the Ve

true as a by

product of success. Successful acquisitions, business
maneuvers, political coups or other activities that benefit
the clan or the sect are rewarded with prestige, though it is

common practice for as many Ventrue as possible to try to

h some of the eredit for any activity that goes well
Acrivities that circumvent the bounds of normal clan
behavior are regarded cautiously; if they succeed without
denting the fortunes of other Ventrue, the instigators are
lavishly rewarded, but if they fail or hurt the clan, the
punishiment is severe. Ventrue who don’t behave them

s properly also risk losing standing in the clan, as do

willtell, afterall

selv

theirsiresand childer. Blood and breedir

common opinion held that they were extremely useful in
vinst the Sablat. Wich them gone, the Camarilla
wd the V

more of the burden of supporting

defending

stands weakene nerue feel they must shoulder even

we sect. There is also worry
over the successful Sabbat incursions on the cast coast of North

America, whicl

cclanis trying

ospread tothe restof the sect
Within the Camarilla, the clan's greatest concern is the
ed within afew

owing power of the Tremere, who secm

short decades to attempt to wrest commind « i
the Ventrue, There's also the usual fretring about increasing
anarch activity, but most Ventrue rune this our as white

htand

noise. They've heard it all hefore, seen it come ro na
have no interest in hearing it now

Practicesann Customs

The formal practices of the Ventue are toonumerous (and in

many cases, oo nitpicky) tgo into here; suffice it o say thar they

haveagreat many. Therearecustoms forwho getstodrink first,

speaksinwhich order at the Board, what sortsof chubs (gentlemen's

ly; if there are none such, then often the alumni clubs of

ies are chosen as substitutes) can be used

prestigious universit
house the Baand, parties tocelebrare Embrace dtes and soon. Every
move is circumscribed by tradition and precedent; innovation is

smiled upon only so longas it doesn't disupt existing prictice

The most essential custom of the Ventrue, however, is

that of assistance. In all thing

the clan comes first, and any

Ventrue can come to the Board or to a clanmate for assis

tance. By long rradition, those Ventrue thus petiti e

obligated o come to their clanmate’s aid, regardless of

personal risk or preference. A Ventrue who fails in this

obligation loses face within the clan, and can expect no help

from any of his clanmares should he request it

When it comes ta the Embrace, the Ventrue are exceed-
ingly selective, Only the creme de la creme will do for the

Blue Bloods, the best of the mortal best in business, politics,

the military and so on. Ventrue take care 1o instruct their

childerin the ways of the Camarilla, seeing as someday it will

be those neonates' duty to uphold the sect. V

Tue 1

ver
really step too far away from their childer unless compelled by

o it Caaraia
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TueMortar Woren

Of the Ventnue's greatest strengths is the depth of their
interaction with the mortal world. They dabble in mortal
political and financial institutions as reflexively as mortals
wasaresult have more influence among theliving
wy of the other clans, Whiledoing such oceasionally
puts the Masquerade at risk, it also gives the clan admirable
The Ventrue also have the mose skilled, most
highly placed and in general the most numerous ghouls of all
the clans, and their expertise at using the mortal wols is one
of the keys to the seet’s continued survival.

Within the cl:

itself, there is growing resentment

against a perceived “old boys' network” of elders whom
younger Ventrue see as denying them opportunities for
nent. The younger Ventrue also feel that the
‘sstructure is inefficient, while the elders shake their
heads over the impetuousness of youth and claim that

their experience gives them the mandate to keep things

just as they are.

onds between sire and child

society o distance; the strong

are part of what helps unify the clan

on the first Tuesdhy of every month 4

el those playing hooky
(rhe
local elder and head of the baard, usually also a member of the

The Ven

T e
the Board; attendance is mandatory
finud themselves fetched by the retainers of the “Chairmg

primogen council). The meetings are called Directorate Assem-
blies, thougholder Vi
weh, Latin and Greek. Directorate Assemblies resemble

ntrue insiston calling them by older names

ink

nothing so much as momal board meetings, with financial and
ion. The
pulate clan standing, with “pre

the bulk of the convers:

L providin

political ¢

meetings are also used to ¢

10

tions” and “demotions” coming in the form of public praise or

scorn from the Chiieman or membership on select commttees

AND ONE

GANGREL

The Gangrel
Camarilla, Thari
in her membershi

farmally seceded from rhe

nottasay thatevery single€

clan, hav

wrel has tumned

card and turned her back on the organization

el whao consider them-
as a whole that has

a5 2 whole, as there are plenty of C
selves part of the sect. Rather, it is the clan

withdrawn its support from the governing body, abandoning ts

s councils,

right to have equal say and equal power in the s
The chan's elders attach no stigma 10 those individuals who

choose toremain with the Camarilla— ir's the individual's right

o choose, after all. However, one must now make the distine-

tion between saying that there are Gangrel of the Camarilla
(true) and that the Gangrel are of the Camarilla (false).

Those Gangrel who have remained with the sect occupy

a slightly reduced place in the sect's hierarchy. Without the

presence of a clan justicar to defend Gangrel interests, mem-

rs of other clans (particularly the Ventrue and Brujah) are

making subtle encroachments on Gangrel territories and
domains. The end result of this process may be to drive the

remaining Camarilla Gangrel off as well, but long-term

planning isn't every Kindred's stn
Even Camarilla Gangrel are generally tacitum and soli-
lbeit perhaps less so than their newly
ngrel to take much
moving from place

g suit

tary by natur

non-affiliated brethren. It is rure for u G

interest in a city’s government; most pre
o place, or develop a concern for a specific part of a ciry's
landscape

m crusade out of protecting that one spot

central park system, an arbaretum etc. ) and
nything that
soth and nail,

azoo,

e

affects a Gangrel's chosen territory is fought

while the rest of the city can generally go hang

Contrary to papular belief, Gangrel dor

running catefree through the woods or spending time with

necessarily enjoy

werewolve

winmostcases Lupines regard Gangrel as heing just
as badas the rest of the bloodsucking lot. Rumors of coope
tly
While the vast majority of Gangrel do prel
of the cities when they can, they take to the countryside with an
eye to self-preservation rather than bucolic splendor.

betwen the two groups are iggerated, tosay the least

t toget the hell out

STRENGTHAND INFI UENCE
While stronger I!Llu the splinter
Camarilla, such as the Samed

oups within the

i or Lasombra antitnbu, sectarian
Gangrel now lag well hehind the six major clans in strength. In
any given ¢ity or region, thereare likely to be enough Gangrel
10 keep anjone fiomfushing the Sl around 100 much, but
when it comes to overall policy decisions, the Gangre!
don't have the muscle anymore. Having given up representa-
tion on the Inner Council and the right to present a justicar,
the Gangrel are now without voice at the highest levels of
ling th »fthatch hl

just

power, afel

In terms of geography, the Gangrel form asort of perim-
erer on Camarilia rerritory. They pref
large ones {which usually house extensive parks, zoological
gardens and so on}; mid-range urban environments
much to rickle the Gangrel fancy.

small cities or very

n't do

ORGANIZATION
The Gangrel who remain with the Camaril
much onganized as they are stable. Anunofficial hierarchy of

ATC TWOL SO

respect has emerged among the stragglers, who prefer to keep

out of sect business as much as possible. If two Gangrel come

into conflict in a situation where one does not have cle

dominance aver the other, the result is a bloody brawl. Such

imprompru duels rarely result in fatalities, but there is consid-

erable loss of face involved for the loser. S¢ rel would

seemalmost ro prefer dying toadmitting defeat. Of late, certain
princes have encouraged contentious Gangrel in their do-
mains to settle matters in kess violent fashion, or o agree 1o
limits to the camage, but the notion hasn't taken hold

In the meanwhile, Gangrel exast as floaters and neo-

for organization above the

independents, shunning the need

T Traceres of Buooo:Tre CLans
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el gatherings are called by whoever sees a
need forone; the informal prest

of the individual mak

he

imvitation determines how many guests are likely to attend
A Gangrel prince is an extremely rare thing; odds are

that any such vampire has been forced into

r position by

circumstance rather than ambition. If a Gangrel takes a

position within a city government, it's most likely to be one

without rigid responsibilities, such as sheriff. A higher than

xpected number of Gangrel take up the mantle of arc

possibly because the job's nomadic nature and manc
circumvent politics appeal o G

wgrel sensibilities.

CoNCERNS

The primary concern that mest Camarilla G | have

unsurprisingly, is the worry that the whole thing is

crashingdown any night now

hile the clanasawhole might not

have had any problems with Gangrel rema 2 with the

sect, there were any number of hard w ol harder Blows

between individual clan membersover the issue. Ifthe whole thing

collapses, the survivors are going to have a serious loss of prestige
within the clan. Throw in other concems like, say, survival, and

suddenly the durability of the €

amirilla becomes of more than
academic interest to even the seemingl

apathe el

A lesser problen Il an important one, is the way in
which the post-schis

sectmares. With territor

are b

w squeezed by their

zmoreand more scarceas broods

grel who find

themselvesbeing shoved dneonates

descended from primogen members or thase w
favors. The situation has not yer reached a b

So0n

fers owed

point, but

later someone’

»start comparing notes andthen

the shit is likely ro hit the fan in a hurry

Pracrices ann Customs

While not formal in the sense that a Ve
I
ritwalization to them that the Tremere would b
to emulate. Much

culture had come fre

ue or Torea

Wi

1 understand, Gangrel customs have a strict
ed

what has survived as modern Gangrel

ntration in Scandinavia

therings of Gangrel are

nd the

recounting of deeds and rales that occurs at such gatherings

is reminiscent of the Viking b occur on the

equinoxes, while May 8th often host

atherings,

| is determined by a
Most such chal

Tuate to brawl status

Precedence ar a gathering of Ga

of individual contests of don

are just staredowns, bur a few

Such combats are vicious but rarely fatal; there aren't enough

Cran PDRESTIGE

el gain prestige from one another throy

allthings, and by having word of their dec
by other Gangrel. Prestige

i actions spre

estowed by members of other clans

is generally worthless to the Gangrel, unless the outsider in
question has done something to eam Gangrel respect




Gangrel for them o go around killing each other ar meerings.
Such duels for primacy occur whenever Gangrel meet on their
ownand for the first time, even ific's just two clanm

ac

Les Coming

cachotherin the woods, Onee precedence s established,
the pecking ¢
processevery time the same Gangrel meet. Theonly exceptions

fer is fixed and there's no need to repeat the

come when someane on the losing end of a prior encounter
decideshe’s inline fora promotion, and triesagain. The winners

of such combats gain prestige within the clan, while the losers
are reduced in standing (and usually beaten to s pulp as well),

which does keep the numb down.

Onge precedence has been established, the leader begins

the recitation of names and dec

<, plus whatever other informa-

tion she feels needs 1o be passed along. If there’s no discussion,
the floor is then yielded to the second in command, and so on.
Allinattendance, regardless of whether it's a full allthimg or just
rwoclanmembers, areexpected ro remember what they are told,
and o pass on the important and particularly interesting tales to
other Gangrel not inartendance. Thus heroes are made of some

Gangrel and laughingstocks of others, but the news that needs

o travel somehow gets spread.
Gangrelmarely reveal themselvestortheir progeny at the time
of the Embrace. Instead, they watch prospective childer for an

extended pericdd of time before dooming another mortal to
vamipiric existence, then serike without waming. The new childe

isabandonesd to hisown devices (though thesire and usually afew

other Gangrel keepan eye an himanc am tosurvive on

his own. I he does so well enough, evenrually his sire will come
forward

nd induct him into the ways of the cln. If not,

incompetent neonates tend 1o take care of themselves in fatal
fashion

depend

sire whase neonute fails can suffer a loss of prestige,

spon how fast and how emphatic the failure was.

THeProuD Few

The Camaril
les all Cainites. Needless 1o say, this claim is either ignored

a, by its own definition, speaks for and in-

Tur Rom CONNECTION
Regardless of sectaffiliation, Gangrel hold the mortal
Rom (colloquially known as “Gypsies”) in
gard. Interfering with a Rom kumpania, part
Gangrel may ha

rticular re-
ularly one
some blood relation to, is a sure-fire
to get the local Gangrel very angry very quickly. Gangrel
normally shun human company as much as possible, bur it
is ngrel moving in and out of
aRom camp, or even sharing time by the fire and compan-
ionship with the members of the kumpania

i too unusual to find a G:

On the other hand, the Ravnos, disparagingly referred
to s “Gypsies” by the other clans, have the Gangrel's
ity. The various explanations as for why exactly
Gangrel dislike of the Ravnos'
i o streorype to something 10 do with the clans
-\nu-.l. wians (or if you believe the tales)

undyinger

this is the case range fron

or mocked by the vampires who comprise the Sabbat and the
independent clans, More importantly, the assessment is derided
by the o in opposition to the
Cama

nizations that stand outside
nd who, in same part, define themselves by the fact

that they're not part of it, The wholesetupisaconvenient fiction
forall concerned: The Camarilla clings to its supposed catholic-
ity as justification for irs existence, while the outsiders twir the
presumption involved in making such

In other words, the arrangement works nicely for all of the
umupnnuh\-d Burwharofthe individualswho fall berweenthe
cracks, vampires whose allegiances would seem to lie elsewhere
but who, for one reason or another, have gathered under the
Camarilla’s banner. From the haughry Lasombra antimbu to the
horrifyingly these stragglers and defectors
occupy a place in Camarilla society o best, ambiguous.
While the very charter of the Camanilla mandare
individual vampires be granted the same treatment as any other

claim.

fascinating Sam

at s,

thar these

Kindred, their origins inevirably provide cause for (sometimes
justifiable) suspicion and ill treatment. As a result, defectors o

side are not always greeted warmly, which makes
‘mhers of the

the Camaril
it that much more difficulr 1o convince ather m

“oppasition” to cross the fence.

This is not to say that every Cam
blood doesn't trace back to one of the on
ed poorly —
atus, tothe point where they are feared and

lla

mpire whose

rion's original

clans is automarically tre wre than a few have

risen inpowerand
respected throughout the Camarilla. No one dares tweak the
estimable Montano, for example, about his sire. The vast
er, find themselves
ht-to-night

majority of the so-called “clanless,” howeve

on the fringes and in between the cracks of nigl
Camarilla society. No one
what to do with them an

quite knows

nside the Camarill
cast free from their former associa-
marilla

rions, they aren't exactly sure what to do with the €
O, for thar marter, with themselve

FOLLOWERS OF SET

Tosay that the Setites of the Camarilla are regarded
o indulge i gross undersmtement vertheless, the handful of
Serpents whodid heed the initial call of the Camarilla (there have
been preciousfew rocome over since) seementirely sincere in their
t that the

artachment to the sect. E e is the
unaffiliated Followers of Ser don't seem to he taking any particular

en more

steps towipe out these few aberrations. (The Serpents of the Light
are another matter, but then again, the Sabbar alway

rickle of Camarilla
about ir, but the

Inreality, the motivation behind the

Setites is a simple one. Say what you li
C
put together. It has managed, with very few slips, to conceal
ity despite

marilla is the most efficient thing the Cainite race hasever

the presence of vampires from the massesof hy

the best efforts of its enemies to destroy ir, and to keep some
rtion of the map.

vague semblance of order over a large

Now what, ask the Camarilly Setites of themselves, if that

organization and occasional efficiency could be tumed to theirends?

It's a disturbing possibility, which is why these Serpents
keep a very low profile.

T Traceres of Buooo:The Clats
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* Dealings With Others
Camarilla Setites cluster themselves on the fringes of

Elysium; the usual crowd there is more likely o

Jiscuss matte
A Setire is a Setite”
rationalization before opening fire. Furthermore, those Kin-

i less likely o haul oot the old *

dred with passions for art and diplomacy are likely o have
passions for othertl
Suill, the

behavior that is roo stereotypical, for the simple reason that

s, things that the Serpents can provide

tes of the Camarilla take great care w avoid

none of them want o be mistaken in a dark alley — or a well-

lit board room — for a non-sectaran member of the clan.
Followers of Set who have joined the Camarilla have not

I, nor are they necessarily

abandoned their clan’s ultimare ¢
Jed ais trantors by their clanmates, The true

reg ey of Ser will

be made manifest in the subversion or destruction of all of the

other clans, butnowhere iswrirren tf

il of the other clansneed

o be humbled at th

me time. Using the Camarilla to humble

the Sabbar, then the independents to humble the Camarilla
makes perfectsense from the Setite perspective. Inthe meantime
Camarilla Setites do their ummost for the sect as a methexd of
working toward that final aspiraion

Oddly enough, it is the Torcador and the Brujah thar
“amarilla Setites deal with most frequently, and whom they

tum to for protection in the face of adversity from ather

Camarilla Kindred. Both clans are prey 1o strong passionsand

desiresof the sorts thar the Setit

anassuage, while Nostera
Tremere and Ventrue tend o be caunous in thar dealings

with any Setites, regardless of sect. As a rule, Camarill

Setites avoid Malkavians whenever possible, reportedly out
of the fear thar the Lunatics can see right through their
schemes. More al Kindred say that ir's hecause the

Serites just don’t have anything thar Malkavians actually
want, but to dare, it's all hearsay and speculation
* Rolepla
Playing a Setite bound hy the laws of the Camarilla takes
evén mare delicacy and subtlety than portraying an unfertered

member of the clan. Camarilla Setites take g

At pains to put
their sectmates ar case they voluntarily tone down the
serpent i

ery and decor, just to accentuare the putative

ween themselves and if
ed Setites g
tional” Setite activities like dabbling

distance hers of the

*normal” men

clan. Some hew “eradi

in a ciry's drug made,

though they're more likely to make a log

atl case as o how their
connections make them best suited to run the marker to the
Camarilla’s benefit. How much of a charade the performance
utall Camarilla
mg their sectmates” erust

actually is depends on the individual Serpent,

Setites recognize the necessity of ¢

by any means por

In social situations, Camarilla Setites are unfailingly pe

ctioncalculated romake those who

gins look by
untrustworthy. That's not to say that Camarilla Setites are

liteand proper, with every

wontld rail against them for their o 1, boorish and

ineffectual or limited, but racher that they get theirhands dirty
A Setite strolli

in private Elysium may have under-the

b Tre G




Toreador in attendance,
t any of them in public. Appearances must be

table deals going with half the
won't hint

presery appearances and a reputation for discre-

tiom, so that futur

B

als aren’t jeopu

UGHTERSOF CACOPHONY

It is only the modemn nights that the Daughrers of Ca

cophony have truly camed their name, culling the men, castrat:

and boys from their ranks for reasons unknown. The remainie
Daughters have no inclinarion to talk about the topic, an

instead seem to be wholly enthralled by the process of creating

and performing music. Politics and warfare, it seems, mem

nothing to these Kindred. Only music, of all the arts, holds
artraction for them at all.

Ca la Daughters seem to belong to the sect out of
convenience, not conviction. If a city is Camarilla, then the
local Daughters abide by Camarilla laws and Tradit
outsomuch asamellifluous g rersof Cacophony

s any

s with-

umble. Day

hawve no great love for the sect, but no great dislike of it either,

and it has been noted that the bloodline tends wo follow the
Masquerade whether it is enforced locally or nor. There isalso
speculation that the Daughters prefer dealing with the Camarilla

ngwith the

sfthe

the Kindred of rln-

clans tode Tzimisceand Lasoml

bue specultion isall i i In the m
C
on the ins

hters

Tue Glovassg
There are no Giovanni in the Camarilla. Oh, there are

mbers of the Giovanni clan who claim member-
ship ndwhofollowthe forms, figuresand funcrions
of Camarillamembership, but they are no more true Camaril
vampires than a lump of pyrite is true gold: Claiming disen-
chantment with family policies, Giovanni “defecron™ seek
asylum in the sect and bring with them valuable intelligence

certainly m

thesect,

about the Giovanni's true aims and actions.
It should come as no surprise that the “intelligence’
amishmash of self-contradictory lies, the disenchantment is

dissembling, and that these so-called Giovanni antitribu are
nothing more than deep-cover moles inside the Camarilla

organization. Some take a high profile; others attempt to
pass as Ventrue or Toreador when they can. Regardless ¢
style, however, every single Giovanni who has weaseled
himself into the sect is there to subvert, spy and misinform,

and does his level best toaceomplish those goals, Some wait
decades or even centuries before acting, but all ultimately
and unquestioningly owe their allegiance to the clan.
Spiesof this ilk who are caught usually don't last long
enough to talk; the clan’s arrangement with ghosts pro-
vides for the equivalent of asuicide pill for the imprisoned
Giovanni. Better and better precautions are being taken
these days,
we thoroughly, but that just m

d “defectors” are being questioned more and
t the spies the

ini are sending in have to be better prepe

ns th

completely distracred by their projects that they pay the rest of
the world no heed atall
* De,
The C
members the Daughters delight in dealing — so to speak. The
Venrue offer parronage, the Malkavians inspi

ng With Others
amaril

offers an abundance of clans with whose

n and the

Toreador collaboration, companionship and competition
Among those three clans, there's more tham enough to keep a
Daughrer busy ar Elysium
n'tseem tointerest the Daughters
Il — but a |
A Dz
a Nosteratu; she just ha

The ather clans of the Camarilla

precious little doe

fier

cast there seems to be no active hostility present,

eithe not recoil in horror fror

hter of Cacophony do

s nothing to say (o hir

ake

v known o

Sirens (for so the bloodline is nicknamed) never

positions in a ciry's government. A few have be

deign to sit with the harpies on vecasion, but a Daughter

serving as primogen, shenff or dea prohibe prince is # notion
Those Daug

the Camarilla have no interest in shaping it

'R
theboundsof possibilic ters whoare in

beyon

s policies

* Roleplaying
Daughrers of Cacophony are devored, ar least in public, o
their ant. Whatever the Bloodline's hidden agenda might be,

individual Daughrers' hehavior in public always follows the
1 "

pattern; dev ad music, ac

all things political, and utter disdain for any
they. Despite theirdisinterest in all things martial, the Daughrers
do not hesitate to defend themselves (and some say that the
rhreshold of provacation has been reduced as the Bloodline's
songs have grown in power) with all the force at their disposal

On the other hand, Sirens are often inclined to look
favorably on those who praise their work inellicendy —*You

sing real purey” isn't likely to win a Daughrer's favor. The
Daughters are also likely to haunt local Elysiums in scarch of
powerful and What the Daughrers do with

rke:

umors.

those p

rons is 4 mystery best left to the ¢

recesses of

the imagination — at least if you believe thy

SAMEDI
The

ure

Samedi of the Camarilla are a curious lot. Solitary by

they are seldom offered the option of be

1 gregarious in
ny case; no one wants to get tooclose to them. Highly i

sient,

Samedi bounce from city w city and Elys lysium,
wract work for high-ranking Camarilla

officials. Sufficiently distanced observers look on th

following the scent of c

migratory

STCTICE A8 2 SUTY

tactic—stay too longin one place and the

locals eventually stop being afraid of you. Familiarity bree
contempt, and for the Samedi, contempt can be

Camarilla Samedi aren't after accept
Rather, they're with the organ
dislike of Sabbat
Camarilla aegis offers, and sometimes just better pay on the

© in any case

tion for a variety of reasons:

a desire for th

protection the

Camarilla side of the fence. Pretty much all of the Camarilla

Suiffs, however, share an unrelenting hatred of the Giovanni,

duse what influence they have toencourage the Camarilla

Tran Tracemss o Buoon:The Cuass.
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to move against the Necromancers. The ¢

individual Samedi can wield (there is no

Samedi worthy of the name) is impressive, as many are close

10 vampires of considerable pawer
® Dealings With Others

The average Samedi's appearance is so repulsive — and

the wry humor with which the Sriffs invariably present
themselves so contrary 1 expectations — that other vam

pires can't deal with them without some sort of frame of

nce. A Samedi who's in town specifically to serve as a
iard for an archon or a prince can be accepted, on a
certain level. He'shere todoa job, after all,and even the most

dicial Toreador has ro admir rhat the unique talents of

o certain jobs very well. But to admit

1 Samedi into normal discourse and society, well, that goes

we pale. Nosferatuare ugly, but Samediare

bir tc ibout the true nature of vampirism

for other Kindre ¢ comfortable around them

ng
Iyguard thar

For their ow everyone

medi enjoy keey

else off-halance, as it makes their usual job of |

And, as no one can actually afford o offend the
Samedi f ribution, the Stiffs push that advantage
for all it's worth, Samedi aren't actually contemptuous of

f re

their fellows in the Camarilla, just amused by them. Even the

monsters find some things a little too monstrous, it seems.

* Roleplaying

Despite their monstrous appearance, e, in

their own way, urbane and civilized — they t shamhle

oze of moan, and most can hold up their end of a conversa

tion with the best of them ear many Samedi worked as

coroners, morticians and the like, and as such have a lor

standing acquaintance with death and other uncomfortable

topics. In addition, there’s a streak of semi-sadistic humor
ende to the boodline, and many Samedi simply can't
resist subtly playing up their deformiy v p as polite

just to warch the Toreador and Ventrue squirm.

wever, Samed
Members of the

when you look

it comes time for business, edi are

han happy t

Hline have a very low bull:

pile in the dumpster, you

1 resules. While
1 the

like the stuff at the bottom of

ther tha

¢ anyth

vow a small preference for s g tim

of Nosfer

u (whom won't take as

ation cantracts) as oppased to any other

ssional ¢ s tosocial ones.

vampires, they st prof

It’s easier for all concerned that way

MINOR INCURSIONS
ing clans have few, if any, members
marilla. M

wes with the sect, and theirp

sir allegiance to the €

more

lereness than anything el re, if not

e, fora memberof the Tzimisce, Assamite or Ravnos




Camarill

Any childe of Ha

red or even

doesn’t mean that he's ¢

trouble
Tzivmisce

If there
would

take leadership rol

oonTie Cuans

clans to proclaim himself a member of the Camarilla, Other

ASSAMITE

t diablerie firmly in place, Ass:
amarillawould seen

deranged or mnnin,

RavNos

nd inforn

of jewelry,

are ot half-dozen Tzimisce in the (
e amaj The vast majority of t

compl

such as the Kinsyd, have absolutely no

wioned here

< asource of work

tand

nal reasons (say, to avenge

tend tostick around




ed and abandoned by their

he form of other Cairiff

y worth even

leave the scraps for the ( Some Caitiff

Camarilla without being drawn it

Cairiff have seized

often reveals one or rwo Caitiff, dressed in their




Quote: L didn't ask w have this

0 be a vampire. But since one

me tome. | didn't ask
of you high-and-mighty SOBs
did it to me, and I'm one of you now

Tl be damned if T'm
gonna be a pean for the vest of etemity

Havens: Cainiff make havens wherever and whenever
they can

ment aparrments and abandoned tenements

are particular
the Caiff aren’t like!
set up shap.
Background: Caitiff are primarily a development of the
Last century, ars since World War 11 Alarm-
wion in the numbers of the

vorites, s o ane else wants these placesand

0 be booted out of them after having

specially the y
ist Kindred point t the exp

clanless as a harbinger of Gehenna, but more level-headed
vampires see the problem as symptomatic of a breakdown in

rhe rraditional social orders

Cainff
aron

en flock together,

forming coteries out of

des

nd for defense. Groups of the clanless tend to

have short life expectancies; they sharter, fragment and
reform on a regular basis. Caitiff come from all walks of life.

Mast receive the Embrace as an accident of f

, rather than
by design, and as such that means that there's no such thir
candidate for Caitiffhoad. All that the Cairiff

share 1s a knack for having been in the wrong place ar the

wrong time.
Chara
streets with lie

Creation: Caitiff have to survive on the

e ornohelp, and a few debilitating conditions

that most neonates are in no shape to deal with on theirown
While< spectrum of menral, social

and physical capabilities, those who survive long

“aitiff are spread across tf

t often

ubter
aitiff, bur a

tal or Physical as their Primary. Streetwise,
and Survival are common Ahiliries among €
Caitiff's exy
Diise s
Weaknesses: Caitiff can purchas

nd education can run the

wnut

< Any (Default o Fortitude, Potenceand Presence)

any Discipline at char-
acter creation, but thereafter have 1o pay six times current
rating forany and all powers purchased with experience points.

On a more basic level, Cainff suffer a social stigma from

lished
snub or demigrate Cairiff freely. Unil a
hlishes herself in a city or social circle, she's ar
iculty on all Social rolls with all non-Cai
Organi

he Ca

n accepred clan. Asaresult, morees
Kindred feel free t

Canitt est

iff vampires

ion: Every so often, someone attempts to orga-
iffintoaclanlike structure, Theattempt inevitably

Tiin Tracesss of Buooo:Tve C

5%

fails, in part |
sociery and in part because the established cla
interest in keeping the Caitiff disorganized. On
night basis, €

level,

wse of the innate fractic

ress of Cainiff

“uitiff «
and most often not ar all.

inization works, at best

STERUOTYPES
a: Well, the Sabbat wants us dead, so | can
ap from the € 1. 1'd
mlhu get sneered at than shot at, you know? But things are

Zammies for a while inste,

changing sn't mateer if they

want to keep the power
m s, These days, there are enough of us tw take it
bbat: Oh, sure,
ad hit y

they offer vou the world — then they
¢ om the hack of the head with a shovel and
that's if they actually bother to stop and talk
mstead of just trying to kack you vight off the bat. I don't like
them

haul off
brory your ass. Ar

v'terustchem and wotd just as shooc them as see them
Tue View

The Camarilla

Well, berrer that they serve as our buffer and first

‘rom Wrtnout

line of defense than they cross overand join the Sabbat
By allowing the clanless to join us,
Masquerade, d
quict. Those
allyseeinga Caitiff puttingin an appea

we protect the

nd ourselves and keep the strects

enefits are worth the price of oceasion-

nceat Elysium,

Danielle Foster, Brujah primogen, St. Louis
The Sabbat
Hey, man, th . You don't have to
take any of the crap you get in the Camarilla

abbat is gr

here we're organized. They call us Panders, nor Cs

¢! I's so much better than

tin

ind waiting for their

man— | swear
don't like it, you can walk away with no harm done.

— Kai Simmons, recent Sabbat initiate

The Independents

The clanless are a distraction. The trick is to make
certain that they distract our appon
A justicar who's busy huntin wn @ particularly
ing of Caitiff isn't busy poking into our

er thanus.

obnoxious

concerns. s that simple.

Raf:

wanni




GARGOYLES

lesire to thumb their
seated residual

he choice of sect comes from Garg

ng upon whomone asks, there are rwo (slaves o the

collective nose ar their former 1

Depen

Tremere and frec
the

vationt

need for order and the chain of command, ¢
Camarilla’s pay scale is significantly better than the S:
reement with Camarilla philosophy s
caring on

(just lump the ugly basta
of the G le bloodline. MH\ ar's,

casiest k down the €

ancestry the rank aind more G

“scour” are shy evidence of a less dmoreof these place themselves firmly
the years tick by, my under the M

themselves kne The Garg o remain slaves of the Tremere are

of them al Camarilla lefault. Most have little or no sense

v f existence before | trans

with the
ind no free will. A Tremere-bound

Whether

nonstrate more than a mdimen

The first rev

1 the Warlocks have nc

desire to risk a repeat performance
However, it is the free Gargoy
layer cha

|I laye nul. \\I~II

¢ play cnslaved by th

d check with

Tremere

their Storytel n es
cape chronicle can he
thrilling, but other op

tions are limited)
scendants  of
sa-called

Slaveswhoes

caped




Quote: The master ds
but I recognize him, yes. Soon [ will make him remem-

'S MO TECONITE Me Now,

ber me, yes?

from Tremere domination in centuries past and more recent

cluster in isolared communities
eitherin mountainretreatsor industrial ¢

pees, the free Gargoyles

sthatoffer nothing
tw the Tremere. More adventurous souls flock o Camarilla
cities to offer themselves as bodyguards, muscle and other sorrs

of labor for hire. It is a show of prestige for a prince w have
Gargoyle bodyguards at her Elysium, and a show of strength to
be able to afford Gargoyle assassins to deal with enemies.
Nickname: Formerly Slaves, now a hodge-podge includ-
ing Freemen, Runaways and Rockheads, depending on who's
ng the nickname. Calling a free Gargoyle a Slave is a
wonderful way
through

v have a large, stone-encrusted fist punched

r abdomen repeatedly.

ke the
nce score of 0), €

Appearanc losferaru (with whom they share
an Appe;
While the e:
the ori
Nosferatu-C
Gargoyle

rgoyles are hideously ugly.
tures of that ugliness are dependent on
tion of blood (Nosfe
ngrel or Gangrel-T.

s ultimate ancestor, there are certam traies all
members of the bloodline share. Warts and other protrusions,

atu-Tzimisce,

misce) that created the

batlike wings (that grow as the Gargoyle's mastery of the
Visceratil

Discipline grows) and astany countenance are all
generally “demonic” appear-

rgoyles move slowly and deliberately except in crisis

m.lmm o Gargoyles, as 15 a

ance.

situations, but there is no truth to the rumor that they leave
small piles of dust behind them when they walk
Havens Gargoyles employed by the Tremeee slecp in

closets, basements or wherever else their masters deign to let
them rest. Free Gargoyles often request lodging as part of a
cont
hapha

places us

t, meaning that the end results can be somewhat
. Those Gargoyles who find their own resting
Uy end up in de
the taller the better — or i subterranean

warchouses or factories

Ve OF sewer
systems hewn from solid rock. Bell towers used to be favorites,

but the stereotypical nature of the abode made Gargoyles
nesting there easy pickings for Tremere ghouls.
Background: The process of creation is particularly
intense for Gargoyles, especially for those taken directly by
the Tremere. The surge of competing strains of vitae, cor
bined with the magical energy inherent tothe rransformarion

even after all of these centuries, serves to wipe aws
isting memor

v the pre-
s and loyalties of a new Gargoyle, leaving a
tabula rasa on which the Tremere can work. The process isa

e

trifle gentler for Gargoyles Embraced by other Gargoyles,
who some

times retain at least vague senses of their former
lives, but even so most of the past just dissolves under the
occult onslaught. (Note: Free Gargoyles actually Embrace

mortals; the Tremere prefer to take Kindred of the three
“root” clans and transform theminto Gargoyles.) As for what

drives a Gargoyle to Embrace a mortal, most times it’s a case
of simple obsession. There's neither reason nor rthyme to the
matter, and even the most eloquent me
shrug and put it down to “gut feeling

Character Creation: Physical Attributes and Talents
should be primary when one is creating a Gargoyle character;
the Tremere did not design the bloodline for philosophizing
orintrigue. All Gargoyle characters start with at least one dot
n l]h' unigque Discipline Flight (In essence, this gives the
sayles four Clan Discipline:

thebloodline

but there are sufficient

disadvantages to level the playing field). No Gargoyle can
take the Mentor Back, , or have an Appearance greater
than 0. Furthermore, no Gargoyle can ha

oun
a characrer

history that predates 1167, as that was when the Tremere
ly created the b

actu odline
Weaknesses: As nored earlier, Gargoyles have a slight
problem with Appearance. In addition

bloodline's origin manifests ieself in the fact thar Gargoyles

ture of the

are considered to be down two Willpower points when
resisting all Dominate or other mind-controlling effects.

ika, Flight (see

rtitude, Porence, Visce

Discipline
page 115)

SIFREOTYPES
Camarilla: The Camarilla keeps us safe from the
masters. The Camarilla lets us kill our enemies — except
the masters. The Camarilla pays us well. We like the
Camarilla, oh, ves
Sabhat: They never look up, poor sad linde vampires.
They never look wup, and they never see us coming, no

Toe View From Witho
The Camarilla

Them suc

rs 15 ugly, and for me

know it's gorta be true. But o

e saying it, you

y never meant bad in a

fight, and since that's all we ever use ‘em for..
Mort, Nosferatu agent provocateur
The Sabbat
Rock on their skins and rocks in the
\but they're dumber than a box of —well,
you get the idea. Make them think and they're
Laszlo

The Independents

heads. Sure,

W8t

firac, Bishop and Ventrue antitribu

The fact that the Gargoyles have managed to es-

nd even flourish is one of the few hopeful signs I've
d in millennia. They should be ¢

their luck too far, however, which they se

reful not to press

nto beon the

venge of doing,

rus, recently re-awakened Cappadocian

Than Tiacenes o Biooo:Trt CLans
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LHSOMBRH

ANTITRIBU

Sabbar 1
Lasombra

stance within the S

small number simy

entirely

ittle from their Sabbat comy

in the Jyhad; they just see the Camarilla

rabble the Sabk

ay that few ot

» waste these Cainire

wombra antitribu don’t go for that sort of thing.

Appearance: Lasombra antitribu always fing
nees. Most are of [berian or Moorish de

ind these Kindred would

fdress is, in s

y on the move, the |
Many have ar
ewith exte
lwell ou

upines in exchange fo

I
risk the potential depreds
I

1s the Sabbat has, which

f/ %




Quote: | have known Ysidro for six centueries, and |
knew his sive befove him. Do youreally think you know beteer

than I how he's gaing to plan his atack? | thought not

existence of any antitritug such vampires by their very exist-

ence give the lic to claims abour Sabbat

nd Lasoml

hegemony. As a result, Lasombra antitribne are the first targ
of any Sabbat packs in a given city. The mere rumor of

antitribu’s pres

is eno

to whip the local Sabbat
Lasombra into a homicidal fre

y.

There are two distinet types of Lasombra anditribu. The
majority (though still small in number) are older than the
Camarilla itself; they are the Lasombra who joined with

Montano in turning their backs on the nascent Sabbar, Some

of them are still birter about Lasombra's death; others simply
disliked G vand hischoiceof allies. Ineither case, these
ped wsare powerful, di
They have lirtl tions of vampires,
and less for the Sabbat. Given a chance and a receptive

defec fied and in most cases birrer.

ise for the younger genes

udience, a Lasombra anitribu will talk endlessly about the

old days, giving his listener a fascinating portrait
kings

times,

I customs now long gone — but precious lirtl
the Lasombra himself. (Note

out

Almost all Lasombra of this

vintage are male; the custom of Embracing women didn't

catch on a sombra antitribu until quite recently)

sortof Lasombra

and

4 are young,

of remarkably low generation for Cainites so new to the
Blood. The newer Lasombra antitribu are the childer of the

aged and vengeful ones, plucked from mortality in accor-

cient customs of Lasombra himself, Most

hese mortals are in line to
Sabbatr —

often,

snatched up by the local
rticularly Sabbar Lasombra — or remind the
irresistibly of someone from centuries past

r Ci

al specimens for the Embrace, but regard a quick wit

elder Lasom
Charac

eption

ation: Lasombra anditribu tend to prefer

&

and self-possession as the essential elements of a Lasombra
With 1l

and second for many L

in mind, Social and Mental Artributes come first
and Talents are more
important than Skills and Knowledges. Generation is perhaps

sombra anzity

the most important Background for a Lasombra antitribi; they

are either ok, or the childer of ancient vampires

Disciplines: Dominate, Obtenebration, Potence

nesses: Like their cousins in the Sabbat, Lasombra

anaevibu have aslight problem with mirrors and other reflective
surfaces. Lasombra antimibu do not have reflections in the
nonmal sense; they don't show up in mirrors, windowpanes,
pools of water or black-and-white photographs. Such a handi-

cap makes Lasombraantioibi casy to identify for these who are

looking for such, but the wise vampire has since leam

to avoid situations wherein he'd be compromised thus, In

acklition, since Lasombra are so heavily attuned 1o shadow,

they take an extra level of damage from exposure to sunlight.
The final handicap facing Lasombra antitribie (beside the

vestigial distruse of the rest of the Camarilla) is the inrense

hatred that Subbat Lasombra bear for their srraying brethren
A Lasombraantitribis alw: i

ys the first target of a Sabbat pack,

marilla cities

and suppasedly entire € we been besieged

just to get a particularly durable straggler

tion

sombraantitribu have created for them-
selves a miniarure version of Les Amies } called
Friends of the Dark. The antierib wever, and

Orgar

wr, the so-

are so rare,
theirmeerings arc s infrequent that most of these vampires
fall back on asimple sire-childe relationship. Nine times our
of 10, there are no other antitribu around

STERFOTYPES
Camarilla: Make no mistake, we d
Camarilla that »
OFS i an existen

not find the
homore palatable than the Sabbat — bt
¢ of inches and

Camarilla
sevves our purposes even infinitesimally better, it has our
support

Sabbat: Everything that is corrupt and d

grees. If th

ratiano and his syce

bhat

 made Lasombra himself ill with

ants manifests itself in the

|
Frerything that would h

disgustis chere, in plain view. It s ime to wipe the slate clean
and start over.
I'neView From Without
The Camarilla
Do we dare turn them away? No, for without us they
will inevitably be destroyed, and by theirr
they are a dagger at the Sabbat's throat. Do w

existence

dare trust
them?! How can we!?
Phillippe de Greffuhle, Sh
The Sabba

Ifany of these parhetic fossils still

iff of Lyon

exist —and Idoubt

thar they do — then they are mercly marking rime
waiting for death. Should I learn of any in my domains, 1
will be certain to make sure they don't have to wait long.
Francisco Domingo de Polonia
The Independents
Are they curiasities, freaks of unnature? Or is there
somerhing more to this most |

-rsistent of resistances? By

all rights, the antimbu should have been wiped ¢

Lcentu-

hasallowed them to survive!?

riesago. Whar — or wh

th, Monitor of Sheffield

Racers o BLooo:The Cuans







That is why we dread children, even if we love them

They show us the state of owr decay

Brian Aldiss

Even the mightiestand most populous sect is composed,
of individual Kindred. Each of those Kindred has
hopes, dreams, g
Kindred
tapestry. But these individuals don’t spring fully formed into
existence. They must be created

inthe cr

h of those

rs and hidden horrors

single thread in a

is uniqu g and bloody

That's where this chapter comes in. IU's a guide to
creating characters who are by, for or of the Camarilla. The
assumprion is made, wrongly, that characters simply default
o Camarilla allegiance. This is not true. If a vampire is
o be pa

ing
of the Camarilla, he's part of it for a reason. That
reason may be as simple as sheer inertia, but it's there
nonetheless. So when you create a Camarilla character, you
have to think about why exactly he belongs o the sect.
What you'll find in here is a step-by-step guide 0
creating a Camarilla vampire (not just a vampire), plus new
Traits, Archetypes and other methods of mak
Nothing in |
1g just fine with the character creation chapter in
Vampire: The Masquerade

has a deeper connection to the sect, look here.
Step ONe:
CHARACTER CONCEPT

The concept is the wellspring from which the whole of
the character arises. Without

him a

unique individual is mandatory — you can

get al

but to create o vampire who

wod idea as o who and what

your character is, all the «

t — dots and Disciplines ran-

Fiom ot Becanan: Cranacizn Ca

61

ther. And if the
stories buile a

domly strewn on the page — don't hany

nd

character doesn't hang together, then
thar character won't hang together, and the whole thing
comes crashing down.

A character concept doesn’t need o be incredibly de-
tailed

i you have you re's existence from birth to the

present down cold und regimented into five minute intervals,

something's w but it should be a basic, strong idea that

gets you excited about being this person for a while.
Itgoes without saying that your character concept should
be intrinsically tied to the Camarilla somehow. The relation.

shipdoesn’t have to be lovey-dovey — "anarch trying to take

down the prince” is a perfectly valid concept — but it does

need ro connect somehow.

Cran
Your choice of clan is one of the most important deci

sions you make in creatir s clan

character. Your vampi

dictates her Disciplines, weaknesses and, wa |,
the way other characters look at her. Wich il
choice of clan should never be made lighely, Y

wortion,

n mind, the

n't s

ap

clans the way you can swap jobs, after all. If yo

't il
being a Brujah, it's not like you can start stockpiling experi-

el

ire the six or seven clans

ence to learn how ro be a G

Your basic choices

{depending on how one classifies the Gangrel) affiliated with
the Camarilla. Brujah, Gangrel, Malkav To
Tremere and Ventrue are the basic options, and

n, Nosferat

reador




PravinG an OppaaLL

While the six (orseven) core clans make up most of
the Camarilla, there are a few other possibiliries (as
detailed in the clans chapter) available for play, Before
a Storyreller allows a player to pick up a Gargoyle, a
Camarilla Ravnosorone of the other, even lesscomman
bloodlines, she should sit down with the player request-
ing the unusual character type and make sure that there
is a solid story reason for including such an offbear
Kindred in the story. There might be plenty of perfectly
valid reasons for having a single Lasombra ancitribu in a
city, buthay I character types in one
pl ity. The integrity of
the story has to come first.

t00 many uni
one rme st

tches cred

e

among them they offer a wide range of character pos:

As well over 95 percent of the vampires in the
come from these clans, you should look to them first to see if
any of them allow you to express your character concept fully.

In addition ro the basic clans, Cairiff characters are also

an option. If you're unsure abour the concept you have, or

nany of the particular clans, a Caitiff makes

acters allow for more improvisation
vl chars

crer concepts — the journey of
for Caitiff than for
ted into a solid clan framework — and also provide

maore literal

mpires

roleplaying challenge, as there isn't a stereotypical Caitiff

image available to work from. Playing a Caitiff does have

certain social consequences in-game, but for an introducrory

acharacter, or for acharacter whose concept isn't quite clear,

al

riff can be an excellent choice.

NATURE AND DEMEANOR (ARCHETYPES)

A character’s Nature and Demeanor are the basic per-
somality types that define her. Nature is the character's true
selt, the basis for all the derails of her personality. Her
ask

A character’s

Demeanor is the face that she shows ro the world, the

she puts on for night-ro-night enc
Natus
Deme

Certain Archetype choices are, unsurprisingly, more suit-

inters
nd Dem

wor can be the same, but often a vampire's

nor disguises, ever so subtly, what her true Nature is.

wCamarillacharacters thanothers. The nulesof Camarilla

able
society, need e
tions of Kindred existence make a Monster Deme:
likely

main

in the Masquerade and other constric-

w less

han a Conformist one. A Camarilla vampire can still
casily haveaMonster Nature, but odds are thar he hides his true
selfwell, the betrer to avoid suspicion. You should think about
how well your cha s Nature and Demeanor allow her o
hin both her corerie and the Camarilla as 2 whole;

cte

work w

acting according to your Nature is all very well and good, bur
if doing so gers your character killed in the first five minutes of
gameplay, that Nature doesn't serve the purpose of helping to
a solid character. After all, you're investing time and

ered

energy in creating your Kindred; building in something thar

will get her wiped out immediately and waste that investment

simply doesn't make sense

A full list of Archetypes can be found on page 104 of
The Masquerade. Additional ones can be found
on pp. 66 of this hook.

STep TWO: SELECT ATTRIBUTES
Aurributes define your characrer's hasic capabilities.
Divided into Physical, Social and Mental categories, they
serve 1o define your vampire's baseline. All Camarilla vam-
h of their Arrributes (except
ffiliated Samedi, who automati-
) rating in Appe:

pires start with one dot in

Nosferatu and Camaril
cally have

ance).

When you hand out your vampire’s Artributes, the first
thing ro the thre
You then ger seven dots to put in your pri

o is to prioritiz categories the

come in.
ry Artribute

group, five for the secondary, and three for the rertiary in
addition ta the dots already present, The Camarilka encom-
Br

Embraced as children, so there's no “right” or

passes @ wide variety of “types,” fro ih bruisers 1o

ter's Attributes. Simply
try to keep your final arrangement in line with your original
concept, and remember thar you can come back later and

adjust things with frecbie points
STEp THREE: SELECT ABILITIES
The next step in the charscter creation involves assign-

ing your character's Ahiliry
basic

Traits. Abilities range from the

like Drive and Brawl — to the more esoteric, which
are discussed on page 67. The way in which youdistribute the

points for your characrer's Traits determines what she can or

can'tdo very well, and helps to real;

the concept you came

up with in Step One. That means th
your character's points should line up with the way you
r probably

envision your character — fragile artiste

HrowriHtHe UGLY STICK
Nosferatu and Samedi cannot ever increase their
Appearance rating. It's stuck at zero permanently. Mast
members of these two groups use Obfuscare (particularly
Mask of a Thousand Faces) to sidestep that handicap in
social situations, bur even thar workaround has its limi-
wations. The “face” created with Mask of a Thousand
Faces defaults to an Appearance rating of 2. Even ar-
rempts to look like specific, devastatingly attractive
people end up missing a certain sine qua non, and falling
somehow flat. To use Mask of a Thousand Faces to
improve a character’s Appearance requires spending two
points of hlood for each dot’s worth of improvement in
the mask’s looks.
Crearing a mask with an Appe
incurs no additional cost.

ance rating of
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ke the resultar
varacter can lead 1o

vampire can have

The Masquerade are

f other AL

Secondary Ability rolls. A characte

n Vampire:




bilities, like Attril
wies (the aforementioned Talents, Skills and
Knowledges), and like Artributes, these are prioriti; Pr
mary Abilities get 13 dots, Secondary get 9 and Tertiary get
5.Y¢

tes, are broken down it three

cannot take dots fromone category and pour theminra
another, even if you only see three dots’ warth of Knowledges
thaat you want your character to have.

Camanl
ties than

vampires do have easier access to some Abili-

lo Sabbat vampires, but In return some

Sabbat-specific Abilities are off limits to Camarilla vampires

wha don't have a very good reason o have them.
Step FouRr:
SEILECT ADVANTAGES

Advantages are what, us much as clan, define a vampire
ing such. The term “Advantages’

covers Disciplines,
wands and Virtues, and by defining these you

ish
establishing your character’s basics. Advantages are not bre
ken down into ¢

tegaries to be prioritized.

wi simply ger a
of Advantage, ta g

rain number of dots for each tyy

u will.

as y

Our-0r-CrLaN DISCIPLINES
There isatempration, once one reaches the freebie
points stage in character creation, to mortgage the

figurative farm in order to purchase as many our-of-clan
Disciplinesas possible. Storytellers should be very care-
ful in of-clan

Disciplines, though, as a preponderance of Disciplines

llowing characters to purchase ou

v in one character can unbalance a cotes
very quickly. A chronicle wherein one character starts
with six dors in six different Disciplines and another
only has three can get lopsided very quickly.

bundled

acter additional
Disciplines, he should be prepared to answer a few
ns, like:

® Arc they really necessary o his character con-
cept, and why does he want them? (“So | can kill more
stuft” is the sort of answer that should give mos|

If a player wants to give his cha

questi

ory-
tellers pause.)
* Who t

plines are not instinctiv

shr the character? Out-of-clan Disci-

. The character would have
had 1o pick them up somewhere and from someone;
powers do need a solid justification in the
cter’s backstory.

such our

ch

Furthermore, there are certain Disciplines
(Chimerstry, Melpominee, Mytherceria, Necromancy,
Obeah, Obtenebration, Quietus, Serpentis, Thanatopsis,
Visceratika, Vicissitude) thar should not be available to
Camarilla vampites unless their clan origin specifically
dates such. The independent and Sabbat blood-
lines are very jealous of their secrets, and aren'tabout to
n with Camarilla upstarts.

share the

DISCIPLINES
A G
Disciplines initially, though this, t

narilla vampire receives three dots” worth of

y, can be modified with

eebie points. Each clan has so-called “clan® Disciplines,
vampiric powers that are innate to the bloodline and which

can be learned instincrively by even the newest 1o the

Blood. Other Disciplines, those not reflexive o

given

anbe picked up later in the character crean

process
(see below), bur at this point, the character is restricted to
the powers directly linked to her clan. Each clan has three
Disciplines in which it specializes, which provide a broad
range of supernatural abilities in the physical, mental and
social arenas,

BACKGROUNDS

Background history manifested in Trait

form. Each character s’ worth of Backgrounds,

which can be in any combination you desire. You can

sed

stack up all five dots in one Background, or getone level each
of five distinct ones. Your Storyreller can, as always, disallow
certain Backgrounds, or keep characters below a pre-set

ceiling
C
investment in their Backgrounds, often v

marilla vampires generally have a deep and broa

freehie points

toadd to their rtings. Because of the forced socializarion the

sect mandates, its entirely sensible for a Kindred 1o have

Contaces and Allies. The sect’s interaction makes a perfectly
reasonable justification for Herd, Fame, Resources and Influ

ence, not to mention Retainers. A Mentor also makes for a

uscful Storyteller character, while Status can be given or
taken away by the harpies m the space of a hearthear.
VIRTUFS

While Camarilla vampires are

i
ood

classic sense of the term, they do cling toa moral center as

represented by their three Virtues wcience s the
Self-Conrrol is the

wsure of how tightly the character controls her Beast

character's sense of right and wrong
i

and governs her awn actions. Courage is self-explanatory,

a rating of how well the character controls her fear and
stands up to threats — anything from fire 1o Lupines 1o a

hunter wirh a srake. These virtue constants for all

Camarilla vampires; even refugees from the Sabbat ac-
quire these Traits

Allvampires begin withone free dot ineach Virue, then
seven more to distribute among the three. Virtues are very
important to Camarilla vampires. A vampire witha low Self-
Control rating is liable to lose control frequently, frenzy and

threaten the

querade. If he does it o often, he'll be put

A vampire with a low Conscience rating is liable o
ther Kindred o
lone when the hunters

down.
indulge in acts thar may well encou

avoid her company, leaving her all
come calling. And a Kindred with a low Courage rating isn'r

going to be much use in a life-or-death situntion — which the

Kindred face every night
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GENERATION
It can be tempting to put all of your Background
points into Generation. That way you get a bigger blood
pool and can spend more blood per. round, with no
drawbacks, right?

That's not necessarily the case. A vampire with all its
Backgrounds in Generation has nomoney, noone totum
to in a crisis, no protector, no feeding reserves and often
not much else. That's what having no Allies, no Con-
tacts, no Resources, no Mentor, no Herd and no other
Backgrounds means. Players should not automatically
they default to comfortable starus; withour
spending the points for a Background, they don’t have
what the Background mandates.

assume

Step Five: L ast ToucHes
At this point, you're almost finished with the basics of
characterc

ation. All that remains is some bookkeepingand
the distribution of freebie points t
you've finished
e finished with

Remember, though, th
finishing with the dots doesn't mean tha

creating a character. It just means that you

a chatacter sheet
Humanrmy

Humanity is the rating of how close a Kindred is to his
human side — and how far he is from his Beast. A vampire

witha low Humanity rating is too close to his animalistic side
for comfort, and is that much nearer to sliding into the abyss
permanently. A vampire's Humanity score is the sum of his
Conscience + Self-Control ratings, and it can go as high 2
10. Hum
especially youngerones. It is through maintaining rouch with

s

ity is vitally important to Camarilla vampires,

nanity that one keeps the Beast at bay, and making
presentable in polite company.

one's b

At its most basic level, Humanity is what separates the

Sabbat. Characters with low Humanity
ble to be suspect in Camarilla circles. After all,
tokeep in touch with one’s Humanity is one of the
stances of the Camarilla, and those who
deviate from it or ignore that quest are, in essence, disregard-
ing whar the entire sect is about

Camarilla from the

scores are

the drive

core philosoph

WILLpPOWER

Your character's Willpower score is equal to her Courage
rating. As Willpower has a multitude of uses, from resisting
Mental Disciplines to granting automatic successes on rolls,
it is recommended that you devate frecbie points to increas-
ing your character's Willpower.

Broon Poor
Rolla 10-sided die. The result is your character's starting
blood pool. It is assumed that any blood in your character's
ginning of gameplay is human, unless you and
oryteller make arrangements otherwise.

55

the be;

system

Freenie ]')mx'l‘;

Freebie pointsare the 15 additional pointsy
on whatever Traits you like. In additior
Merits and Flaws (see page 295 of Vampire: The Masquer-
ade, and page

2 of this book for more information on Merits
and Flaws) to tweak your character to get it in line with your
original conception.

SparkoF Lire

A this point, you should have a fully filled-out character
sheet —notafully fleshed-out character. Younow need tothink
about your character's story — who she is, where she came from,
why she was made into a vampire and what she's doing with her
unlife

before you're ready to play. You need to think about
who she knows. If she has Allies, who are they! Other vampires
who like her s

yle or her aims! Mortals whom she’s kept up an
nce with? As for her Abilitie

acquain ouneed tothink about
why she has that particular skill set. What incident in her past
caused her to pick up three dots in Firearms? Why is she good
with Dodge, but not particularly skilled at Brawl? Unless you
have a reason for handing out each and every dot on the
character sheet, those dots remain simply circles. By building a
backstory that explains why your character has the Abilities,
Backgrounds and whamat that she does, you make her a real,
viable character. If you don

THEPRELUDE

Vampires are made, not horn,
was the re

, you just have a collection of dots.

h and every Kindred
It of some other vampire’s conscious decision to

Embrace a mortal and bring her into the unliving fold
There'sastory behind each Embrace, astory called a prelude.
Technically speaking, L!|L preludeis thesequence of events

leading up to a character's Embrace. It is recommended that,

under normal circumstances, you roleplay out your character's

prelude, if for no other reason th

an fo grant some perspective on
whoshe isand where she came from. Roleplayingout the prelude
also allows you to establish the relationship between your
character and her sire, to firmup the details of her Embrace (was
itviolent?expectedTaccidental?) and todefine herentry into the
waorld of the Kindred. Allof these are pivotal matters for a young
vampire. By going through your character's prelude, you work
outall of these important details, which gives both you and your

Sroryteller a better grasp of your character. You'll be able to
portray her more realistically, and your Storyteller has more facts
on which to hang plot hooks derived from her Embr

The circumstances of a Camarilla vampire's Embrace are
slightly different from thase of other Kindred. Remember, e |d\
Camarilla vampire is the result (in theory, at least), of somec
being granted permission to Embrace. That means that there'
vampiric backstory to each character, as well as the mortal’s own
history. Either you or your Sto

1ce.

teller, depenc

g on circum-
stance, should know howexactly your character ssiregot permission.
ate her, The Camarilla politics leading ro the
eforfascinatingstories, particularly if someone wasn't thrilled

mbrace can
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with the way the boon of creation washandled. By thesame token,
the question of why exactly the character was selecred for the
Embrace needs to be faced. Whar drew her sire to her? Was she
Embraced tofilla particular need in the city's hierarchy, or tospite
nother
dent, oraha
neonate

narilla vampire!? Perhaps the Embrace w

s an acci-
ity decision — what will the consequences beforboth
dl site? The Embrace is a complicated matter for both
sire and childe when Camarilla politics get involved, and those
politics always do manage to get involved somehow.

COTERIE

Odds are that your character is not going to be working
alone. Instead, he'll most likel
vampires bound by common interest, common enemies or
just plain ¢

ircle of

be part of a coteri

cumstance. It makes sense before you start pla
however, to think abour how your corerie fits rogether and
how it fits into the local Camarilla.

E
tial. If there's no good rez

blishing common ground for

W COterie is essen-
on for your gang to stick together,

t. That means fragmented storylines, stress for the

ller and lots of time spent sitting around as individual
plunmn are run. [t ma e, then, to lay the groundwork
fe that works together, at least initially. Some good
methods of keeping a group of young vampires together
include princely fiat ~h ared sire,
within or outside the

S sens

coteri

common enemy (either

narilla) or a mutual interest like
The form the corerie takes can be
derived from the group's common bond

music, the arts or trav

Vampires who share

interest in music, for example, might form a band, while
a princely command to cle

n up the city might turn the
coterieinic

A passe comitan
t

, complete with ashared look and

standardized equipme
1t's also worth figuring out where exactly the coterie fits
into the local Camarilla sceny

Was the coterie’s formation

e will
have all sorts of ather vampires looking at it as a result. With
the otherssee the groupasa threat, and ifso, what measures will
they Is there an elder (or two) who wants o use the
coterie for his own ends,

group of Kindred isa porential power base, and any cote

nd what will he do to ensure their

cooperation! What is the coterie’ -«uimmnamlmmn, nd does
intends to become the
il eventually, the present holders of that office
mightdecide tonip the threat in the bud. By
your coterie belongsin the local Camarilla

you set th

anyone know about ie? If the groug

primogen cor

tablishingwhere
ifitbelongs atall
stage for the types of story to follow

ARCHETYDES

Archetypes
which ro b

re hasic personality types, frameworks on
g the details of a character. While a g y
Archetypes are listed in Vampire: The Masquerade (p. 112),
there are some personality types that

are endemic to the

Faster, Neonatel Ko Kl
Occasionally there are coterie combinations that |

just don't work. Often such ail-and-water arrangements
are the product of rtwa characters in particular who
simply don't belong together, with neither characrer’s

player willing to surrender his creation for the good of
the group. Such conflicts can tedr a group apart, and
wreck a chronicle in the process.

Most situations of this type o0 Be prevented with a
littlec nse. A good S the
sorts of characters his players are creating, and if he see:
potential incompatibility brewing, he should step in. Ide-
ally, any players involved in creating a potential problem
will be amenable to tweaking their character concepts
before investing too much time or energy. Storytellers
should rake care toavoid the appearance of favoritism when
suggesting changes in character concepts, otherwise they
run the risk of having resentful players.

If the problem develops after gameplay starts, the
best solution is to retire both of the problematic ck
ters and have the players create new Kindred
Storyreller supervision.

Camarilla. A few of those are listed below, for use during the
“Nature and Demeanor” section of character creation.

InFaLIST

The Idealist believes — truly, madly, deeply — in some
higher goal or morality. The object of his idealism may be
something as pragmatic as the Camarilla's eventual triumph
or as amorphous as the ultimate good, but the belief is there.
Idealists are frequently either very new to the Blood or very
old, and many seck after Golconda as the final expression of
their idealism. In the meantime

an Idealist tries to reconcile

his beliefs with the demands of v

npiric existence, often
acting contrary to self-interest to do so.

— Regain a point of Willpower any time an action in

nd brings your ideal
closer to fruition.

SOLDIER

The Soldier is not a blindly loyal follower. While she
exists for orders, she does not adhere to them unquestion-
ingly. More independent than a Conformist but roo tied into
the idea of command to he a Loner, the Soldier applies her
own techniques to others” goals. While she may seek com

mand herselfsomeday, her ambitions lie within the established
hierarchy and structure. The Soldier has no compunctions

about using whatever means necessary ro do what needs to be
done, so long as the orders to do so came from the right place.

— Regain a point of Willpower when you achieve your
orders’ abjectives. The more difficult the orders are o fulfill,

the better it feels to accomplish them. At ¢

oryteller discre-
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tion, pulling off a spectacular success or fulfilling a lengthy
mission may well be worth additional Willpower points

DanBLenr

The Dabbler is interested in everything bur focuses on
nothing. He flits from idea to idea, passion to passion and
project to project without actually finishing anything. Oth-
ers may get swept up in the Dabbler’s enthusiasm, and be left

high and dry as a result when he moves on to something

without warning. Most Dabblers have high Intel
Charisma and Manipulati
of Wits or Stamina. Toreador are often Dabblers, particularly
thase afflicted with the derisive sobriquet

nce,

vratings, but not much in the way

Poscurs.”
Re;

n Willpower whenever you find a new enthusi-

asm and drop your old one completely.

NTIST
Toa Scientist, existence is a puz:

. which she can helpto

reassemble. A Scientist logically and methodically examines

hereverysituation and maneuver, looking for logical outcomes
fentist is always

and patterns. This is not to say that the
looking fora scientific or rational explanation, but rather, that
she examines her surroundings rigorously and with a critical
eye. The system a Scientist attempts to impose on the world
may be completely ludicrous, but it is a system, and she sticks
by it. Sci ¢ high Mental Attribures,
low-ranking positions in €

wists b, and often hold

amarilla city governments,

n Willpower any rime a logical, systematic

» a problem helps you solve it, or information

appre

gathered logically is of use in another, similar situation,

SECONDARY
ABILITIES

TALENTS

Diprosmacy
“I'm not sure he's worth it.” Adele's face contracted into a
sour mask as she pondered the brooding young man at the end of
the bar 1ty enough, but I'm no seeing
se here worth preserving. Certainly not his mind.”
Elieser looked up mowrnfidly f vy glass window
‘ou just don't know
him. He's actually quite witty, and racher talented in several fields
— his paerry's quite good — and., well, Prince Alexander said | had
the right, and I'm cheosing him!” The younger vampire's face set
inat pout, and his fingers neitched with frustragion
Menally

Elieser — anc

I 'mean, he's certamly pr

anythiny

through which he and Adele were peering.

Adele sighed. She’d been through this hefore with

Elieser's sire before him. “Now let's not be hasty,
Eli. You're vight, [ don't know him, Perhaps if you brought him
into the family ? That way [ could learn what
you see in him.” And you'll have time to ger bored with him
before | et saddled with another mistake, she added silently
Elieser nodded slowly, and Adele permitted herself & small smile

e step at a i

Diplomacy is the art of handling difficult situations with ract
and skill. It is also the ability to negotiate positions, rather than

specifics—the latteristhe purview of Haggling,
policy and treaties, and extricate yourself from unpleasant situa-
tions with words, rather than force or use of Disciplines

. Novice: Ye

driving an

. Practiced: Youclan trusts you to represent it on

some issues.
LLL) Competent: Your agendausually carries the day.
e Expert: You can handle labor strife and cutting

deals with the Lupines with equal ease.

s Master: You can convince nations roalrer their

policies — and like it

Possessed By: Diplomats, Seneschals, Politicians, Am-

bitious Ventrue

Fires, Alliance Build-

ettlements, C

n Doctoring

HaGGLING
“Absolutely not ne Ameault, prince of Boulder,
waved agitatedly at her petitianer. “You expect me simply to hand
over the entire campus to you and yours in exchas

\ge for some
memors about a Nosferatu city? Precisely when did you go in
and how did I fail to notice it?”

“Your Majes:
unctuously polite

" Regent Sean Reynolds was, as always,

"m not asking for the entive campus —
merely that you open up access to the rare documents library and
some of the feeding rights to my new childe. In exchange, T offer
concrete evidence of something untoward happening in your
domain. T have maps, satellite photos, seismic records, eyewitness
he paused for effect, “a prisoner.”
Ameaulr sar bolt upright. “Fascinating. ... Perhaps your childe
wonkdn't object to an observer when he visited the documents room?”
“She, Your Majesty. And I'm sure she wouldn't.”

You can trade favors, and ne

accounts and— '

nd other
specifics so that transactions come out in your favor. You can
jun s quickly
and know when someone’s attempting to rip you off.

iate costs

e relative value of goods and serv nd easily,

. Novice: Youcan knock a few bucksoff the price
of something at a flea market or garage sale.

(L] Practiced: You get used cars for whar they're
worth, not what they're marked.

wee Competer

Youcan play the game of prestation

betrer than any of your peers.
agood deal

ert: Princes ask you if they're gertir

it, when youwant
it for the price you are willing to pay — always.
Po:

gents, Household Ghouls, Imporeers, Nosferatu

essed By: Police Negotiators, Anarchs, Purchasing

Specialties: Swaps, Sclling Information, Fine Print,

niracts, Prestation
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INTRIGUE
Simon Crabir,
ago; now he was neither a man nor young, but he was still angry.
“It’s all heve, Karp. All of it. She mentions sabotaging my
reading, though she bavely has room 1o do so in between these
repudsively saccharine endearments she scribbled. This whole
goddamned thing is a love note to ruining my career!”

ad been an angry young man three decades

Elias Karp swod impassively, watched his acquaintance im-
passively and occasionally nodded as Crabeee ranted. It occurred
to Karp, as Crabrvee tossed off a partcularly impressive rhetorical
Jlowrish, that perhaps he'd done too good a jub in forging that letter.
1t centainly had been effective in miling Crabtree to the point of
homicidal mania (which Crabtree was sure to act on ineffectively,
thus gewing himsalf disposed of one way or another). Jtwould swrely
cause all sorts of trouble for Craberee's “beloved,” whose affairs
were bowund to come wnder scrutiny after hev beaw's mania mani-
fested. Tt might even win Karp some very hard-to-come-by
s o some vers riorrne Keidved oo K she e bad
done. But was any of that worth listening 1o Crabiree's incermi-
nable rant? The sacvifices one was forced o make.

ely. You understa
to manipulate others through trickery and artifice, 2
are expert at exposing a target's vulnerabilities. Note that
Intrigue is not Subrerfuge; the latter involves fieldwork and
. while Intrigue operates more on a theoretical

You can plot and plan effec

and consequential level. Subterfuge is the art of planting a
forged letter; Intrigue is the art of knowing whose handwrit-

ing to forge for maximum effect.

. Novice: Youmaneuverwellagainst asingleadversary.
.. Practiced: You can figure out how ro subvertan
organized enemy.

Competent: You can handle multiple plots
simultaneously.

seee Expert: Yo
triple-crosses, all to your henefir.

ve woven a web of double- and

Master: The restof the Kindred are just so many
puppets, dancing on your strings.

Possessed By: Spymasters, Harpies, Serite Recruiters,
Secure Princes

Specialties: Subversion, lsolating Opponents, Corpo-
rate Sabotage, Mounting Coups

SCROUNGING

“So what the hell are we looking for, anyway?” The voice
came from halfway beneath a pile of wires, vacuum wbes and
ather, less identifiable components of long-dead machines

“I have no idea, but I'll know when I find— aha!™ Jonah
extracted himself from the ruins of what looked to be a fusebox,
a handfiul of wives dangling from his hand, *Bingo."

“Bingo? Looks like crap to me.” Katherine burrow
way out of the mound of junk she'd been excavaring.
exactly are you going to do with those?”

Jonah grinned like a bastard. “Fix a vecord player.”

“A what?

“A record player. My sive's been hitching for 30 years that his
gramophone doesn’t work anymore, and he's throun fatal tanerions
any time someane tries to bring him something new. But with these,
I can fix his antique and make him very, very happy.” He gave a bark
of laughter. “And if he's happy with me, odds ave I'm going to be
happy, too. Worthinvestinga couple of howrs in ajunkyard, isn'cie?”

ing, you can find unusual,
nd items. Those items can
from the part needed to repair a Model T Ford o
someone skilled at bibliomancy to a rare CD of which only
500 copies wete pressed. Scroungingalso impliesaknowledge
of sources for oddball items, and a reasonable ability at
ng junk into useful material.
- Novice: Occasions
off the scrap heap.

With expertise in Scron

outdared or otherwise hard-to

ran,

lly youcan pluck something

. Practiced: Youknow where tolook for hard-to-
find items — and that includes some hard-to-
find sources.

Yy Competent: You know if something can be

found in under 24 hours.

Expert: Youhaveanerwork of porential sources
foranything and everything you might need on
short notice

seses Master: You can find anything, at any time,
assuming it still exists
Possessed By: Researchers, Fixers, Acquisitions Agents,
Collectors, Hiring Factors
Specialties: Manuscripts, Electronics and Parts, Talented
Individuals, lllegal Items, Occult ltems, Improvisational Fixes

SEARCH

The apartment was, o put it politely, a disaster. Everything
breakable had been broken, including a couple of the phembing
Jixoures. Blood was everywhere, from the linolewm floor of the
kitchen te the warped wood of the windowsill. Overhead, a light
fixture dangled crazily from a half-snapped chain; only two of the
bulbs were working, as the rest had been smashed.

Gilass crunched underfoot as Anabelle sniffed the air and
frouned. Behind her, her childe snorted in disapproval at the
Looks like the Sabbat got t him first. Nothing here for

Hn tome clearly indicated that he was bored with the whole
scene, and wanted umpl\ to chalk the whole thing up as a loss.

“Not quite. Everything we need is stll here. If whoever did
this — and I'm not so cevtain it was Sabbat — had found what
they were looking for, they wouldn't have needed to wreck
everything quite o thoroughly. I'll bet you a year off your
apprenticeship that what we're looking for is still here.”

Devin laughed. “A year! You're en.” He crossed his ams and
looked smug, vight vnal the tme his sive picked wp a photograph wnder
a cracked pane. The picnere showed a pair of beautiful women in
1890s-style dress; ome bore astriking resemblance to Annabelle herself.
She neatly popped the remainder of the glass out, then vemoved the
picture. Behind it on the matting was a folded piece of paper, yellowed
with age. Anabelle held it up with a grin as her childe sputtered
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g ser
late friend. Now,

dear,

Devin, about

You have the ability to examine a person or scene and
find what you need. Lc

wting hidden compartments, uncov-

ering wall safes and doping out smuggling rechniques
within your area of expertise. Search also covers b -.wchmq\.
techniques

o more generalized searches, such as trying to
uncover buried caches or bodies,

. Novice: Youcanspota bulge underajacketand
be reasonably sure what it is.

. Practiced: False bottoms and secret pockets
can’t hide from you.

wee

Competent: Youcan findany concealed weapon
in & marter of seconds

Expert: The proverbial needle in the haystack

is no challe
essse  Master: Nothing short of the supernatural can
be hidden from you

Possessed By: Border Guards, Cops, DEA Agents, Sher
iffs, Bodyguards

Specialties: Body Searches, Search and ¢
Searches, Uncovering Evidence

Other Possibilities: Artistic Expression, Carousing,
Public Speaking, Poetic Expression, Scan, Seduction, Sense
Deception and Swimming

izure, Vehicle

SKILLS

ACROBATICS
A lone

ments. Dowr

hesiine was

¢, Shelby had sire to find
me of the sheriff's bruisers

She knelt down and pulled the clothesli
4" rwine, but with the
sheriff's men doing a room-to-room search in the b
behind her, she didn't have a

aut. [t was 3/
hardly her favorite to work with,

lot of options. With a quick
prayer Shelby took out her knife and slammed it into the roof,
then looped the rope around it in order to take up the slack
Then, fingers crossed, she kicked off her sh
onto the rope. One step at a time, she told
at a time

1
n

tepped
elf One step

You can use yc

 body to perform feats of fl

exibility that
are beyond most individuals’ capabilities. You can tumble,

alance and otherwise use your body to your best
ge. You may not be the most flexible Kindred in the
world, but you use your body's capabilities to thei
. Novice: Youcan d

ing yourself or o

urmost,

omersault without hurt

ers

. Practiced: Flips, rolls and other basic maneu-

vers are within your rany

From e Becaang: (s
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Competent: You are good enough to

crowds or confound foes with your antics.

seee Expert: You are capable of performing gymnas-
ric maneuvers on any surface with whatever
equipment is at hand,

seses  Master: You are an Olympic-caliber gymnast.
Possessed By: Trapeze Arrists, Contortionists, Ath-

letes, Spies

Specialties: Circus Maneuvers, Contortions, Ducking
d Covering, Combar Acrabatics, Tightrope Walking

CAMOUFL AGE
mofabitch said the whole damn caravan pulled over here
for the day, but we've got nothing. Nothing.” The annayance in
de la Vega's voice was palpable. “That's the last time I truest that
lying lintle turd of a Nosferatu.” He tumed and kicked a rock. It
skittered off into the underbrush at the side of the road with a
barely audible clank

The sheriff of Chattanooga didn't hear, though, being too
thoroughly preoccupied with his gnembling. He climbed back into
his car, started the
The soi

gine and roarved off into the deepening gloom.
wd of his curses lingered in the air for a moment hehind
him, along with the scent of his car's exhaust. Then there was
nothing but silence.

Deeper within the underbrush, the interior of a we
cealed van exploded with muffled laughter.

con-

You can hide anything through proper application of
this skill. You are an expert at disguising things through
Jable (in other words, non-supematural) m

E ns so that
they are undetectable by normal methods. Whatever materi-
alsare at hand can be put to use hiding whatever you wish to
Camouflage can be used in any locale; the

niess of the skill depends on what you wish to hic
you have to work witch

. ovice: You can hide candy well enough to
smuggle it out of convenience stores.
.. Practiced: You can use camouflage netting and

other tools of the trade.

Competent: You can hide a vehicle qui
1well with whatever's ar hand

seee Expert: You can conceal anything from micro-

fiche to military equipment

Master: Witha litle preparation andthe proper
tools, you could hide the Great Wal
Possessed By: Smugglers, Nosferat, Fences, ArmyRang-
dom Fighters, Terrorists

Specialti
Sight, Urban C

Military Hardware, Vehicles, Hiding in Plain
moufl;

HunTING
“Look, this place really is to noisy for s to talk. You want to go
someplace and getacup of coffee? My treat.” Zander smiled his second-
most winning smile, the ome that said, *Trust me, I'm harmless.”
His prey, a young woman in a black dress that she frankly

didn’t carry off very well, looked back nervously at her friends

They seemed split on the idea; half gave encouraging smiles while
the rest looked worried. Her gaze flicked back and forth from her
friends to Zander nervously. She leaned forward and said, as best

as she could over the thumping music, “I'm not sure. | mean,
would it be OK if my friends came along la drove, after all,
and I'm not real good with directions.”

“Of course. They can meet us out front,” Zander lied
Mentally, he gritted his teeth. Tonight's hunt was going to take a
little longer than he thought.

Hunring is the ability to find and bring down a target of
any sort, on s

y termain, for any purpose. With a proper
application of Hunting, you can do anything from running
down deer in the wild to picking a mortal out of the herd for
purpasesof feeding. This skill also includes manhunting, and
apply to the search for other Kindred

. Navice: You don't need to club your prey over
the head firse

.e Practiced: Youcan find dinnerwith reasonable e

eese Comperent: Humans are easy to isolare and
feed on,

seee Expert: Once you decide on a target, it'sonly a
matter of time.

Master: Human, animal or Kindred — none
can escape you.

Possessed By: Alastors, Hunters, Gangrel, Federal
Agents, Survivalists, Scourges
es: Animals, Human Prey, The Cha
Manhunting, Cat and Mouse

Other Possibil Animal Training, Arrillery, Black-
smith, Blind Fighting, Boat Handling, Brewing/Distilling,
Bribery, Carpentry, Climbing, Cooking, Dancing, Debare,
Escapology, Falconry, Fast-Draw, Fast-Talk, First Aid, Fish-
ing, Forgery, Gambling, Game Playing, Gunsmithing, Heavy
Weapons, Hypnotism, Jeweler, Journalism, Leatherworking,
Lockpicking, Mechanical Repair, Parachut Photogra-
phy, Pickpocket, Police Procedure, Pottery, Psychoanalysis,
Scuba, Singing, Skiing, Speed Reading, and T

Special

cking
KNowLEDGES

Cran KNOWI EDGE

“What the bloody hell were they doing out there?™ The
Regent strode back and forth in a fury, gesticulating wildly with
his silver-headed cane and nearly knocking any number of objets
d'art off his mantelpiece in the process

“Making funof us, obviously.” His secand in command, aquiet
woman dressed severely in a business sit, folded her hands primly in
her lap and seemed obliviows to the very veal threat of being
accidentally whacked with the cane. “I'm told they do that from time
1o time. Next week, presamably, it will be the Ventue's um.”

T don't care what they're doing, Richards!” the Regent

roared. "1 want to know how the hell they learned so much about
us! Everything we do was on display out there!”

Tre Guok 1o nie CamaraLa

0




The woman shrugged. “So it was. And in seven nights,
everything about the Ventrue will be on display as well. Now are
Yout going to continue o waste both our time with chis pointless
tantrum, or are You going 1o assign someone to observe?”

You have knowledge about a particular clan of vampires
that no outsider should possess. You are aware of the clan’s
practices, rituals and secrers, and can put that knowledge to

good use. However, members of the clan in question may not
like the fact that an oursider has a handle on proprietary

information, and may act o plug any such security leaks.

Note: This knowledge only grants information about
must be purchased

one particular chn, Clan Knowle
separately for each clan of expertise

vice: You can spot a member of the clan

with reasonably accuracy.
L Practiced: Y.

can separate myth from fact

iknow how the clan is setup, and

Competent: Most of the clan’s basic layout and
procedure is known ta you.

Expert: Youknow the chin's secrets as well asanyone.

Master: You know more about the clan than
maost of its members do.

Possessed By: Kindred, Hunters, Ambitious €

Arcanum Scholars

Specialties: Power Structure, Chain of Command, Se-
crets, Movers and Shakers
CoMmputer HACKING

Bobbry leaned back in his chair, hands clasped behind his
head, and grinmed the grin of the vighteous . “Ladies and
u ever wanted to

gentlemen, may I present to you everything 3
nks have been puttingoxrmoney

know about where Hovatio's b

1 figure we've got about five minietes before the system security
b , but in the meantime I've taken
the liberty of doing screen shats of eversthing here, You'll he able
to print those out and look at them at your leisur

Various Kindred crouded ar
at his 21" monitor and jabbering among themselues. Several
offered him congratdations; he just looked bashful.

Truthbe told, this was his f
at this pomt Bobby was reasonabl;

ts s out on our collective as

und Babby, trying to get alook

time mto Ballard's banks, and
evtain he coudd e them
of them, if he so
desired. Buche'd keep that little tidbit to himself. Once v
g miracles, people expected

upside doun and shake every last penny out
¢ started

1o perform them on
command, and he'd rather not deal with the pressure

You

1 use your computer to insert your virmual presence
ns where you don't belong. With this knowledge, you
can crack computer security and some forms of encryption and
otherwise perform fearsof d

nto syst

apiracy and sabotage thar would win
the approbation of other hackers as well as an arrest warrant from
the FBI. Best of all, you can do this while covering your tracks.

ovice: You can guess others' passwords
. Practiced: You knowall of the basic back doors

to popular operating systems.

surself root

npetent: You know how to

sccess on a fair number of systems.

xpert: Youcan find security loopholesand exploit
therm within days of a software pa
Master: You ¢ through
or tap into Wall Streer.

Possessed By: Hackers, NS
Security Specialists

seense

ts, Phone Phreaks,

Specialties: Phone Phreaking, Military Security,
Financials, Viruses, Encryption, Password Theft, Back Doors
Feonomics

What ave you doing?” Bailey gazed uncomprehendingly at
the mombers flashing by on his childe's seveen. They seemed v
movingatarapid pace , while she chrummed her fingers on the desk
and made “harmemphing” noises.

“Running a simulation.”

“Thank you," he said icily. “That answer was technically

camect and told me absohately nothing. Now suppose for a

moment you show your sive a litele respect, look away from that
mfernal machine of yours and tell me what exactly you are
running a simulation of."

Nicole swiveled her chair to face her sive. (She did not,
however, stop drianming her fingers an the desk, a fact which he
made a mental nate of.) *1'm doing projections as to the effects
of bank collaps
liberally. Specifically, I'm working out exactly how many finan-

s om certain nations that have been borrowing

cial institutions we're going to have to kick over in order w0

eviscerate what's lefi of the East Asian economy
Bailey vaised an exebrow. "Is that all?”
The

been worling on for

wampire shrugged. "More or less. It'sa proje
hile is a hobby

Economics is the study of how money moves and its

TYONE Te

effects. You can predict, with reasonable accuracy, financial
trends and patterns, and you hay

alegupon othe

inmatters

re of the effects of the Kindred
onworld markets, and can estimare what sort of effects vampiric

of investment, You are wel

dabblings can have on whole industries or nati
. Novice: You hav
ecanomy is

s,

notion of what a capitalist

ible hand”
isn't part of an Obfuscated Nosferaru

CL Practiced: You know that “the inv

vee mpetent: The Financial News Network
matkes sense to you
cene Expert: You can spot trends and accuraely

predict recessions with case.

Master: You know how the world economy
works — all of it

conomists, Brokers, Financial Advisors,

Ventrue, Corporate Raiders

Specialties: Macroeconomics, Microeconomics, Game

Theory, High nce, Investment
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History

Aha, heve's samething good " Mcl.

over to his desk. “Read this and tell me w
Dierdre took the photocopy from Mc

read,

hlin motioned Dierdre
at you think.”
uglin's hands and
And after the buming the hill was ctersed. Nothing would
grow theve, and sheep that wandered onto it soom took sick and
died." Intevesting. Where'd you dig it up?”

McLoughlin took the paper back. “Irish National Folklore
Archives. They've spent a fortune recording oral history and
folklore. You only get a few stories like this, though, widely
scattered over the island. Thoughts?”

His parmer froume: ‘ell, if I didn’t know better I'd say
we were dealing with some Tremere problem or other, but as is,

I'll have to go with an wnpleasant elder taking a dire nap.”

“Right in one.” McLoughlin grinned. “Want to go do some
field research? Bring the mason jars.”

You are familiar with the record of events, mortal and
al. You ca
even detect Kindred influence on the stream of mortal
history

iy

n place events in historical context, and

Your well allow you to uncover

evidence of v:

pertise

mpiric activity, ranging from resting places of

elders to evidence of specific individuals' involvement in

affairs,

. Novice: You know the hasics of history without
knowing many of the specifics.

Ll Practiced: You can pick out historical errors on
television programs and in movies
aee Comperent: You have a solid grasp on the field,

and have specialized in a particular area

Expert: You are arecognized experr in the field;

grad students footnote your works.

seees Master: All of the past is an open book to you.
Posse

makers, Acad

d By: Historians, Elders, Documentary Film-
mics, Recreationists

Specialties: Military History, Social History, National
or Ethnic Histories, Kindred History

Psvcenorocy

“Sotell me,” Helton managed in between gales of laughter,
“about your sire.” Around him, the rest of the coterie collapsed
in helpless hilarity. Janesie seemed unimpressed by the display

He glanced from vampire 1o vampire, dismissing each in nem
Well,” he said, “my sive had a pathological fear of sunlight

to the point of needing to look ot the window every half-howr 1o

make sure the Earth hadn’t somehow mysteriously speeded up in

its rotation and browght moming on early. He also vecognized that
he had a problem, and durifully sought help for it — with my

encoura

ment, of course

The others more or less subsided into snickering. Heleon
looked up at Jonesie with a smirk, “So what happened o him?”

Jomesie shrugged. “Well, with my help he was finally able to beat
hislitle problem and stop worrying about dawn. Injfact, he succeeded
sowell that he decided o rake a linde stroll one moming — also with
my encouragement — without checking the time before he left. Piry

that the door w the haven got locked behind him,, don't you think?”
And suddenly, Jonesie was the enly ¢

@ laughing.

You have a knowledge of [h)dm]nn in both lhu!ry
and practice. You are famil
proaches, counseling rechniq

a diagnosis of a subject's dysfunction given suffi

to observe him.

; Novi

. Practiced: You can separate what Freud actu-
ally said from what people think Freud said.

ees Competent: You could set up a practice and do
reasonably well with it.

You've read the classics of the field.

s

Experr: You are an expert on psychological
theory — and know when and how toapply it.

You can understand others' thought
patterns, motivations and Psychological Flaws
from just a few short conversations.

Possessed By: Psychiatrists, Psychologists, Counselors,

Social Workers, Marketing Executive:

npowerment Gurus

pecialties: Freudian, Jungian, Lacan
chology, Neuropsychology, Psychopathology,
Psychology

Other Possibilities: Accounting, Alchemy, Anthropol-
ogy, Archaeology, Architecrure, Are History, Astrology,
Astronomy, Biology, Chemistry, Criminology
Engineering, Faerie Lore, Forensics, Geology, Heraldry, Kin-
dred Lare, Liverature, Lupine Lore, Mage Lore, Metallurgy,
Meteorology, Military

n, Pop Psy-
Mob

ence, alist, Physics, Sprit
Lore, Theology, Toxicology and Wyrm Lore

MuNCHKINS AND MINMax g

Sad to say, Merits and Flaws are one of the favorite
tools of players more interested racking up kills than in
roleplaying. Such players often load up on Flaws they
never have any intention of roleplaying, then use the
freehies garnered thus to load up on killer Merits, addi-
tional Disciplines, and Backgrounds like Generation. Such
abuses of the system can lead to severely unbalanced
coteries, not to mention lopsided and unenjoyable games.
Storytellers have every right to disallow particular Mer-

its and Flaws, or any combinations thereof. Merits and Flaws
are optional, not mandatory, and no character has a God-
given right to a Dark Faze that he'll whine endlessly about
accepring. It is akso incumbent on the Storyteller to make
certain that his troupe plays out their characters’ Flaws. After
a few warnings, it is not beyond the bounds of acceprable
behavior (or good Storytelling) to strip an unrepentant
player's character of points gained through a Flaw the charac-
ter is ignoring. The system of Merirs and Flaws is all about
balance ayer attempts to upset that balance, it i

isupto
the Storyteller tw enforce it for the good of the game.

—
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MeRrTsanD Fraws

The basic character creation process for Vampire: The
Masquerade allows you to draw the broad strokes of your

clan, generation, Attributes and so on. Merits

however, allow you to sketch in finer details of your
acter’s capabilities and history within the bounds of the
Storyteller system’s rules. With Merits and Flaws, you can give
acharacter abilities

or weaknesses — not otherwise covered

Merits are, unsurprisingly, bonus abilities, knacks, tal-
ents, contacts and other pluses that a character might have.
Flaws are the exact opposite — weaknesses and liabiliries,
whether they be psychological, physical, social or e
cal. A Merit can cost betw

‘en magi-

n one and seven free!
at the end of character creation, while a Flaw can grant
additional free

ic points

s in the same range. Characters should
never have more than seven points in either Merits or Flaws,
and all proposed Traits taken in this fashion are subject to
Storyteller approval.

SpECIFICS

There are some Merits and Flaws that are unique ro
Camarilla vampires. These Traits are mainly social ones,
pertaini
there are some physical, magical and psychological manifes-
tations that only (or mainly) appear in the Camarilla as
well. The Merits and Flaws listed below are intended for
Camarilla (or in limited cz illa vampires)
alone; Merits like Primogen Friendship (p. 76) generally
don't make much sense for Sabbat or independent
pires. By the same token, a Flaw relating to a weakness for
the Viniculum generally doesn’t make sense for a law-
abiding Ventrue neonate. There
a Camarilla

o personal status and history within the sect, but

es, ex-Car

vam-

re always exceptions (say,
ampire who's attempting to go undercover
with the local Sabbat pack), but common sense should be
the ultimate guideline.

CHOOSING WISFLY
Merits and Flaws

part of the last step of the character
nding of “freehie points.” They
should be taken as a sort of icing on the cake, rather than as
the main thrust of the ¢
Merits and

creation process, the

racter's persona. When you select
ws (if you do indeed select them), try to keep
yourcharacter'shistory and sense of self in mind. Ifacharacter’s
backstory includes the facts that he had a horrifying Embrace
and was mistreated by his sire, the Flaw Nightnares makes
sense; if he was a ghoul trained for decades to rake his place
in the Camarilla, the Flaw loses its justification. Similarly, if
you're going to runarabble-rousing Brujah, picking the Merit
Sheriff's Friend makes no sense.

Merits
ame or w

nd Flaws are, in the end, optional. There's no
st akness in creating a characrer who has none, nor
is a character without Merits or extra frechies from

necessarily at a disadvantage.

With that in mind, below are listed Merit
appropriate for Camarilla characters. Storyrelle:
o disallow, modify

nd Flaws that are
should feel free

ignore any of these as their games demand

[Prvsicar

Traits that are designated Physical Merits and Flaws
relate to a character's strength,

peed, toughness and form,

Brurser (1p1. Megrr)
Your appe iently thuglike to inspire fear or at
least disquict in those who see you. Whi

ance is suffi

ot necessarily

ou
ugly per se, you do radiate a sort of quiet menace, to the point

where people cross the street to avoid passing near you, You are
at -1 difficulty on all Intimidation rolls against those who have

not demonstrared their physical superiority to you

Friennt v Face (1p1. MeRT)
You have a face that reminds evel

ryone of someone, to
the point where strangers are inclined to be well-inclined
toward you because of it. The effect doesn't fade if you explain
ving you at -1 difficulty on all appropriate

the “mistake,” le

Social-based rolls (yes for Seduction, no for Intimidarion, for
example) when a stranger is involved. This Merit only
functions on a first meeting.

TwitcH(1pT. Fraw)

You have some sort of repetitive mo
i times of stress, and it's a dead giveaway
Examplesinclude a ner h, constantly wringing your
hands, cracking your knuckles and so on. It casts ane Will-

m that you make

1s to your identity

s cougl
power to refrain from engaging in your twirch

DurrenBrre (2p1. Fraw)

For some re
may not have manifested at all. When feeding, you need tofind

some other method of making the blood flow. F;

n your fangs never developed fully — they

ling that, you

must achieve double the normal number of successes in ord

to make your bite penetrate properly. A number of Caitiff and
high-generation vampires often manifest this

OpenWounn (2-4pr. Fraw)

You have one or more wounds that refuse to heal, and which
constantly drip blood. This slow leakage costs you an extra blood
it per evening (marked off just before dawn),
i attention to you. If the wound is visible,
difficulty for all Social-based rolls. For two poir
simply unsightly and has the basic effect me

addition to

ou are at +]
s, the Flaw is

ned above; for

four points the seeping wound isserious or disfiguring and includes

the effects of the Flaw Permanent Wound (Vampire, page 297).

PErMANeNT FAnGS (3p1. Fraw)
Your fangs do not retract, o
hide your true nature. While

had your te

king it impossible for you to

Is may think you've
th filed or are wearing prosthetics, sooner or later
you truly
nd other

OME M

you're going to run into someone who knows wh:

are. You are a constant threat to the Masqug
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Kindred may rake steps to prevent a breach from ever aceur

ring. Youarealso limited toan Appe of 3 at most

s(3p1. Fraw)

You have the stereo

rance ratin

GLOWING

pical glowing eyes of vampire
legend, which gives you a -1 difficulty on Intimidation rolls
ffs are

when you're dealing with mortals. However, the rrade
walk: ear in the Masquerade and must

man o
constantly disguise your condition (na, contactsdon't cut it);

the glow impairs your vision and puts you at +1 difficulry on
all sight-hased rolls (including the use of ranged weapons);
and the r.
difficult

sockets makes it
ide (+2 difficulty to Stealth rolls) in the dark

1i

ce emanating from your e

MeNTAL

Mental Merits and Flaws help define a character
tal capabi
Mental Me
state of mind. Rather, they detail what a character
with her mind instead

ties, strength of mind, native wit and intell
tsand Flaws have nothing o do with a characrer's

CotmvLociear (Ipt. Merin)
While some might refer to you as
knack forse

“cold fish

you have a

orhyster
cal coloration. You may or may not be emotional yourself, bur

atingfactua

reporting from emotion

you cansee clearly when others are clouding the facts with their
feelings (-1 difficulty on all Sense Deception and related rolls).
Userur KNOWILFDGE (l|=|.M RIT)

1 have expertise in a specific field that makes your
conversation intriguing to an older Kindred. So long as your

knowledge holds the tention, he has a vested

her vampire

interest in keeping you un, once he's pumped
youfore
suddenly vanish. (Note: This Merit should bep
tor with a specific interest. However, unlike a Mentor,

Usefid Kiowledge does not imply a permanent rel

.MERIT)

iliar with and talented in the uses of com-
puter equipment. Other Kindred may nor understand
but to you they are intuitive. All rolls involy
at -2 difficulty for you

Precocious (3 pr.Merit)

You learn quickly. The time for you to pick up a particu
lar Ability (or Abilities, at Sroryteller discretion) is cut in

eryiotaof information you possess, th

Me

ionship.)

CoMpureR ApTITune (2
You are

ar

computer:

computers

hal, as is the experience cost

IMpaTIeNT (1pT. Fr AwW)
You have no patience for standing around and wairing. You
want to do things now, and the Devil rake the hindmost. Every

time youare forced o waitaround inste

Jofacting,aSelf-Control
oll s required to see if you go haring off on your

wh instead

Unconvineen (1pr. Fraw)

You fail to see the need for the Masquerade, and have

HONE 0N feco saying so. Taking your stand has made you

suspect in the your elders, and may have attracted the

Sabbar's atrention as well.

yes of

S1eREOTYDPE (2pT. F1 aw)
Youbuy heavily intoall of the vampire lege
and heard. Youwearac:

cad
pe, speak with an accent and otherwise
inacartoonish fashion. Such behavioris e

dry you've r

iharrassing in the

xtreme toother Kindred, whoare likely to ostracize or mock you

(+2difficulty ro Social rollswith other vampires whodon't share
n the risk of
violating the Masquerade every time you take to the strects.

T

your habits). Also, you stand out to hunters, and

{IRST FOR INNOCENC
The sight of innocence

(2p1.F1aw)

of any sort

ses in you
a terrible bloodluse. Roll Self-Control, or else frenzy and
attack the source of your hunger.

VICTIMOF THE MASQUERADE (2pT1. Fr aw)
The Camarilla’

proy
Even afrer your

wnda machine did too good a job
ibrac

on you

eve you

were a vampire, You remain convinced that there is some
logical exy
time as you can searching for it. You also have problems
feeding,

wation for your condition, and spend as much

nd may insist on trying to eat regular food. None of
these habirs makes you p

rticularly pleas npany for
other Kindred. This Flaw must be roleplayed at all times.
GunT-Wnracken (4pr.Fraw)

Yousimply cannot come togripswith the facr that you must
drink blood ro survive. You suffer horrible guile over

I

ach rime

 difficuley 7, or else frenzy
you feed) and try to avoid doing so as much as possible. This

you feed {roll Conscienc

Ty time

means that you rarely have much blood in your system, leavir

you vulnerable to both attacks and hunger-hased frer

Social

Merits and Flaws under this hes

ling relate to a vampire’s
social dealings. Relations within the sectand with the Kindred ar
Social
tegory
the mrminsically social narure of the Camarilla mandates such.

Note that there arem
Merits and Flaws listed here than there are

large are covered by this cat

Ervsium Becur ar (Ipt. Merrn)

You spend an unusy

| amount of time at the various

xtent that
allofthe moversand shakers of Elysiumat least know whoyou are.

Elysiums in your city. You see and are seen tosuch an

Extended time spent in Elysium also gives you extended oppor
tunities to interact with the harpies and other Kindred of that
stature— and they Il know your name when youapproach them,

mrmer Grour (1pr. Meri)

You were introduced tathe Blood long before you were made

a ghoul gives you insight into

and comfort with vampiric society. You

Kindred, Your long experienc

are at -1 difficulty on all

Social rolls when in the presence of other neonates (particularly

those who haven't been educared by their sires), and have a
standing-1 difficulty on rollsrelating to knowledge of the Kindred.

Tt Guape 10 TH Camamiia




Harmiess(1pr. Menit)
Everyone in the city knows you, and knows that you're

no threat o

seem insultin

one considers y

their rime ra de

opinion keeps you safe. If you start in a way that

tions to you will likely change as a result

ProtEGE (1pT. MEeRrT)
Your sire watched

rates that you are no longer harmless, others’ reac

u for some time before Embracing
Tt
by din

you, and spoke of you to acquain

vampires may be in ibly on

your sire’s recommendation; at -1 difficulty on Social

rolls with all those »d things about you

Rep (1pt. Meri)
Your fame has exceeded the bounds of your sect. Everyone

knonws who you are, what you've done and what you're suppesed

o have

which might not be the same thing). The publicity
can be good or bad; what marers is that everybody knows your
Whetherindividual

knowen

nam utsideof your immediatesocialcircle

tomatchyourface toyourname isadifferent matter.

Sannat Survivor (Lpr. Mer)
Yo

ttempted recruitment. Your experience helps you anticipate

e lived through at least one Sabbar attack and/or

situations where you might potentially be endangered by the

-1 difficulty
t-hased marrers.

Sabbat once again. You 4

Perceprion
This Merit

quently as a means of

rolls when it comes to Sa

comes into play most f

imbushes and the like.

Boon (1-6p1. Merrr)

Someone owes you a favor. The vampire in your debt might

ity or might be the prince herself

nts the Meritcosts. Youonly have

1 (unless you take the Merit multiple

using it properly mount importance. Depend

lother fact

ras Lo create situati m which he

tmust “rescue” you and thus clear the slate
Buttvsoy (2p1. Menn )

wr're part of the brute squad the local sheriff calls on
\

when he needs some muscle. /

result, you get in on ac

that others

entirely, score points with those in

and occasionally get f the law. He

far outside the law the »depends

on circumstance and how mu
O1pPar (2p1. Meni)

An acquaint

e from your breathing days wa

the same time y

ately, your friendship ha

even death and unlife, and you find a constant source of suppért

b From e Becaasc:Crasacrmn Casanon




't

jent, but at least you each have someone to hang

onto who remembers the good old nights — and days.
Storyteller Note: AnOld Palshouldbe playedasavery loyal Ally.

Open Roan(2pr.Merit)

ny Kindred, you like to tra

and aid in your old friend. She expects the same of you, whi
always con

e

haven space available in any number of destinations. Unless
someone out there knows your e

Scnor Ak oF Enemies (2pt. MeRrim)
You have taken the time to learn abour and specialize in
one

gies, abil
goals, and can put that knowledge to good us
wortha -2 ¢

some of the group'’s customs, strate

ulty for all rolls pertaining § t the
subject of your specialization th|(hwllmha’nd.9§a|arenu
+1 difficulty when it comes to dealing -nhmt enemics,
simply because you're so thoroughly l'.uuednpyoul field.

ScHot AR OFOTHERS (2p1. M,pan) -
This Merit functions identical o Scholds M&

that it applies to a group/ghat is not mecessarily;
inimical to the Camarilla.
rieE's FRIEND (z p1. MERIT)

Forwhatever reason {(maybe yourwinning smile or pethaps
just your superb grovelling technique), the localhead lawman
likesyou. He'sinclined to overlook your minor trégpasses and let
you in on things you're not supposed to know abour. He even
g
when the prince isn't feeling generous. Of course, abusing this

excep

es you wamings about occasional crackdowns and times

connection might well turm a friendly sheriff into an enemy

and the change might not be apparent unril it’s to late.

Domain (2-4pr. MeRrT)
The prince has given you excly
territory. The nd importance of that territory are in direct
proportion to the cost of the Merir. A few bloc
rowhouse

ive rights to a piece of

s' worth of
might be worth two points, while four square blocks
in the city’s financial district could be worth four.

While the rights to this territory are yours, there are
responsibilities that come along

wirh it. If those responsibili-
tiesare not met, the prince may well strip youof your holding
ALTERNATE IDENTITY (3 pT. MERTT)

In add

n 1o your normal identity, you've taken up an
alternate role that allows you to run with another group or sect
of vampires, Thisother selfhas a believable history and backstory
nd up to at least cursory checks, and he is accepted
atface value (more or less) by | . However, yoursire,
Allies, Contacts, ete. don't know that you maintain this second
identity, and treat this “stranger” accordingly.

ssociate

. You have a solid
| routes and methodologies, not tomention ™

ct route and is specifically™s
lookingforyou, youcan move betweencitiesunimpeded by random &
encounters with Lupines, overzealous state troopers and the likgl@it?

Frienn oFtHe UnpERGROUND (3 p1. MERIT)
While you're not a Nosferatu, you know your way around
the sewers, unnels, ducts, subway tubes and other subterranean
passages of your home town. The loc: u(andany other
aptires dwelling down in the muck) may not actually like you,
bugthiefire not inclined to kill you on sight when they see you in
 diefrtertitory. Youare at | difficulty onall Sewer Lore rolls, and
mhmlvmglln ubterranean world (sneaking from place
Hndm; routes into sub-basements and so
purchase this Merit.

uried in the Sabbat (or, less likely,

Youha |
mwupma.w the A

arch Free States) who

anticular enemy of the Camarilla, You are weofulntv‘?

_.‘;ﬁn.m‘. fgher responsibility. You are

LRy
LHorner bF OFFIce (3-5p1

s to what her peers are up
B L > 888ormaion isup o you, but abusing
termth might be lé'k\dwn\Iu;,\.I\nunnﬂ:rmukl]iul
'ﬁfgmx spies 9o, you know.

tBB!!{GSﬂR("i—(TI MeRrrr)

Nou'meone of the up and comers in your city, a rising star
ManﬂllL.x firmament. Everyone
BREI=CATMl -, cven as those in power groom
-1 difficul
Wpires who aren’t

its to know you

i for

ty on
\m

| ralls against any Camarilla
ﬂmeh oppBing your asce:

.Meni

% You currently hold one of the official

amarilla posi-

the

s in your city. The degree of power you possess depends on
the cost of the Merit
CranFriennsuip (4 pr. Mern)

One particular clan {not your own) has a special liking for
you. You might have done the ¢

as a whole a favor at some
point, or perhaps you're just a loud voice insupport of theiraims.
Whatever the case, you're at -2 difficulty on all Social rolls
involving members of the clan in question. Of course, the
reaction yourcozy relationship with another clan islikely todraw
from your own clan leaders is an entirely different can of worms,

Broren Bonn (4 pT.MER rl}

You were once blood bound but have h:

secretly
asyouwill once mor

slipped the leash, and youare free toac
Your regnant has no idea that you are not in fact bound, :
At Storyteller discre
tion, the experience of having been bound once may render
you immune ro ever being enthralled again.

continues to treat you as if you were.

PrivoceN Friennsuip (4 pt. Merit)
The ruling council of the city values you and your
opinions.

ouare called in to consult on decisions, and your
recommendations carry great w
be an offi

ht. Your position may not

ial one, but it's powerful nonetheless.

Harpy (5 p1.Meri)
You count yourself among the harpies, the vampires wh
rule the roost in El

um. Yours is one of the voices that mock,

The Guoe 10 e Canasata
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alt, praise or humble the Kindred of the cit
very influential, which means that you're going

e

Your opinion is

ofaceall sorts of
-1
I rolls when acting in your official capacity
PrivMocen (7pr. Merrt)

You are of the ruling coterie of vampires in the city
inwhich you reside.

attempts — from bribes to threats — to change it. You are
difficulty onall Soc

four voice is one of the few to which the

prince must listen, and you have tremendous influence in
yourclan. On the other hand, there are always others plotting

to ta

e your place, making your position a precarious one.

Botonen PRESENTATION (Lpr. Fr aw)

When yoursire presented you tothe prince of the ciry, you flubbad
it. Now you're convinced His Majesty hates you (whether he does or
not). Youneed tosucceed ona Willpower roll (difficulty 7) just tostand
infrontoftheprinceoroncofhisdulyauthorzedrepresenativeswithout
running, blubbering o otherwise making a fool of yourself.

Expennasie (1pr. Fraw)

Someone in power doesn't want you around. M
lous of th
ner — the det.
irrelevant. What does matter is that she has the power to
maneuver you into dangerous situations “for the good of the
Camarill i

be she

Wants erritory you possess, or is

attention

you're getting from a prize mortal ret Is are

no

ompunctions about doing so.

IncomprETE UNDERSTANDING (1p1. FLaw)
The whole matter has been explained to you, but you're
still not quite sure how rthis whole Camarilla/Masquerade
thing works. Your imperfect understanding of the rules and
regulations of your new existence means that sooner or later,
you're going to make a mistake. It's only a marter of time....

New ARRIvaL (Lp1. Fraw)

You've just arrived in your new city of residence, and
have done so without knowing
factions 1
size you up

ne in the place. Existing
¢ try to recruit or eliminare yo uluh-:hgh;.rpw\
nd take your measure. Meanwhil,

your

ance of the city's current events, history and politics (not to
mention the personality quirks of the vampires already in
place) may cause you to make a serious blunder.
NewHKm (1pr.Fraw)

You're the latest Embracee in the city, and everyone knows
it. That automs ly puts you at the horrom of the social totem
pole. Other neonates take every opportunity to demonstrate your

ic

inferiority toyou, proving that the dynamics of the schoolyard are
Ided 1o
ill regarded as something as a bit

alive and well in the Camarilla. Even if someone else is

the ranks of the unliving, you're st
of ageek by your peers fistinction that can have dangerous
consequences if bullets star fl
+1 difficulty when you

All Social-related rolls are ar

with other neonates.

re
RecrurtMent TARGET (1pT. Fraw)

The Sabbat wants you, and they w:
effort is bein, o, willing or no, and the press
gangs usually show up at the worst passible time.

nt you bad. Every
made torecruity

SympatHizer (1p1. Fraw)

You have publicly expressed sympathy for some of the
Sabhar's goals and policies. Your outspoke
subject have made you suspect in the ¢

views on the

s of the city's hierar-
chy, and you may be suspected of (or arrested for) tr

ason.

Bounn (2p1.Fraw)
Youare blood bound toanother vampire. Yourregnant m

fact remains that your will

notnecessarily treat yi

is not entirely your own. The knowledge gnaws at you, even as

you find yourself lost in devotion to your vampiric master.

Carspaw (2p1.Fraw)
You've done dirty work for someone high up in the city's
hierarchy in the past — thy

sheri

, the primogen or even the
iting you favor, your de
you an uul"lrrmm: ent or a liability. For the
moment, \-lurlunmn-mph: 'sconcernistokeep you quiet
In the long term, it's to get rid of you
Escapen TARGET (2p1. FLaw)

The flip side of Rival Sires, Escaped Target means thar you
had targeted a mortal for the
there first. You cannots

prince. However, instead of gr

have made

e else got
g cheated of
ulty to avoid frenzy)
whenever you see the one who got away. This hatred may lead

mbrace, but som
nd the humiliation of bei
your prize, and fly into a rage (+2 dif

you into other immational behaviors, like Embracing enemies of
the neonate, creating ntrying o kill
al behavior is

authorized childer or ¢
your rival, Furthermare, your petty and irmatio
well-known and quite noticeabl
difficulty on all Charisma rolls until the siuation is resolved.

ndl as a result you are ar +1

Fanure(2pr.Fraw)
You once held

title in the city, but failed catastrophically

nyour duties. Now youare branded incompetent, excluded from

circles of power and responsibility and generally ostracized by

those on their way up. Your exclusion may make you a ta

for
recruitment by the Sabbat (or so the whispers nun, making you
even more distrusted). Conversely, the consequences of your
error — a breach of the Masquerad
alawbreakerallowed toescape

horized Embrace,
back e

, an una
mightcor

haunt you.

MasouerRADE BREAKER (2p1.Fraw)

In your first nights as a member of the Kindred, you
accidenrally broke the Masquerade — and were sported doing
s0. Someone else covered for your mistake, but holds the favor
over you. Now you exist in fear that your error will be revealed.
In the meantime, your “savior” takes pitile

Orp Frame (2pr.Fraw)

Someone you once cared deeply for is now with the
enemy. He still attempts to pl.

dvantage of you

n your sympathies “for old
times’ sake” while working against you. Unless

xpression roll against your
nd, you do not act against him unless the situation

on a contested Manipulation + E
former fri

becomes life-threatening.
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AL SIRES (2p1.
it one, |

aw)

it two vampires wanted to gift you with the
Einbrace. One succeeded, one faled—and she's not happy abox
that failure.

ave become
the target of the failed suitor’s ire. Regardless, your persecutor is

her you, your actual sireor both of you b

+2 difficulty to refrain from frenzy in your presence. In additio
she may well be working actively to discredit or destroy you.
Uppry (2pr.Fraw)
You proud of your new status and clan — so proud
¥ P

that you've shot your mouth off to other Kindred and made
some enemics. Wiser

mpires laugh at you and chalk your
rudeness up to youth, but others r

rd you as arrogant and
insulting. These enemies will take action to embarrass or
harm you. Furthermore, ye

are ar +2 difficulty on all Social
tolls against any vampires you have alienated through your
ammering

At Storyteller discretion, you may also be required to
make a Willpower roll (difficulty 6) to keep your mouth shut
any time the opportunity presents itself for you to brag abour
your lineage, your clan or ye

and you may not know who they are.

S

T Status.

Discracetotne Broon (3p1. Fraw)

Your sire regards the fact that he Embraced you to be a
titanic mistake, and has let everyone know it. You are mocked
in Elysium,

ted by your peers and actively despised by the
one who should be giving you guidance. Any request or
petition you make is likely to be looked down upon by friends

of your sire, and yourachievements are likely to be discounred.

Former PriNce (3pr.Fraw)
Once, you held near

bsolute power in a ciry, but those

nights are gone now. Perhaps you stepped down, perhaps you
were deposed, or perhaps your city fell to the Sabba
little in your reduced state. Wha

it matters

does matter is that the prince
in the city where you now dwell is aware of your prior employ-

ment, and has concerns that you might be trying to make a
comeback. The machinery of the Camarilla in the city where
you now make your home issubtly stacked against you, and if the
prince sees an opportunity to get rid of you he just might take it

Hurnten Like ADoG (3p1. Fraw)
Another sector group of vampires
clanor the Sablx

beit

nindependent
ided tharyou'reatarget
lentlessly. On the bright
side, the enemies of your enemy may well wish to help you out,
potentially g

s a whole — has de

for exterming

ion, and pursues you

nering you allies in this one instance.

Narc (3p1. Firaw)
You are known to be a snitch, an informer firmly planted

in the sheriff’s pocket. Those on whom you might vet inform
loathe you as a result

feeding you misinformation when they

caninar

attempt todiscredit you. Given the opportuniy, they
might do you mischief. Regardless, your repuration as a full-
fledged we

Sacial rolls ay

el precedes you, putting you at +1 difficulty on all

ainst those who don’t agree with your politics.

Trie Cuo 1o it CamaraLa

]

SreepiNGg Wit tne Enesmy (3p1. Fraw)

You have some sort of intimate connection with
member of an opposing sect or inimical clan. You may h
alover, a childe, a friend or a con
of the fence, but regardle

ict working the other side
na friendly (or
maore than friendly) relationship with your putative foe. Your
d be regarded as
nd if you

afpolirics you

close ties to someone on the other sid

e w
treason by your superiors within the Car

aril

discovered the penalty will surcly be death

CrLanEnmrry (4p1. Fraw)

One clan in particular wants you dead. You have of-
fended the entire clan, from elders ro neonates, and asa result
every member of that bloodline wants your head on a plate.
The effects of the Flaw may manifest as anything from very

publicsnubs

nd insults toactual attempts on your existence.
You are also at +2 difficulty on all Social rolls relarir
members of the clan in question

LoarnsoMe Reanant (4pr.Fraw)
N lso in thrall
o a vampire who mistreats you hideously. Perhaps you are

only are you blood kound, but you are

publicly abused or humiliated; perhaps your master forces you
10 commit unspeakable acts for him. In any case, existence
under the bond is a never-ending nightmare, with your

regnant serving to conduct the symphony of malice

OvererTennen (4 p1. Fr aw)

You've got your fingers in too many pies, and people are
starting ta notice. You have too many ghouls, oo many
retainers and too many influences, which means thata lot of
peaple have a v

sted interest in trimming back your opera
tions. These enemi

s take every opportunity to reduce your
cheating or
s block every
s of control. You're

power and influence, and if thar means lyi

killing, so be it. Furthermore, you

en

attempt you make to move into new are
boxed in, and the box is gerting smaller.
BioonHusten (4-6p1. Fraw)

Youhave been made the

rgetofablood hunt, andforyou
ath. F

means that enly your home city is off

tareturn to your home city is d o four points, this Flaw
imits to you. For six, it

means that the entire Camarilla is howling for your vitae.

L AuGHINGSTOCK (5 pT. Fraw)

Somehow you've drawn the scorn of the local harpics,
who make you their favorite and reflexive targer. You are at a
+2 difficulty on all Social rolls in Elysium and a +1 anywhere
else in the city. In addition, you are at +2 difficulty to use
Intimi

ion or any Dominate powers on anyone who has
heard the storics mocking you.
RepList (7p1.Fraw)

Youare either being considered for o
dreaded Red List, t

arealready on the

heregistry of those vampires the Camarilla
most wants extinguished. Any Camarilla v
ther attack you on sight or, more like!
deal of help.

wpire will ci-

y, call in fc

1 great




SUPERNATURAI
Supernatural Merits and Flaws relate to the un

world that swirls around mortal existence in the Wor

: Traits tic vampires ro the other mor

Darkness. Tt

that stalk the n ting magical powers

Kindred thus afflicted

weaknesses — 1

Deceptive Aura (1pr. Menit)

You naturally bright and colorful for a

pire. You register as a mortal

wra is
nall attempts to read your

HearinGg ToucH (1pt. Merir)
ally vampires can only s

i achieve the same

them. Wit

Y

a vampire

wpany, but they don't actively flee from

being in
Hippen Diasrerie (3p1. MeRrir)

The tell-tale black streaks of diablerie do not man

ADDITIONAL DISCIPLINE (5 p1. MERTT)
Yo Iditional Discipline (Ste
ne. All costs t

\ Discip
ur

ut as if it were native

character can not take this merit more th

Corn Breeze (1p1. Fraw)
everywhere y

rdiscomfits
(+1 riate Social rolls) a
gers the Mas

Cold winds sweepi

BeaconorTne UNnoLy (2p1.Fraw)

You radiate palpable evil. Clergy a

there is somet

Churches and oth

know instinctively th
with you, and react according|
of worship are barred to you as well

DeatnsiGut (2 pr. Fraw)

appears rotted and decayed w

liseased or skeletal

corpse; mortals look

appearst
your fellow Kit

| seem to be w

scen decrepit
y to resist all rolk

ering cadavers
are at +2 diffi

Appearance
u find social i

n all Social-based rolls.

In

Perception

LornorTtHe FLies (2pT1. FLaw)
I

wirl around you ev

difficult for you

ant presence mak
riate) andne

lifficulty whe
sneak up on someone ectively. The b

inevitably gives you away — all Stealth rolls are at

I the wounds they inflict by

heclubs can raise all sorts of quest

wsters

vam-

aura

effect

such problem. Animals may not enjoy

N you,

ifest in

o learn

clan.A

. While it may

The workd

ulty

nteraction

verywhere

to interact







See, I have given you win
above the earth entire and the g

Wiorld of Darkness can be traced touses of the vampiric powers

known as Disciplines. Scemingly magical in their manifesta-

tion, Disciplinesareameans by which vampires can manipulate
vitae and the world around them to produce spectacular and
often terrifying effects beyond the capabilities of mere morrals.

However, even among the unliving there is a hierarchy

of power. Age and strength of blood limit most vampires to
the first five levelsof the Disciplines (and lineage makes some
of those relatively weak abilities harder to learn than others)
It is only with power and, more importantly, with proximiry
to Caine's generation, that the seerets of the higher level
Disciplines (levels 6 through 9) are unlocked

Below are the higher level Discipline powers for the
powers normally associated with the Kindred of the Camarilla

Some Disciplines fearure multiple powers at various levels; in

such cases a vampire with enough experience to learn one of
the choicessimply picks one. Ifthe character later decides she
wantsto pick up the other option as well,

e can go back and
spend the experience to do so.

Itshould be noted that the powers listed below could easily
be abused and used to stomp a chronicle into a bloody pulp
These powersare, for lack of a better word, powe:
be used wirh discretion and caution. It should take a great deal

of hard work and effort (and by “a great deal,” we mean the in-

and should

play equivalent of decadesor centuries) tomaster these hideously

Po

Mastof the outrageousand terrifying vampire myths in the

8

es on which 1o hover uplifted high
eat waste of the sea without strain.
-Thedgnis of Mégara, Richard Lattimore, rrans

potent tricks; Level Five Discipline powers wreak quite enough
havee already. Storytellers should think long and hard about
allowing

level Disciplines into their games (even if the
characters are of an appropriate generation to leam them)

before giving the g

dhead, and they should always remember
that use of powers like Species Speech mark the wielderas being

ancient, powerful — and possibly warth diablerizing

Roir Your Own

The powers presented below are the most common high.
level variations of the vampiric Disciplines, but are by no means

the only ones. Once a vampire has sufficient skill and power to
learn powers of Level Six and above, she also gains a sufficient

understanding of her Disciplines essential nature to allow her

thar 2

tocreate herown powers. That does not m venth-

generation vampire can suckdenly start spewing forth random

manifestations of Obfuscate, but rather that she has the ability

tocraft a new Level Six power and purchase it with experience
instead of one of the more common options.

Any new power that a character creates should be cleared
wirth the Storyteller before it ever sees the light of play. Power

level, game balance and appropriateness within the bounds of
the campaign should be the criteria by which the proposed
power should be judged. A Storyteller should feel free to veto

1+ proposed powerat any time in the best inte

sts of the

Just because a character has the potential tocreate a new power
doesn't mean that she can actually do it

e Bevonn UnpersTanoine: Avancen Disorumis
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For Exampre
an Forkbeard, an English Brujah, manages,
severance

Half
by dincof p
blood hunts, t

nd taking the prize on several
achieve Seventh Generation. Having
o of experience, he decides that he
immediately wants to purchase a Level Six Presence
power. However, scanning down the list of choices,
Halfdan's player decides he doesn't like any of the
available options. Instead, he decides to cook up his
own variation of Presence 6, one that he calls Blind
Obedience and that in essence tums everyone in a
half-mile radius of the characrer into a screaming
groupie. The player writes up a treatment of the power,
including duratior

a huge bac

sst, effects and so on, and pre-

sents it to his Storyteller, who feels thar as written it's
atrifle overpowered. He suggests thar Halfdan instead
learn Paralyzing Stare and continue to work on “refin-
ing" Blind Obedience, which he'll be glad to rake
another look at in a few months.

fdan's player
grumbles, but follows the suggestion and immediarely
gets o work trying to create a less powerful, more
appropriate version of the power.

Note: Some Disciplines have more options listed below than
others. The disparity does not mean thar some are more versatile
than others. R:

ns that there are more commonly
uin Disciplines than there are of others.

ANIMAL ISM

it m

known applicationsof ce

ANIMAL SUCCULENCE

tasteless

Most vampires find the blood of animals flat
andlackinginn

eritional value. Some Gangreland Nosferatu,

refined their understanding of the spirits of

such “lesser prey” tothe point that they are able ro draw much
asts than normal Kindred can. This
power does not allow an elder to subsist salely on the hlood
of animals, but it does allow him to go for extended periods of
time without takir

more sustenance from

vitae from humans or other Kindred

System: No roll is needed; once learned, this power is
always in effect. Animal Succulence allows a char,

count each blood point drawn fi

ter

om an animal as two in her

For ExampLe
Ariadne, a sixth-generation

ngrel archon,
finally scraped together enough experience toacquirean
Animalism 6 power, and is presented with option of
choosing from among Animal Succulence, Shared Soul
Speech. As Ariadne’s modus operandi in-
volves moving around a lor, meaning that feeding
opportunities can sometimes get scarce, Ariadne’s player
decides that she needs to rake Animal Succulence to
ances her characrer does get. She marks
off the experience, adds the dots and moves on.

A few months of gameplay later, Ariadne has once
again managed to rack up an impressiv
experience. She has,

and Species

amount of

nough to purchase d seventh-level
power, but decides that Species Speech would give her
w ntures intocities (all those rats
to put to work, you know). So the Gangrel's player marks
off the experience necessary ro pick up anather six
level Discipline instead of a seventh-le:

options whenshe

sneand writes
Species Speech down on the character sheet. Ariadne
now has two Level Six Dis tele bit
of experd

pline powers, plus

ce left over.

blood pool. This does not increase the size of the vampire's
blood pool, just the nutritional value of animal blood.

Animal Succulence does not allow a cha

racter to com-
pletely ignore his craving for the blood of “hi

her” prey; in

fact, it heightens his desire for “real food.

Every three rimes

(rounded down) the character drinks from an animal, a

cumul

ive +1 difficulty is applied to the next Self-Control
toll the player makes when the character is confronted with
the possibility of dining on human or Kindred blood
Animal Succulence does not increase the blood point
valueof

her supematural creatures (Gangrel, mages, pookas,

res) who have taken animal forms.

® SHARED SOUL
This powerallowsa character to probe the mind of

werecre

yone
animal within reach. Shared Soul can be very disconcerting to

both parties involved, as each participant is completely im-
mersed inthe thoughts and emotions of the other. W gh

and-

enc

effortartime, each parricipant can gain acompleteunder

Discipline Level Cost
30
35
40
45

10 Disciplines are only avs

characters are unlikely ever to artain.

HicH Lever DiscipriNes

(Clan Discipline)

able to vampires of the Third Generation, an exalted state which players’

Cost (Non-
Clan Discipline)
42

49

56

63
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lesnakes and south




eastern dinmondback rartlesnakes need to relax and let the point
go. At Storyteller discretion, the expenditure of a additional
Willpower point allows the character's commands to extend to
members of a similar species to the one initially commanded. )

s8esess Congu Beast
Mastersof Animalism have a muchgreater understanding
of hoth beasts in general and the Beast in particular. Those who
have developed this power can master their own Beasts to a
possible for lesser Kindred to attain. Conquer the
zies and also
ar the development of
this power is one of the first steps on the road to Golconda.
System: The character can enter frenzy at will. The player
s Willpower (difficulty 7). Success sends the character into
a controlled frenzy. He can choose his targets at will, but g
mited Dominate and wound penalty resistance and Réstschreck
immunity as per the normal frenzy rules. A botch on the roll
sends the vampire into an uncontrolled fren:

R1

degree

Beast allows the vampire both to control her fr

toenter themat will. Some elders say o

[

¢ which Conquer

the Beast may not be used to end.
The player

also roll Willpower (difficulty 9) toenable
the character to control an involuntary frenzy. In this case, a
Willpower point must be spent for every tum thar the vampite
zy. The player may make Self-Control rolls as
normal to endafrenzy, butifthe vampire runs outof Willpower
» he drops into an uncontrolled
sain. A botch on the Willpower roll raises the difficulty
of the vampire’s Self-Control rolls by two and renders Conguer
the Beast unusable for the remainder of the night.

remains in frei

points before the fre
frenzy

0000088 T, inT THE CAGED BEAST

»me Kindred are so attuned to the Beast thar they can
unleash it in another individual at will,
developed this power :

ampires who have
e able to send adversaries into frenzy

with a finger's touch and the resultant, momentary contact
with the victim's Beast. The physical contact allows the
vampire’s own Beast to reach out and awaken that of the
victim, enraging it by threatening its spiritual territory.

System: The chamcrer touches the taget. The player spends
Ipower point and rolls Manipulation + Empathy (difficulty 7).
The victim makes a Self. rol roll (difficulty 5 + the number of
successes); failure results inan immediate frenzy, with standard rules
applying A botch causes the charactertounleash hisown Beastand
frenzyinstead. This power may be used on these individuals whoare
normally incapable of frenzy, sending ordinary humans into mur-
derous rages worthy of the bloodthirstiest Brujah berserker

® 88888 UNCHAINTHE BEAST
The self-destructive nature of C:

inites can be turned
nelderwho possesses this formidable power.
n awaken the Be:
| injury and excruciating agony as
the victim's own violent impulses manifest in physical form
part from within. A target of this power erupts
fountain of blood and gore as claw and bite wounds
froman invisible source spontancously tear his flesh asunder

against them by
With a glanc

enemies, causing physt

ists of her

to tear him
into

System: The character makes eye contact with the
intended victim. The player spends three blood points and
rolls Manipulation + Intimidation (difficulty of the victim's
Self-Control + 4). Each success inflicts one health level of
lethal das , which can be soaked normally. A botch
inflicts one health level of lethal damage on the character for
each 1" rolled. This damage can also be soaked normally.

AUspex

® 88888 | AIRVOYANCE

By using Clairvoyance, a vampire can perceive distant events
without using Psychic Projection. By concentrating on a familiar
person, place or abject, a character can observe the subject’s
immediate vicinity while staying aware of her own sumoundings

System: The player rolls Perception + Empathy (diffi-
culty 6) and descri
roll is successful, the character can then perceive the events
and environment surrounding the desired target for one turn
s. Other Auspex powers may be used on the scene
ewed; these are rolled normally. Clairvoyance de

es the targetshe's trying to look inon. If the

ampire’s perceptions between what she is v

split the :
a distance and what is taking place around her. As a result,

ewir

while using this power, a character is at +3 difficulty onall rolls
relating to actions that affect her physical surroundings

88888 DREDICTION

Some people are capable of finishing their friends’ sentences.
Elder vampires with Prediction sometimes begm their friends'
sentences. Prediction is a constant low-level telepathic scan of the
mindsofeveryone the characteris inproximity to. While this power
does not give the

ampire the details of his neighbors’ conscious
thoughs, it does provide a wealth of cues as to the subjects’ moods,
suppressed reflexes and attitudes toward the topic of convers:

n.
ation and
Sacial roll, the

System: Whenever the character is in conve
either participant in the discussion makes
blood point and make
fthe targer's Manipu-
s isan additional die that can
beapplied to the player’s Social roll orsubtracted from the dice
pool of the &

player may pre-empt the roll to spend
aPerception + Empathy roll (diffi
on + Subterfuge). Each suc

ulty

scial roll being made

888888 T epaTHIC COMMUNICATION

Telepathy (Auspex4) allowsacharacter topick uponly the
surface thoughts of other individuals, and to speak to one at a
time. With Telepathic Communication, a character can forma
link between his mindand that of other subjects, allowing them
at the speed
of thought. Vampires with this level of Auspex can act as
creating a telepathic web that allows
all participants to share thoughts with some or all other mem-
bers of the network as they choose

to converse in words, concepts and sensory imagy

“switchboard operator

System: The player rolls Charisma + Empathy (diffi-
culty of the target's current Willpower) to establish conrac,
although a willing

ibject may allow the vampire access and

Tt Guane 10 THe Camamuia
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Powers Bevono Lnerstanomc:Ap

thusobviate the needfora roll. The maximum range at which

wcted and the maximum number of

1 subject may be conts

s linked simultancously with this

individuals who may
power depends an the Auspex rating of the vampire who

initiates conract

Auspex Ra No. of Targets Range
Auspex 6 3 subjects 500 miles
Auspex 7 Perception rating 1000 miles
Auspex 8 Perception + Empathy 500 miles for
combined every point of
Intelligence
Auspex 9 2x Perception 1000 miles for
+ Empathy every point of
combined Intelligence

8 HARMIC Lﬁ'H-III
The power of Aura Perception (Auspex 2) allows a

vampire to take a brief glimpse at the soul of a subject. This

ward, allos

a Perception several steps f
ered Auspex 2 to

power takes A

mpire who has m e the inner

asubject’s mind and soul. Knowledge acquired in

d a vampire who has

working
this fashion can be used in many ways,
develaped this power is undoubtedly familiar with all of

them
Syst
culty of the subject’s permanent Willy

m: The player rolls Perception + Empathy (diffi
wer). The degree of

success determines the information g
No. Of Successes  Effect
Botch The character gains a De

gement or
Mental/Supernatural

Psychologic
Flaw of the t
Storyteller discretion.

or one night, at

1 success As per five successes on an Aura
Perception roll

ture, Demeanor and Hu

ath can be determined.

uccesses Subject’s

wces on the subject’s

3 successes Any outside infl
mind or soul, such as Dominare or a

demonic pact, can be detected

4 successes Subject’s Willpower, Hunanaty/Path
1 Virtue scores can be determined.

The state of the subject’s karma may be
abstract

3 succe

determined. This is a higl

srmation best left o Storyreller

pieceof
discretion, but should reveal the general
b and“bad" actions

the subject has perfos

ce between

ned, both recently

andaver the course of his existence: Ifthe
plot merits it the character may receive

o more incidents in the

past that radically altered his

iny. With thisdegree of success, some
ed Meritsand Flaws (e.g. Destiny
identified as well.

4

8




senes MIRROR REFL e

This power was

dor elder who made

1fearsome repuration th er fencing prowess, acting as a

hired champion in dozens of Ventrue ducls. Mirror Reflex is

similar to Pred essence a low-level

telepathic scan of wer taps into
physical (rather thar the characterto
anticipate an enemy's moves in personal combat

drolls Percep-

ng (difficulty of the

System: The player blo

tion + the combar skill the ¢

bat skill in v

it can be applicd to the characrer's dice

n of combar for any ac

nent. The use of Mirror Reflex

power has a maxin

character's Willpower rating

¢ CHIC ASSAULT

less than a dircct mind-tc

Psychic Assa

mind attack which will to

overpower his t w litele

outward sign of the att nosebleed:

nd expres

of intense Il injuries by r

mortal
fdeath
ipires killed with

nflicted are int A medical examinatior

f a Psyc it invariably shows the cause

t attack

this power decay 1

to be a he 1, while v

ist instantly, regardless of

System: The character must touch or

with his rar,
Willpower px
being) and rol

again:

depends on the number of

of Successes

3 succe

1. The player spends
Li
Manipulation

the victim's pe

make eye contact

ree blood points (ar

orother supernatural
+ Intimidarion in an contested

wt Willpower

successes the attacker

Effect

The rarget bece immune to the

attacks hic Assault for one night

Jand iy determine
taking place by
aPercepion + Ocey

(difficulry 6)
The tar

Helosesa tempy

s shaken by

(difficulry
)

if a vampire, must
of the armacker's Auspex score) to avoid
Roeschreck

The tarper lose

ix temporary Willpower

pointsand, ifavampire, must roll Courage

asabove. If this cau 1o lose his lase

temporary Willpower paint, he loses

pe

0t Willpowerpoint and receives




three health levels of hashing damage
(soaked nomally),

4 successes Thetanget losesalltemporary Willpower

points and half of his permanent Will

powerpoints (round down) and receives

lth levels of lethal damage
(soaked normall

three he

9 successes The target must roll Willpower (difficuley 7).
If he succeeds, apply the effect of four
successes. If he fails, the Psychic Assult
kills him instantly

Any result that causes the vietim to ke his kst tempon

Willpowerpointabiorendershimunconsciousfor therestofthenight.

S00000000 | ALSESLUMBER

Possibly the source of many Malkavians' convicrion that

their sire s alive and well on the astral plane, this power
allows a Methuselah's spirit to leave his body while in torpor.
While seemi
trally, think

ly asleep, the vampire is able to project as

d perceive events normally.

System: No roll is needed. This power is considered to be
active whenever the vampire's body is in torpor, and astral
travels are handled as per the rules for Psychic Projection
(Auspex 3). The
atwill, however

o awaken physically

mpire 1

waking from torpor is handled per the normal
rulesforsuchanaction (sce p. 216, Vampire: The Masquerade)

A vampire with this power whase silver cord is severed in

astral combat loses all Willpower points, as per the rules for
wpire: The Mas

querade, pp. 152), but is nor killed. Instead, he loses the use of

astral combat under Psychic Projection (

this Auspex powe

wnd halfof his permanent Willpower points

Both the Auspex 9 power and the W

illpower must be boughe

back with experience points. The v

mpire’s soul slowly returns

tohishodyover the courseof ayearar

duringwhichtime
he may not be awakened from tarpor by any means.

CELERITY

Few Kindred can even conceive of any use for Celerity
otherthan that of speeding up one'sactions so that one night
pop off a few more TEC9 rounds in combat. While that

approach is

Il well and good, there are other potential
applications of the power available to anc
clever vampires.

nt, learned or

advanced mastery of Celer-
iry meansthat the normal progression of pow

Under normal cirey

crs predominates

Unless thecharacter makes a special effort to learn an alrernare
h additional lev
609 means that ance the Discipline isactivated, the vampire

e one, ¢

POWETOF 10 ¢ el of the power from
simply receives another additional action per turn.

If, however, the vampire chooses to take an alternate
power, she forfeits that normal progression (which can later

he made up through experience) and rakes the new manifes-
tation of Celerity instead. She does not gain the extra action

in addition to the special power; it's an eitherfor situation

Note: Yes, there are fewer alternate Celerity powers listed
than there are for any other Discipline (save Patence and

Fortitude). No, this is not

v oversight — there has been less

imperus for practitioner

of these three Disciplines to develop
variations than there has heen on masters of, say, Auspex.

Prororme

Despite the fact that a vampire with Cel
incredible spee
fires or kniv

ity moves ar
by some quirk of metaphysicsany bullets he
< he throws while in this state don't mov

any
faster than they normally would. Scientifically minded Kin-
dred have been baffled by the phenomenon for centuries, but
more pr:

c ones have found a way to work around it

Projectile enables a vampire to take his preternatural speed
andtransfer it intosomething he hasthrown, firedor launched.
System: Projectile requires the expenditure of a blood

point. In addition, the player must decide how many levels of

i characte’s Celerity he i puitting ngo the speed of dhe
launched object. Thus, a character with Celerity 6 in addi-
tion to Projectile could decide to pur three dots” worth of
speed intoa knife he is throwing, and use the other three dots
as extra actions as per normal. Each dat of Celerity infused
into a thrown object becomes an automatic suceess on the
arrac

‘s damage roll, assuming the knifefhatchet/spear/bullet
actually hits.
®seeese 1 OWFROFDFATH

In combat, as in all things, speed kills. A prog
tion of Ce
into a walkin

n the meekest Cainite
ihattoir. How much more deadly, then, is a

erity in coml

can tum ev

vampire with the ability to urilize his pretematural speed to the
utmost in combat? The answer to that guestion is “Rather a
lot." Flower of Dez
apply itin full to

o take his Celerity and
h hand-to-hand or melee attack he makes.
System: Flower «

hallowsa vampire

Death costs four blood points, but the

spectacular effect is well worth it. Once the power is in effect,
number of dic

normal Celerity rating pets
added to every dice pool for attack the character makes until the

equal tathe vampi

end of the scene. The effect is limited to hand-to-hand or melee

weapon attacks — fircarms, bows and wl re excluded

not

and does not grant the artacker additional dice for damage rolls.

Flower of Death is not cumulative — it is impossible to

ver” uses of the power over one another to create astro-
nomical dice pools.

For Exampre
Dominic Atter, ase
ble

nth-generation Toreador with

ataste for e

scrapes together enoughexperience o
increase his Celerity expertise to Level Six. However, he
remate Level Six power, Projec-
tile, instead. After spending the experience to pick up
Projectile, Do

decides he wants the

rinic is now in a position (once he acti-

vates his Cel

ity) o rake five extra actions per t

n, or
\shurikens
nes to hand with deadly velocity.

to use his preternatural speed to hurl knive:

Powers Bevono Unperstanoivc: Aovancen Discrusis




sssessee sy

Zephyr produces an effect vaguely similar to one of the

legendary comic book-style uses of enhanced speed, allowingits
¥
practitioner to run safast he can nun across water (he's moving

k). Pa

hire o go so

icularly successf

s0 fast he doesn't have time to s

applications of Zephyr all

W a vam

ar as (0 run uf
walls and, in at least one recorded instance, across a ceiling,
th

1 the latter is more of a parlor trick than

thing else

h

Zephyr requiressuch

System: Zephyr requires the expenditure of a point ez

of blood and Willpower. Unfortun:

extremes of concentration that it cannot be combined with
y form of attack, or indeed, with most any sort of action at
all. If ach:

else while moving at such tremendous spe

cter using Zephyr feels the need to do somerhing

ds, a Willpower

roll {difficulty 8) is required. Needless to say, botches at
Zephyr speec

can be spectacular in all the wrong ways

Most times, a vampire moving at such a

te of speed is

harely visible, appearing more as a vampire-shaped blur than
nything else. Observers must succeed on a Perception +
Alertness roll (difficulty 7) to even a decent look at

Kindred

ast in this fashion.

DoMINATE

Any vampire with Dominate 6 or higher may employ Domi
nate upon a character with the Merit fron Will, “burning

the defende

Willpower point to raise the difficulty ofa Dominate attempt by +2
iftheattackerhas Dominate » » o 8 orby + 1 ifhehas o

nst the comm

Tron Will provides no benefit whatsoever

a character with Dominate e e« e e e o7 higher
889888 CHAINTHE PSYCHE

Not content

h merely commanding their subjects,
some elders apply this power to ensure obedience from

recalcitrant victims. Chain the Psyche is a Dominate tech

ique thatinflicts incapacitating

painona tanget whoattempts

to break the vampire's commands.
System: The playerspendsablood point when her character
applies Dominate to a subject. Any attempt that the subject

makes e inst the vampire’s implanted commands or 1o

g0 ag

recover stolen uses intense pain. When such an

wemories ¢

attempt is made, the Storyteller rolls the character’s Manipula

jon + Intimidation (difficulty of the subject’s Stamina + Empathy).
Each success equals one rurn that the victim is unable to act, as
she iswracked with agony. Each application of Chain the Psyche
crushes anumber of resistance attempts equal to the character's

effect fades.

Manipulation rating, after which the

288888 ovaLTY

With this power in effect, the elder's Dominate is so
strong that other vampires find it almost impossible to break

with their own commands. Despite the name, Loyalty instills

no special feelings in the victim — the vampire's commands

we simply implanted far more deeply than normal




System: Any other vampire attempting to employ Domi-
nate on a subject who has been Dominated by a vampire with
Loyalty must spend an additional Willpower point and make
all rolls to do so at +3 difficulty.
® 88888 OUEDIENCE

While most Kindred must employ Dominate through

eyecontact, some powerful elders may command loyalry with
the lightest brush of a hand.

System: The character can employ all Dominate powers
through touch instead of eye contact (although eve contact still
works). Skin contact is necessary — simply touching the target's
clothing or something she is holding will not suffice. The rouch
does not have to be maintained for the full rime it rakes to issue
a Dominate command, though repeated attempts to Dominate a

1o touch the subject again.

®ee000® M AsS MANIDULATION
A truly skilled elder may command small crowds through
the use of this power. By manipulating the strongest minds within

single target require the charac

agiven group, a gathering may be directed to the vampire’s will.

System: The pla
before rolling for the use of another Dominate power.
difficulty ¢

r declares that he is using this power

The
the roll is that which would be required ro

Dominate the most res

stant member of the target group —
if he cannot be Dominated, no one in his immediate vicinity
can. For every success past thar needed ro inflict the desired

For Erampre
Domingo is of the Fourth Generation. He wants to |
|
command his immediate progeny and their childer to
protect the city under which he will soon enter torpor,
1 rolls for the use of this power against a
of 6 (4 + the two generations to whom the
command goes out). He succeeds, and members of his |
brood begins manipulating mortal affairs to ensure the
prosperity of Domingo's new home. Several of them take |
up the reins of power, becoming princes of nearby ciries;
and all believe that they are acting independently —
whimsyor fare made them choose to sertle where they
Several centuries later; Domingo awakens (inamuch |
largercity, by this point). He soon learns that aclose friend
of his was destroyed by the Tremere while he slumbered.
Overcome with rage, he orders every descendant of his to |
make the destruction of Clan Tremere an immediate §
priority, dovn to-thoseitibriates 5F the 14th Genetation: §
This command spans 10 generations, fifth down to 14th, &
and thus the difficulty is 14 (4 + 10 generations), or |
difficulty 10 with five successes. Amazingly, the player rolls
five 105, and hundreds of vampires across the globe slowly
begin harboring grudges against the Tremere. Maybe this |
explains why no one likes the Warlocks.. .. b

Domingo’s

1

difficulty

Note: The above is an example for demonstration
purpases only. It is not a mandate to create fourth- £
generation characters.

resulton the first target, the player may choose one additions
target to receive the same effect in its enc The
needs to make eye contact only with the initial target.
®e0e0e0 Sy THF MoORTAL FLESH
Despite its name, this power may be employed on vampires
as well as mortals, and it has left more than one unfortunare

npire

victimwrithingin agony — orunable todo even that npire
whohasdeveloped thispower isable tooverride her victim's body

as easily as his mind in arder to cut off his senses or ev

a stap his
heart. It is rumored that this power once came more easily to the
Kindred, but modern medicine has made the bodies and spirits of
mortals more resistant o such manipulations.

System: The player rolls Manipulation + Medicine (diffi-
culty of the target's Willpower + 2; a difficulty over 10 means
rhar this power cannor affect the rarget at all). The effect lasts
for one tum persuccess. The playes
ofthe 2
any of the body's involuntary functions; breathing, circulation,
ght ble targets. While Still
is in effect, a vampire can either stop any one

must choose what function

arget's bady is being cut off before rolling. She fect

Ihe

perspiration, ingareallv
the Mortal Fle

of those functionsentirely or cause them tofluctuate erratically

The exacteffects of any given bodilly function being shut o
are left ro the Storyreller, Most mortals panic if suddenly struck
blind, but only the shutdown of the heart will kill a target
instantly. Vampiresare unaffected by lossof heartbeat or breath
ing, bur may be rendered deaf and blind as casily as mortals.

®0000000 Far MASIERY

This ref
need not

nement of Obedience (though the character

ave learned Obedience first) allows the use of

s familiar with, at

Dominate on any subject that the vampir
any time, over any distance. If the elder knows where his
rarget is, he may issue commands as if he were standing face-
ro-face with his intended victim.

System: The player spends a Willpower point and rolls
Perception + Empathy (difficulty equal to the subject’s Wits
+ Stealth) to establish contact. If this roll succeeds, Domi-
nate may be used as if the character had established eye

contact with the target. A second Willpower point must be

spent in order for a vampire to use this power on another
vampire or other supernatural being.
sssese

Broon

ructures of Methuselahs extend across conti-
nentsand centuries. This power isa powerful tool by which such
ancients wield control over their descend

® 8 SpeAr THROUGHT
The power

ven far outsice
peak Through the Blood
n elder to issue commands to every vampire whose
lineage returns to her — even if the two have never met. Thus,
entire broods act tofurther the g

theirgeographicspheresof influence.
allow

ancients whose
. The

e the command

alsofsleepin

existences they are completely unaware vampires
affected by this power rarely act directly ro pus
they were given, but over 10 or so
shift il the fulfillment of the Merhusels
among their long-term goals. Speak Through the Blood, be-
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Storyteller discretion.) The vampire still
a

kes normal dam-
e if the attack is successful, even if the weapon shatters in
the process; this damage may still be soaked. If the attack roll
borches, any normal weapon automatically shatters.

hand-to-hand attack causes the

ttacker equal dam-
e to that suffered by the defender when Personal Armor
comes into play. On a mis

, the attacker takes one level of

bashing damage

The

fects of this power last for the duration of the scene.

080088 GHARED STRENGTH

It'sone thing to laugh off bullets, rather another to watch

the ricochets mow down everyone around you. Many Kin-
dred have wished, at one time or another, that they could
lend their monstrous virality to those around them. Those
few

ampires who have mastered Shared Strength can — if
only for a lirtle while.

System: Shared Strength transfers aportion of a vampire's
Fortitude (one dor for every pe

nt of blood the vampire
spends) to another being. Activating the power requires a
amina + Survival roll (difficuley 8, increased w0 9 if the
target is not a noemal mortal), and the expenditure of a point
of Willpower. Furthermore, the vampire must mark his target
by pressingadrop of his blood onto the targer's forehead, This
stain remains visible as long as the power is in effect, which
is in turn determined by the initial roll.

No. of Successes Duration
1 One tum
2 One scene
3 One hour
4 One night
5 Omne week
6 One month

One year

The target of this power need not be willing to accept the
benefit to receive it. Particularly sadistic Kindrec
up with any number of ws

have come

in which a target’s “devil's mark
and supernatural endurance can be used to land him in a great
deal of trouble.

A vampire can never bestow mare levels of Fortirude
than he himself possesses on another
8BS SSS ADAMANTINE

i tine functions as a more potent version of

Personal Armor.

ystem: This power mimics the effects of Personal Ar-
mor, save that the vampire whao uses it tak
artacks ©

s no dam

ge from

t shatter on her skin

OBFUSCATE
88888 ("ONCFAL

The vampire may mask an inanimate object up to the s
of a house (Obfuscate cannot be used o disguise

anima

For ErampLe

Amelia has earned enough experience points to pur-
chase Obfuscate 6, and chooses Soul Mask as het new
power. As the character has no Auspex, she has never seen
an actual aura and thus cannot duplicate one. As a result,
her use of Soul Mask displays n a at all. After some
rime, however, Amielia leams the second level of Auspex
from a seemingly friendly Malkavian, and the player also
socks away enough experience to purchase asecond Level
Six Obfuscare power. Now aware of how useful a mislead-
ing aura can be, she picks Soul Mask again, this time
choosing to display the pure white aura of an innocent
mortal child. Amelia can now choose to display her true
it of no aura at all

ra, her “innocent

objects without the use of this power). If the object is hidden,
soare all of its contents, While

sonceal is in effect, passershy
walk around the concealed ohject as if it were still visible, but
refuse to acknowledge r

hat they are making any kind of detour.

haracter must
be within 30 feet of the object to be concealed and the item
must hold some personal significance. The Conceal power
functions as U

System: In order to activate this power,

wseen Presence (Obfuscate 2) for purposes of
detection, as well as the duration and durability of the disguise.

Conceal can be used on a vehicle in which the ch

cter
istraveling. Inthisinstance, 1
the vehicle,

ffic patterns seem toflow around

ndaccidentsare actually less likely as other drivers
subconsciously maneuver away from the concealed auto, A
police radar gun still registers a speeding car masked in this

hion, but the officer behind the gun is disinclined to make a
traffic stop of the phantom blip. Using Conce

| on aircraft is

problematic, as the power's range generally doesn't extend far

affic controllers and the like.

seses e N Bl AN

A vampire with this power is able to shrug off telepathic
contact, easily withst,

ough to cover air

nding invasive probes of her mi

System: Anyattempt toread or probe the character'smind
first requires a successful Perception + Empathy roll (difficulty
of the character's Wits + Stealth). Even if a potential intruder
does suceeed, his dice pool for the attempt irself is then limited
to the number of successes he scored on the initial roll

*e e Gy MAasKH

In addition to concealing her form, a vampire who has
oped Soul Mask is able to conceal her aul
display whatever combination of colors and shades she wishes,
or may appear to have no aura whatsoever, This power is of

deve

She may

particular use to those of elder generation who have reached
such heights of power thraugh diablerie.
System: The use of this power allows the projection of

only one aura {or lack thereof) — the v

wpire chooses the
precise colors to be displayed when she first de

ops Soul
Mask. If the character has no experience with the use of Aura

Powiess Bevond UNDERSTANDING: ADVANCED Discirunes
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hemay notchoose an alternate au

Perception (Auspex 2)
as she b

s no idea whar one would look like, though she ¢

still choose to display no aura wharsoever. Soul Mask can be

baught multiple times, if desired, in order to give

multiple alternare auras from which to choose

a vampire

Iways
s bought Soul Mask two or more

Unless the player states otherwise, Soul Mask is o

in effect. If the character |

times, he

“default” aura displayed is the first one she learned
eeseeee (-

Most Obfuscate powers require the individual using
them to be within a short distance of the subje

of the

conce:;

Iment. Cache extends this range considerably

ing an elder w

h this power to leave people or objects safely
hidden whilke e gocs about his business elsewhere

em: A charactermust be within the normal required
distance to initiate

n Obfuscate power. Once this is done,

the player spends a Willpower point, which activates Cache
b of the already functioning use of the Discipline. The

twill now rem

nin effect as long as the v
is within a distance equal to his Wits + Ste

concealme

mpire
lth in miles

m

the object or person he wishes to conceal. The enhanced

concealment fades at the next sunrise, or bre

the Obfuscare subject reveals himself.

*8e e oo Vi oF BlissFul IGNORANC

This powersdevelopment isattributed ro the Malkavians,
but many Nosferatu have also found it to be highly useful.
The Vil of Blissful Ig
anunwilling victim, removing him from the notice of others.
Some Nosferatu v

i

nce allows a vampire to Obfuscare

: this power to teach a humbling lesson to
id of others for

ntial member

individuals who rake the presence and
granted, while others utiliz

toremove an ¢

of a group in the midst of a crisis

System: The character must touch the vietim to a

i
this power. The player spends a blood point and rolls

+ Stealth (difficulty of the victim's Appearance + 3). If
the roll is a success, the victim is subject to the effects of

anish From the Mind's Eye for a lengrh of time determined
by the number of successes the player rolls

No. of Suc

I success

sses Duration

Three turns
2 successes One minute (20 rurns)
3 successes 15 minutes
4 successes One hour
5 successes One night

The victim of Veil of Blissful Ignorance does nat neces-
sarily know that he isunder the effect of this power. He isonly

aware that everyc

wund him has suddenly be

n acting
as if he were not there. The vicrim cannot break this effe
argetascribes
et to the visible individual nearest to him. More than one

even with violence; if he attacks someone, the
the

wal brawl has been incited by this side-effect. The Ve

persists even if the vampire who activated it leaves the arca.

Curiously enough, Veil of Blissful Ignorance can never be
used on anyone who is ready and willing o accept its cffects.

®sssseee () RN

3

Many elder Nosferatu have made reputations for omni-
science with the secrets they learn through cr
this power. A variation of Mask of a Thousand Faces, Old
Friend allows a vampire to probe a subject’s subconscious and
take the sembl
over anyone else, Someone using this power does not appear

uses of

ance of the individual whom that vietim trusts

s someone who the victim is frightened of or awed by, but

nrlw someone to whom the victim feels comfor
ke its

user appear as someone who is still among the living; a long-

ntimate secrets. Old Friend doesn’t necessarily m

dead friend or relative likely tobe the assigned visage,

s just
and in such cases the subject remembers the encounter as a
dream or a ghostly visitation.

System: The player rolls Manipulation + Acting (diffi-

culty equal to the victim's Perceprion + Alertness,

ximum
nperson-

10). The more successes, the more convincing the

I rolls involving the
use of the Secondary Talent: Interrogation aj

chsuccess also adds one die

ation,
nst the vic-
tim. This power only affects one victim ar a rime; other

observers see the vampire as she trul less she also

is, u

establishes a Mask of a Thousand Faces in

Old Friend

®eeeesese Cypare Name

Some Tareador call this power the ultimate develop-

0N 1o using

ment of method acting. Create Name allows a cha

Crer o

create a completely new identity; face, speech pattern, aura,
even thought processes are constructed according to the
vampire's desired identity. The power can be used o imper-
mblance
of a completely fictional identity with perfect accuracy.

sonate an existing individual, or it can project the s

A vampire working with Create
spend three hours a night in relative

System,

me must
v uninterrupted quiet to

establishanew personality by means of this power. The player

For ExampLe
Damon the Malkavian decides that he wants to
play doctor, and creates for himself the identity of Dr.

Fein, the noted cardiologist. When discussing matters
medical with a gang of Brujah who don’t know a coro-
nary thrombosis from a cheeseburger, Damon's act i
flawless. However, when a Tremere vivisectionist sidles
uprothe doctor foralitele shop talk, with each sentence
of technobabble thar pours from Damon’s mouth it
becomes that much more likely that the Tremere is
going to figure out something’s up. The Storyreller
decides to roll Perception + Alertness on behalf of the
Tremere once for every three minutes of conversation,
andon the third try, the Warlock's suspicions crystallize
Suddenly, the discussion has the porential to get ugly
very quickly.
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es an extended roll of Intelli
1t A tota
dentity, whil

e remove

wout Auspex 9 ar the equivalent s

The c}

face
ical Merits and Flaws

ed by the ct

elecred and cr:

The only wa

makeasecretroll

characrer whe v a slip made by ¢

D()'l'l-‘N( B
Whil lood have their lim
vitae hav

capable of strengr
es. A product of bloc

2088 ¢ [MpPRINT

ire with extensive

hard. As a matter

ind inc

p I
lyserve asa thres

to sheer surface

kness, Ifth

opt

yourt oo far away tohitdirectly! T
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a new identity

aura, Nature, De

wers. A charac-
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System: Flick cost
Dex

* 8 FLICK

| paint of bl
+ Brawl roll (diff

DRFSE;N(,‘IT

ulty ¢




may atten

[PrRESENCE OVERRIDES

Any vampire with Presence 6 or hig
a character with the
k for the rest of

ther may em
{ ] roll {difficulry

ploy Presence upon
(see Clanbook: Toreador, p. 40), butara
reduces this to +1 difficulty, and Presen

Presence 7
or higherallows the characrer to apply Presence to B

Duration
ms as if they did not possess the Merit at all. s
minutes

r of the scene

immune to

s the target
T i 4 -
Lest of the night

character
A week (or me

teller discretion)

® SpaRKOFRAGH

in
es and irrit
. Spark of R




Manipulation + Subterfuge); failure sends the target into :

ate frenz
No. of Targets Affected
Two people

frenzy. A botch sends the character into imimed
No. of Successes
1 success

2 suceesses Four people

3 successes

Eight people

succes

ES

s 20 people
5 successes Everyone in the characrer's
immediate viciniry
Se08000 COOPERATION

Anyelderknows that

indred are the most difficult beings
in existence to force to work together. Peaceful coexistence is

notacommon tenetof vampiric sociery. With that inmind, this

power can be used to nudge those affected by it into a fra
spiritof cam
that their clan's p

hat anything is ever accomplished in Camarilla conclaves.

ie. Some cynical (or realistic) Ventrue claim

tery of this Presence effect is the so

e reason

Ventrue who voice this opinion 1o loudly also tend to ha

e
ation is.

numerous chances to test just how effective Cooper
System: To invoke Cooperation, the player rolls Charisma
wdership (difficulty 8). The number of individuals affected is
determined by how m:

+Le

ny successes the player rolls. Cooperarion

stor the remainderof the scene in which it isinvoked, though
particularly stron

users of Presence may create longer-lasting

gression (

feelings of non-a, Storyreller discretion) by spending
Willpower. While this power is in affect, all those under its
influenceare more favorably disposed toward oneanotherandare

more willing to extend trust or make cooperative plans.

are

Forthemest part, playersshouldsimply roleplay Cooperation's
effects, but there.

some concrete ramifications to the power'suse.
Selt-Control difficulties ro resist frenzy in response to insults from
within the tanget group are decreased by three. The game effects of
appropriate Intolerance Fl , and Hatred Flaw
treated as if they were Intoler:
No. of Suce

1 success

ws are rer ¢

ces.
No. of Targets Affected

Twa people

2 successes Four py
Eight

J people

ple

3 successes ple

4 successes
5 successes Everyone in the character's

immediate vicinity

ee080 e oNCLAD COMMAND

Any individual can normally resist the powers of Pres-
ence for a brief time through an effort of will. Some elder
Toreador and Ventrue have developed such force of person-
ality that their powers of Presence cannor be resisted withe
truly heroic effc

ts.

< in effect once it has been
camed. A mortal may not spend Willpower to resist the
(For purposes of this power, the definition
al” does not include supernaturally

System: This power is alw

character's Presency

of “‘mor

ctive humans such
icians or thase who possess True Faith). A

as ghouls, hedge

supernatural being must roll Willpower (difficulty of the
character's Willpower + 2; difficulties over 10 me
cannot even be attempted) the first time he

nthar the roll

tempts to spend
a Willpower point to overcome the character’s Presence. He
may thenspend
rest of the

maximum number of Willpower poines for the
sses he rolled. A
botch doubles the character's Presence dice pools ag
hapless victim for the remainder of the night.

ene equal to the number of suc

nst the

essss 000 e DurstorTHECTTY

A Merthuselah who has developed her Presence to this
terrifying degree ¢ of the
ze of a large city. This

n control the emotional clims
entire region around her, up to the si

power is always in effect on a low level, artuning those who

ah’s mood, but it can alsa be

dwell in thearea to the Methuse
use

be

I to project a specific emotion into the minds of every

ng in the area. Pulse of the City affects residents much
more strongly than tourists, and also has a significant impact
at the time bur

who still have strong ties to the affected ciry.

on those individuals who might be elsewh

System: The player spends a Willpower point and rolls
Charisma + Area Knowledge (difficulty 10, and the Area Knowl-
edge used must apply to the city or region in which the power is
being used). The number of successes indicates how long mortal

residents are affecred by the particular emotion thar the character

broadcasts; visitors with no ties to the area and supernatural beings
arcaffected for

luration one success step lower. The character
choose to terminate this effect

iy time before it expires,

No. of Successes Duration

I success One minute
2 successes 10 minutes

3 successes One hour

4 successes One day

5 successes One week

Pulse of the City can be used by a character in torpor.

[PrROTEAN

88849 EARTHCONTROL
An Earth Melded character with this power is no longer

confined ro the resting place she selected the night before.

She can pass through the ground as if it were water, “swim-
ming" through the earth itse!

of unobstructed and unobtrusive travel, while others find it

f. Some eldersuse thisasa means

highly effective means of maneuvering in comb:

System: This power is in effect whenever a character is
Farth Melded, with no add al roll or expenditure neces-
sary. While in the ground, a vampire can propel herselfat half

ns a

ition

her normal walking speed. She cannot see, but g
supernatural a

eness of her underground surroundings out

to a range of 50 yards. Water, rock, tree roots and cement all

effecrively block her progress; she can only move through
earth and substances of similar consistency, such as sand or

T Gume 10 THE Camarie




If two or more vampires attempt to interact

y direct physical contact is possible. All

thiscaseare

lifficulty. If an

it is resolved with an exte

fed contested St
Athletics roll (see p. 194 of Vampire: The Masquerade)
®es88e | csHOF MARBLE

Tales have longspoken of the combat prowess of Gangrel

aind of their inhuman resilience. P informed

f swords shattering and bullets

flatteni

in to be ex:

rated reports of

the effectsof Fortitude. Those with more reliable informs

know that such tales result from encounters with C

. The skin of an elder

comes in essence a sort of flexible

it appears no different than normal skin

d, flesh transformed thus even feels normal

System: The player spends three blood points to acti
vate Flesh of Marble
effects of the
While the g
physicala
wi). T

which goes into effect instantly. The

wer then last for the rinder of the scene

.t is functioning, the d Jice pools of all

ks

includes assaults made with fist

unst the character are halved (round

laws

wrms and explosions, but not fire, sunlight
{unless the magical effect in question is a direct physical
wtack, such as a rock hurled by means of Movement of the
Mind). A le this power is in effect, a character

Pt 1o parry me s with his bare hands as if

® ReSTORF THE MORTAL VISAGE

two opinions regarding this power
Thase who are politically active, or whoassociate extensively

more feral sides, however, see it

wtals, view itas both necessary

Kindred wh

with

acceptable

embrace the

lefiance of the very nature of vampirism. The

comes because the power allows the elder who pos
i

)

is appearance to wha

was

2 the bestial features he
r the centuries. Restore the Mortal V

wed by Gangrel; severa

e Embrace, removin,

een d feratu elders

have attempred to develop i, and it is whispered that they

met

ntane

otesque Final Deaths when they at-

rempred to take their mortal forms.

System: The player spends three blood poines and 2 Will
olls Willpower (difficulty 8). Succe
s appearance to what it was just before b

power point and

restores

Embraced, ¢ Il animalistic features gained fr

ffects the character's Social Attributes, return:

power

wem to their ies (assuming those were hig

than the character's current 1

ings). A botched Willpower r

| feature. Restore the Mortal

inder of the scene once activated,

Powers Bevon |




*e 80008 Gy ankOFTHE BEAST'S WRATH
Users of this power are often mistaken for Tzimisce em-
ploying the Vicissitude power Horrid Form. The hase effect is
ir, although no Gangrel who possesses this power takes
suchasuggestion lightly. A vampire employing this power shifts
intoa huge, monstrous form, gaining half her height again and
weight. Her overall shape flows into an unholy
amalgamation of her own form and that of the animal she feels
the closest kinship to (wolves, rats and great cats are the most
common manifestations, though ravens, serpents, bats and
stranger beasts have been reported). The vampire's new shape
e resemblance to the war-forms of the
||u[ the difference quickly becomes apparent.
The player spends three blood points, the expen-
diture of which rtriggers the chang
transformation takes three turns (the player may spend addi-

sim

tripling her

does bear son

The character's

tional blood points to reduce this time at acost of one point pe
wrnofreduction). One
this form until sunrise

nsformed, the character remainsin

or until she shifts back voluntarily.
The precise Traits of this form are determined when the

character first lea

s this power, as is the animal whose appear-

acter takes on. The vampire's new form adds a
ter’s Physical Attributes.
Atleast one dot must go into each Physical Attribute, meaning
that no more than five can go intoany one (soacharacter could
have +5 Strength, +1 Dexterity, and +1 Stamina, but not +2
Strengthand +5 Dexterity). These bonuses are always the same
once they are selected; a different allocation requires that the
character buy this power a second time and thus purchase
another alternate form. Addirionally, the character inflicts
Strength + two dice of aggravared damage with both bite and
claw attacks when in monstrous form. She also gains an extra
Hurt health level, and doubles her normal running speed.
Finally, the chara also heightened. She is
assumed to have both the Auspex power Heightened Senses
and the Protean power Eyes of the Beast after transformation,
with all of the benefits and drawbacks of eac]

arry two drawbacks. The first is a lack of
communication ability. The character’s Social Atributes all
drop to 1, or to O if they already were 1 (except when making
Intimidation rolls) when the transformation occurs. The second
problem thata character in this form encounters is the suddenly
heightened power of her Beast. All difficulties of rolls to resist
frenzy are increased by two for the duration of the power's effect,
and the player may not spend Willpower points on such rolls,

®e800 08¢ ShecTRAL Bony

This powerful variation on Mist Form (Protean 5) allows a
Gangrel o take a shape with most of the advantages of the lesser
power but fewer of the disadvantages. A vampire who assumes
Spectral Form ret. appearance, but becomes com-
pletely insubstantial. He walks through walls and bullets with
ind can pass through the floor on which he stands if he
choosesto. Although hislungsare no longer solid, the vampire can

ance the cf

total of seven dots added to the ¢

This form does

equal eas

still speak, a fact in which some elders of the Daughters of
Cacophony bloodline have expressed great interest.

System: The player spends three blood points. The transfor-
marion takes one turn to complete, and lasts for the rest of the
night unless the character decides to reverse ir. When the power

takes hold, the character becomes completely insubstantial, but
remains fully visible. Henceforth, he isunaffected by any physical
attacks, and he doubles his dice pool tosoak damage from fire and
sunlight. The vampire may even ignore gravity ifhe choosestodo
so, rising and sinking through solid objects if he does not wish to
stand on them (although he may move no faster than his normal

Iking speed while “flying” in th ). While in thisform,
the character may also use any Disciplines that do not require
physical contact or a physical body. On the down side, while in
Spectral Form a vampire can physically manipulate his environ-
ent only through the use of Movement of the Mind.

eeeeee e DniFy 1HE IMpALED BREAST

Camarilla records indicate that a disproportionately
small number of Gangrel elders were killed by mortal
anarchs during the Inquisition and the Anarch Revolt. This
power is one of the primary reasons for the survival of these
Kindred. Unril recently, the clan practiced a less powerful
version of Purify the Impaled Breast, one which only allowed
very limited movement. In recent nights, knowledge of a
long-lost, stronger version of the power has been dissemi-
nared through the clan. An elder Gangrel with this Protean
power can expel foreign objects from her body with great
force, even excising stakes that transfix her heart.

System: The player spends three blood points and rolls
Willpower (difficulty 6, or 8 if the vampire is paralyzed by an
object impaling her heart). One success issufficient to remave
all foreign objects and substances from the character's body.
Dirt, buller: stakes through the heart are instantly and
violently removed. The larger the object, the farther away it is
hurled by this power. Objects expelled thus are considered to

an attack dice pool of three for any bystanders, and to
pool of one tofour (depending on size) for damage.

Ifthe character wishes toleave an objec in his body (suchas
a prosthetic limb) or partially in (expelling a stake from his heart
bur leaving it sticking out of his breastbone as a ruse), the player
must spend a Willpower point when this power is activated.

eseseseee Inwarp Focus

This power has no outwardly visible effects whatsoever.
Indeed, its very existence is unknown outside those dozen or
soGangrel Methuselahs who have developed it. The internal
effects of this razor-sharp honing of Protean, however, are in
ays more dramatic than any external manifestation. A
vampire with this power can heighten the efficiency of his
undead body's internal workings to levels undreamed of by
lesser Kindred, withstanding inconceivable amounts of in-
jury and moving with blinding speed and shattering strength.

System: The player spends four blood points to activate this
power and an additional rwo blood points for every tum past the

some
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first that Inward Focus is maintained. There are three effects of this
power. First, the chamcrer gains a number of extra actions during
cach tum equal to his unmaodified (by alternate forms or blood
point expenditure) Dexterity score. Second, the damage of his
physical attacks is increased by three dice perdice pool. Finally, all
damage inflicted on the character is halved and rounded down
after the soak roll is made (so an artack that inflicts five health
levels after soak is reduced ro two health levels)

This power may be used in conjunction with other Protean
powers that modify the character's combat abilities, such as Shape
of the Beast’s Wrath (above). It may also be used in conjunction
with Celerity, Fortitude and Potence, ruming a

ngrel who has

mastered this power into a truly rerrifying opponent,
THAUMATURGY
The fc

marily by (
available to other thaumarurgical practitioners, such

itribu or Assamites, at the Storyteller'sdiscretior
but are highly uncommon and may be imperfectly taughe (+1
il ytoall usesof the path). All of the following paths use
the basic system described in Vampire: The Masquerade: the
player spendsa blood point and rolls Willpower (difficulty of

¢l + 3). A failure indicates that the blood
magic does not work. A botch indicates thar the characrer
loses a permanent Willpower poi

Tremereq

the power's le

ELEMENTAL MASTERY

This path allows a thaumaturge limired control over and
communion with inanimate objects. Mistakenly believed by
f rth,
water), this path is actually closer o amation of Spirit
Thaumaturgy and the Path of Conjuring. Elemental Mastery
can only be used to affect the unliving — a vampire could not

ir, fireand

wse a tree to walk by using Animate the Unmoving, for
rges whuwk mastery over living things
generally study Biothaumars | Experimentation (see Dirty
Secrets of the Black Hand) or the Green Path (below).

® FLEMENTAL STRENGTH
The ence
of the earth, or of the objects around him, to increase his

instance. Thaum

ar

mpire can draw upon the strength and re

physical prowess without the need for large amounts of blood.

System: The player allocares a tc
honus dots between the cha

of three temporary
cter's Strength and Stami
The numberof successes on the roll to activate the powerare
the number of turns these dots remain. The player may spend
a Willpower point to incre rn. This
power cannot be “stacked” — one application must expire
hefore the next can be my
® ® WooneN TONGUES

A vampire may speak, albeit in limited fashion, with
the spirit of any inanimate ohject. The conversation may
not be incredibly interesting, as most rocks and chairs have

e this duration by one

limited concern for what occurs around them, but the

vampire can get at least a general impression of whar the

1" Note that events which are
may not be the

subject has “experienc
significant to a vampir
interest a lawn jockey.

nts that

ame ¢

System: The number of successes dictates the amount

and relevance of the information that the
One success may yield a boulder's
while three may indicate that it remembers a shadowy figure
running past, and five will cause the rock to relate a precise
description of a local Gangrel.

CLET Fec

s

memory of a forest fire,

* 98 ANIMATETHE UNMOVING
Objecrsaffecred by this power mov
it dic An obj;

completely inconcei

s the vampire using
on that would be
with its form — for
ary
er, seemingly solid objects
can become flexible within reason: Barstools ¢

ke an ac

ct cannot

ble for somethi

nstance, a door could not le

p from its hinges and

someone across a street. Howe
n run with
their legs, guns can twist out of their owners' hands or fire

while holstered, and statues

an move like normal humans.

System: This power reqquires the expenditure ofa Willpower
point with less than four successes on the roll. Each use of this
power animates one object; the thaumaturge may simulraneously
control a number of animate objects equal to his Intelligence
rating. Objects animated by this power stay animated as long as
they are within the cast

line of sight or up to an hour.

® 888 ErLemenTAL FORM

The vampire can take the shape of any inanimare abject
of a mass roughly equal to her own. A desk, a statue or a
bicycle would be feasible, but a house
beyond this power'

o a pen would be
city

System: The number of successes determines how com-
pletelythe character takesthe shape she wishes tocounterfeit
At least three successes are required for the character to use
hersensesor Disciplines while in heraltered fe

. This power
s for the remainder of the night, although the character
may return to her normal form at will

®e 000 GinviMONELEMENTAL
A vampire may summon one of the traditional spirits of
the elements: a sal

amander (fire), a sylph (air}, a gnome
(earth) or an undine (water). Some Tremere claim to have
contacted elemental spirits of glass, electricity, blood and
even atomic energy, but such reports re
(even as their authors are summoned to V
ing). The thaumaturge may choose wh
wishes to summon and command

ain unconfirmed

enna for question-

ype of elemental he

System: The character must be near some quantity of
the classical element correspond
to invoke. The spirit invoked

ng to the spirit he wishes

y or may not actually
follow the caster's instructions once summoned, but gener-
ally will at least pay rough attention to what it's being rold
todo. The number of successes gained determines the power

level of the elemental.

Powers Bevonn Unpesstanomc: Avancen Discrunis.
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The elemental has three dors in all Physical and Mental
Attributes. One dot may be added to one of the elemental’s
Physical Attributes for each success gained by the caster on
the initial roll. The Storyteller should determine the
elemental’s Abilities, atracks and damag
powers it has relared 1o its element.

nd any special

Once the elemental has heen summoned, the
thaumaturge must exert control over it, The more powerful
the elemental, the more difficult a task thisis. The player rolls
Manipulation + Occult (difficulry of the number of successes
on the ¢

sting roll + 4, and the player may substirure
re for Oceult if he so desires)
Result

s
Spirit

No. of Successes

Botch The elemental immediarely
attacks the thaumaturge.
Failure The elemental goes free and may

attack anyone or leave the scene
at the Storyteller's discretion.
1 success The elemental probably does
not attack its summoner.

ICCesses The elemental behaves favorably

toward the summoner and may
perform a service in exch

ange for
payment (determined by the
Storyteller).

3 successes The elemental performs one

service, within reason.

4 successes The elemental performs any one:

task for the caster that does not

jeopards

Its OWN existence.
5 successes The elemental performsany task

thar the caster sers for it, even

one that may take several ni
to complete or thar places irs
existence at risk,

THe GREEN DATH

The Green P
of all sons. Anytl
theoretically be controlled through the appro

h deals with the manipulation of plant ma

ng more complex than an algae bloom ¢
W

n

pplication of

n ancient redwoods are
alid targers for this path’s powers, and living and dead
ter are equally affected. While not as immediately

this path. Ferms, roses, dandelions and
all equally

plant ma

impressive as some other more widely practiced paths, the Green
Path (sometimes disparagingly referred to as “Botanical Mastery”)
ind powerful as the natural world which it affects.

is as subtle

The origins of the Gr
Order of the Naturists (se
sect within ClL

en Pathare thoughe to lie with the
Clanbook: Tremere), a druidic
n Tremere. Most practitioners of the path are

members of the order, and those who are not were more than
are familiar

likely mentored by one. According to those whe
with Tremere history, the Green Path isa blood m

ckal worl

gic-hased

derivation of some ma ngs formerly practiced by

House Diedne, an order of morral mages destroyed by the
Tremere during the Dark Ages.
® HerBAT WISDOM

With but a touch, a vampite can commune with the

spirit of a plant, Conversations held in this manner are often

cryptic but rewarding — the wisdom and experience of the

spirits of some trees surpasses that of the oracles of legend.
Crahgrass, nd, rarely has much insighr tooffer,
but might reveal the face of the last person who trod upon it.

theotherh

System: The number of successes rolled determines the

amount of information that ¢

n be gained from the contact
Depending on the precise information that the vampire
seeks, the Storyreller might require the player to roll Intelli-

gence + Occult or Intelligence + Intuition in order to
interpret the results of the communication.

No. of Successes Res
Fle
One or two clear image:

I success

ting cryptic impressi

2 successes
3 successes Aconciseanswer toasimple query
4 successes Adetailed response toone ormore
complex questions

5 successes Thesumtotal of the plant-spirit's
knowledge on a given subject

®® SpPEED THE SEASON'S [DASSING
This power allows a thaumaturge to accelerate a plant's

growth, causing roses to bloom ina matter of minues or frees
to shoot up from saplings overnight. Alrernately, she can
ass and crum-

speed a plant’s dearh and decay, withering g
bling wooden stakes with but a touch.
System: The char:
player rolls normall
the

cter touches the target plant. The

ndrhe number of successes determines

nount of growth or decay. One success gives the plant
her,
. With five suc-
t full-grown plant springs from a seed or crumbles to

a brief growth spurt or simulares the effects of harsh w

while three noticeably enlarge or wither

cesse

dust in a few minutes, and

tree sprouts fruit or begins
decaying almost instantancously. If this power is used in
a wooden

aken
Ider’s hand.

combat, three successes are needed to rende

weapon completely useless. Two successes suffice to wi

it, while five cause it to disintegrate in the

*®® DANCFOF VINE
The thaumaturge ionup o his
own size, using it for utilitarian or combat purposes with equal
case. Leaves can walk along a deskrop, ivy ¢ be, and
1gle opponents. Intruders should beware
remere workshops that harbor potted rowan saplings.

nanimate a mass of veger

nact as.

jungle creepers can str

of T

System: Any total
than or equal to the character’s own may be animated

thamassless

ation

nount of veg

through this power. The plants stay active for one turn per

successscored on the roll, andare under the complete control

of the character. If used for combat purposes, the plants have

Strengrh and Dexterity ratings equal to half the characrer's
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current Willpower (rounded down) and Brawl ratings one
lower than that of the character.

Dance of Vines cannot make plants uproot themselves
and go stomping about. Even the most energetic vegetation
is incapable of pulling out of the soil and walking under the
effect of this power. However, 150 pounds of kudzu can cover
a considerable area all by itself....

#0080 VerpANT HAVEN

This power weaves a temporary shelter out of a sufficient
amount of plant matter. In addition to providing physical
protection from the elements (and even sunlight), the Verdant
Haven also establishes a mystical barrier which is nigh-impass-
able to anyone the caster wishes to exclude. A Verdant Haven
appears as a six-foot-tall hemisphere of interlocked branches,
leaves and vines with no discernible opening, and even to the
casual observer it appears to be an unnatural construction.
Verdant Havens are rumored to have supernatural healing
properties, but no Kindred have reported experiencing such
benefits from a stay in one.

System: A character must be standing in a heavily
vegetated area to use this power. The Verdant Haven springs
up around the character over the course of three turns. Once
the haven is established, anyone wishing to enter the haven
without the caster’s permission must achieve more than the
caster’s original number of successes on a single roll of Wits
+ Survival (difficulty equal to the caster’'s Willpower). The
haven lasts until the next sunset, or until the caster dispels or
leaves it. If the caster scored four or more successes, the haven
is impenetrable to sunlight unless physically breached.

9000 AWAKENTHE FOREST GIANTS

Entire trees can be animated by a master of the Green
Path. Ancient oaks can be temporarily given the gift of
movement, pulling their roots from the soil and shaking the
ground with their steps. While not as versatile as elementals
or other summoned spirits, trees brought to ponderous life via
this power display awesome strength and resilience.

System: The character touches the tree tobe animated. The
playerspendsablood point and rolls normally. If the roll succeeds,
the player must spend a blood point for every success. The tree
stays animated for one turn per success rolled; once this time
expires, the tree puts its roots down wherever it stands and cannot
be animated again until the next night. While animated, the tree
follows the character’s verbal commands to the best of its ability.
An animated tree has Strength and Stamina equal to the caster’s
Thaumaturgy rating, Dexterity 2 and a Brawl rating equal to the
caster’s own. It is immune to bashing damage, and all non-
aggravated lethal damage dice pools are halved due to its size.

Once the animating energy leavesa tree, it puts down roots
immediately, regardless of what it is currently standing on. A
tree re-establishingitselfin the soil can punch through concrete
and asphalt to find nourishing dirt and water underneath,
meaning that it is entirely possible for a particularly sluggish
sycamore to set up shop in the middle of a road without any

warning. Abuses or misuses of this power can very easily lead to
breaches of the Masquerade, and the thaumaturge who leaves
a row of maples across a major traffic artery is unlikely to have
the opportunity to make the same mistake twice.

b}
NEPTUNE SMIGHT

Vampires are rarely associated with the ocean in most
mythologies, and most Kindred have nothing to do with
water in large quantities simply because they have no reason
to do so. Nevertheless, Neptune's Might has enjoyed a small,
but devoted, following for centuries among Camarilla
thaumaturges. This path is based primarily around the ma-
nipulation of standing water, although some of its more
disturbing effects depart from this principle.

Once a character reaches the third level of Neptune’s
Might, the player may choose to specialize in either fresh
water or salt water. Such specialization lowers all Neptune's
Might difficulties by one when dealing with the chosen
medium but raises them by one when dealing with the
opposite. Blood is considered neither fresh nor salty for this
purpose, and difficulties in manipulating it are unaffected.

® EYES OF THE SEA

The thaumaturge may peer into a body of water and view
events that have transpired on, in or around it from the
water’s perspective. Some older practitioners of this art claim
that the vampire communes with the spirits of the waters
when using this power; younger Kindred scoff at such claims.

System: The number of successes rolled determines how
far into the past the character can look.

No. of Successes Range of Effect
1 success One day

2 successes One week

3 successes One month

4 successes One year

5 successes 10 years

The Storyteller may require a Perception + Occult roll for
the character to discern very small details in the transmitted
images. This power can only be used on standing water; lakesand
puddlesqualify, but oceans, rivers, sewers and wineglasses donot.

® ® DRISON OF WATER

The thaumaturge can command a sufficiently large quan-
tity of water to animate itself and imprison asubject. This power
requires a significant amount of fluid to be fully effective,
although even a few gallons can be used to shape chains of
animated water. Mortals subjected to this power's effects can
drown if the thaumaturge is not careful (or if she so desires it),
and even vampires can be crushed by extreme pressure thus
brought to bear.

System: The number of successesscored on the roll is the
number of successes the victim must score on a Strength roll
(difficulty 8; Potence adds to successes) to break free. A
subject may be held in only one prison at a time, although the
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thaumaturge is free to invoke multiple uses of this power upon
separate victims and may dissolve her own prisons at will.

If a sufficient quantity of water (at least a bathtub’s
worth) is not present, the difficulty of the Willpower roll to
activate this power is raised by one.

®89¢ BroonTto WATER

The thaumaturge has now attained enough power over
water that she can transmute other liquids to this basic
element. The most commonly seen use of this power is as an
assault; with but a touch, the victim’s blood transforms to
water, weakening vampires and killing mortals in moments.

System: The character must touch her intended victim.
The player rolls normally. Each success converts one of the
victim’s blood points to water. One success kills a mortal
within minutes. Vampires who lose blood points to this power
also suffer dice pool penalties as if they had received an
equivalent number of health levels of injury. The water left in
the target’s system by this attack evaporates out at a rate of one
blood point’s worth per hour, but the lost blood does not return.

At the Storyteller’s discretion, other liquids may be
turned to water with this power (the difficulty for such an
action is reduced by one unless the substance is particularly
dangerous or magical in nature). The character must still
touch the substance or its container to use this power.

000 FrowING WALL

Tales of vampires’ inability to cross running water may
have derived from garbled accounts of this power in action.
The thaumaturge can animate water to an even greater degree
than is possible with the use of Prison of Water, commanding
it to rise up to form a barrier impassable to almost any being.

System: The character touches the surface of a standing
body of water; the player spends three Willpower points and
the normal required blood point and rolls normally. Successes
are applied to both width and height of the wall; each success
“buys” 10 feet in one dimension. The wall may be placed
anywhere within the character’s line of sight, and must be
formed in a straight line. The wall lasts until the next sunrise.
It cannot be climbed, though it can be flown over. To pass
through the barrier, any supernatural being (including beings
trying to pass the wall on other levels of existence) must score
at least three successes on a single Willpower roll (difficulty 9).

®90098 DEHYDRATE

Atthislevel of mastery, the thaumaturge can directly attack
living and unliving targets by removing the water from their
bodies. Victims killed by this power leave behind hideous mum-
mified corpses. This power can also be used for less aggressive
purposes, suchasdrying out wet clothes—orevaporating puddles
to keep other practitioners of this path from using them.

System: This power can be used on any target in the
character’s line of sight. The player rolls normally; the victim
resists with a roll of Stamina + Fortitude (difficulty 9). Each
success gained by the thaumaturge translates into one health

level of lethal damage inflicted on the victim. This injury
cannot be soaked (the resistance roll replaces soak for this
attack) but can be healed normally. Vampires lose blood points
instead of health levels, though if a vampire has no blood points
this attack inflicts health level loss as it would against a mortal.
The victim of thisattack mustalso roll Courage (difficulty of the
number of successes scored by the thaumaturge + 3) to be able
to act on the turn following the attack; failure means he is
overcome with agony and can do nothing.

THE DATHOF CORRUPTION

The origins of this path are hotly debated among those
who are familiar with its intricacies. One theory holds that its
secrets were taught to the Tremere by demons and that use of
it brings the practitioner dangerously close to the infernal
powers. A second opinion has been advanced that the Path
of Corruption isa holdover from the days when Clan Tremere
was still mortal. The third primary theory, and the most
disturbing to the Tremere, is that the path originated with the
Followers of Set, and that knowledge of its workings was sold
to the Tremere for an unspecified price. This last rumor is, of
course, vehemently denied by the Tremere, which automati-
cally makes it the favorite topic of discussion when the matter
comes up.

The Path of Corruption is primarily a mentally and
spiritually oriented path centered on influencing the psyches
of other individuals. It can be used neither to issiie commands
like Dominate nor to change emotions of the moment like
Presence. Rather, it produces a gradual and subtle twisting of
the subject’s actions, morals and thought processes. This path
deals intimately with deception and dark desires, and those
who work through it must understand the hidden places of
the heart. Accordingly, no character may have a higher
rating in the Path of Corruption than he has in Subterfuge.

® CONTRADICT

The thaumaturge can interrupt a subject’s thought pro-
cesses, forcing the victim to reverse his current course of
action. An archon may be caused to execute a prisoner she
was about to exonerate and release; a mortal lover might
switch from gentle and caring to sadistic and demanding in
the middle of an encounter. The results of Contradict are
never precisely known to the thaumaturge in advance, but
they always take the form of a more negative action than the
subject had originally intended to perform.

System: This power may be used on any subject within
the character’s line of sight. The player rolls as per normal.
The target rolls Perception + Subterfuge (difficulty of the
number of successes scored by the thaumaturge + 2). Two
successes allow the subject to realize that she is being influ-
enced by some outside source. Three successes let her pinpoint
the source of the effect. Four successes give her a moment of
hesitation, neither performing her original action nor its
inverse, while five allow her to carry through with the
original action.
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The Story

tion to this power is. Contradict cannot be used in combat or

er dictates what the subject’s precise reac

to affect other actions (Storyteller’s discretion) that are

mainly physical and reflexive

8 S pVERT
This power follc
the

However, Subvert's effec

ws 1

dict, lease of a s

mentary flare of Cont

power, victims act on t
pursuing agendas that
forbid them to follow

System: This power
contact with the intende

sists with

The targ;

(difficulty of the target's

thaumaturge scores m

clined to follow a represse

time described below
No. of Successes

I success

2 successes

} successes

4 successes

3 successes

he same principle as does Contra
ibject’s dark, self-destructive side,
ts are longer-lasting than the mo
iction. Under the influence of this
heir own suppressed temptations,
weir morals or self-contral would
ler normal circumstances.

requires the character to make eye
d victim. The player rolls normally
Subterfug
Manipulation + Subrerfuge). If the

1 roll of Perception +

re successes, the victim becomes in

d, shameful desire for the length of

Duration of Effect
Five minutes

One hour

One t

Three nights

One week

The Storyreller determines the precise d

that the victim follows. It should be in keeping with the

Psychological Flaws that she possesses or with the negative

wpectsof her Nature (for example, a Lonet desiring isolat

such an extent that she becomes violent if forced to artend a

social function). The subject should not become fixated on

genda at all times, but should occasionally

to spend a Willpower point if the opportunity to

succumb arises and she wishes o resist the impulse

®# % DISSOCIATE
“Divic

the Treme

s a maxim that is well-underscood by

-, and Dissociate is a powerful tool with which ro

ik il

ties of interpersonal relationships. Even the most passionate

divide the clan's enemies. This power is used to bre; social

affair or the oldest friend cooled throu

Dissociate, and weaker pe bedestroyedalte

System: The character must touch the target. The player

rolls normally. The target resists with a Willpower roll (difficulry

of the thaum:

s Manipulation + Empathy). The victim

loses three dice from all Social rolls for a period of time des

mined by the numbe

of successes gained by the thaumarurg

No. of Successes
2 successes
4 successes

Duration of Effect

Five minutes

One hon
One nig
Three nights

One week
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This penalty applies to all rolls that rely on Social At-
tributes, even those required for the use of Disciplines. If this
power is used on a character who has participated in the Sabbat
Vaulderie or asimilar ritual, that character’s Vinculum ratings
are reduced by three for the duration of Dissociate’s effect.

Dissociate’s primary effect falls under roleplaying rather
than game mechanics. Victims of this power should be played
as withdrawn, suspicious and emotionally distant. The Story-
teller should feel free to require a Willpower point expenditure
for a player who does not follow these guidelines.

® 800 ADDICTION

This power is a much stronger and more potentially damag-
ing form of Subvert. Addiction creates just that in the victim. By
simply exposing the target to a particular sensation, substance or
action, the thaumaturge creates a powerful psychological depen-
dence. Many Tremere ensure that their victims become addicred
to substances or thrills that only the Warlocks can provide, thus
creatingboth asource of income and potential blackmail material.

System: The subject must encounter or be exposed to
the sensation, substance or action to which the character
wants to addict him. The thaumaturge then touches his
target. The player rolls normally; the victim resists with a
Self-Control roll (difficulty equal to the number of successes
scored by the thaumaturge + 3). Failure gives the subject an
instant addiction to the object desired by the character.

An addicted character must get his fix at least once a night.
Every night that he goes without satisfying his desire imposes a
cumulative penalty of one die on all of his dice pools (reduced to a
minimumofonedie). The victim must roll Self-Control (difficulty
8) every time he is confronted with the object of his addiction and
wishes to keep from indulging. Addiction lasts for a number of
weeks equal to the thaumaturge’s Manipulation score.

An individual may try to break the effects of Addiction.
This requires an extended Self-Control roll (difficulty of the
thaumaturge’s Manipulation + Subterfuge), with one roll made
per night. The addict must accumulate a number of successes
equal to three times the number of successes scored by the
thaumaturge. The victim may not indulge in his addiction over
the time needed to accumulate these successes. If he doesso, all
accumulated successes are lost and he must begin anew on the
next night. Note that the Self-Control dice pool is reduced
every night that the victim goes without feeding his addiction.

®8 008 DEpPENDENCE

Many former pawns of Clan Tremere claim to have felt a
strange sensation similar to depression when not in the pres-
ence of their masters. This is usually attributed to the blood
bond, but is often the result of the thaumaturge’s mastery of
Dependence. The final power of the Path of Corruption
enables the vampire to tie her victim’s soul to her own,
engendering feelings of lethargy and helplessness when the
victim is not in her presence or acting to further her desires.

System: The character engages the target in conversation.
The playerrollsnormally. The victimrolls Self-Control (difficulty

of the number of successes scored by the thaumaturge + 3). Failure
means that the victim'’s psyche has been subtly bonded to that of
thethaumaturge foronenight persuccessrolled by the thaumaturge.
A bonded victimisnolesslikely toattack hiscontroller, and
feels no particular positive emotions toward her. However, he is
psychologically addicted to her presence, and suffers a one-die
penalty toall rolls when he is not around her or performing tasks
for her. Additionally, he is much less resistant to her commands,
and his dice pools are halved when he attempts to resist her
Dominate, Presence or Social rolls. Finally, he isunable toregain
Willpower when he is not in the thaumarturge’s presence.

THE PA'I‘H OF TECHNOMANCY

The newest path to be accepted by the Tremere hierarchy
as part of the clan’s official body of knowledge, the Path of
Technomancy isarelatively recent innovation. It was developed
in the latter half of the 20th century, and has not yet spread far
beyond the North American Pontifices. The path focuses on the
control of electronic devices, from wristwatches to computers,
and its proponents maintain that it is a prime example of the
versatility of Thaumaturgy with regards to a changing world.
More conservative Tremere, however, state that mixing Tremere
magic with mortal science borders on treason or even blasphemy,
and some European Regents have gone so far as to declare
knowledge of Technomancy grounds for expulsion from their
chantries. The Inner Council didapprove the introduction of the
path into the clan’s grimoires, but has yet to voice any opinion on
the conservative opposition to Technomancy.

® ANALYZFE

Mortals are constantly developing new innovations, and
any vampire who would work Technomancy must be able to
understand that upon which he practices his magic. The most
basic power of this path allows the Tremere to project his
perceptions into adevice, granting him a temporary understand-
ing of its purpose, the principles of its functioning and its means
of operation. This does not grant permanent knowledge, only a
momentary flash of insight which fades within minutes.

System: A character must touch the device in order to
apply this power. The number of successes rolled determines
how well the character understands this particular piece of
equipment. One success allows a basic knowledge (on/off and
simple functions), while three successes grant competence in
operating the device, and five successes show the character
the full range of the device’s potential. The knowledge lasts
for anumber of minutes equal to the character’s Intelligence.

This power can also be used to understand a non-
physical technological innovation — in other words, a new
piece of computer software — at +2 difficulty. The character
must touch the computer on which the software is installed

— simply holding the CD-ROM is not enough.

®® BuRNOUT

It is usually easier to destroy than to create, and sensitive
electronics are no exception to this rule. Burnout is used to
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use a device's power supply, either internal or external, to
surge, damaging or destroying the rarget. Burnout cannot be
1 to directly injure another individual, although the sudden
aker or a car's fuel injection control chip

use i

destruction of a pace

n create a definite health b

rd.

System: A character can use this power at a range
to 10 times her Willpower in yards, although a +1 difficy
is applied if she is not touching the target item. The number

of successes derermines the extent of the damage.
Result
Momentary inre

No. of Successes

1 success

ption of operation
{onetum),utnopermanentcbamage.
Significant loss of funcrion; +1
difficulry to use using the device
for the rest of the scene.

The device breaks and is inoper-
able unil repaired.

n after repairs, the dev
capabilities are diminished
(permanent +1 difficulty to use).
The equipment is a total write-
off; completely unsalvageable.

2 successes

3 successes

4 successes ;

3 successes

Lange enough systems, such as mainframe computers of pas-
sengeraircraft, imposea+2 to+4difficulty (at Storyteller discretion)
o affect with this power. Additionally, some systems, such as
military and banking computers, may be hardened agaimst power
surges and spikes, and thus possess one 1o five diee {Storyteller
discretion again) to roll to resist this power.
(difficulry 6) takes a

Bumout m

wchsuccesson thisroll
vay one success from the Thaumaturgy roll.

a storage, in
which case three successes destroy all information on the ranget
item and five erase it beyond any hape of non-magica

be used ro destroy electroni

recovery
* &8 EnCRYPT/DECRYPT

Electronic security isa paramount concern of governments
mere who are techno-savvy
enough to understand the issues at sta

and corporations alike. Those T

¢ have hecame quite
enamored of this power, which allows the thaumaturge ro
nitrols mystically, making it inaccessible
to anyone but him. Encrypt/Decrypt also warks on elecrronic
medi

amble a device’s

videotape under the influence of this power displays
justsnow and static if played back without the owner'sapproval

e ordatacontainer
which he wishes to encrypt. The player rolls normally. The
number of successes scored is applied as a difficulry modifier for
cess
sistance of the charac-
urge candispel theeffectatany time by touching

System: The charactertouches the devi

anyone who attempts to use the protected equipment or a
the scrambled information without the
ter. The thaun
the target it

his countermanding costs a point of Willpower,

This power may also be used to counter another
thaumatur crypt/Decrypt. The player rollsat +1
difficulr “owner's

s use of

each success negates one of the
Theeffectsof Encrypt/Decrypt last fora number of weeks

equal to the character’s permanent Willpower rating.

*8 988 RenMoTE ACCESS
With this power, a skilled thaumaturge ca
for physical contact to operate

n bypass the need
device. This is not a form of

lekinesis; the vampire does not manipulate the item'scontrols,

but rather touches it directly with the power of his mind
System: This power may be used on any electronic device

within the character's line of sight. The number of successes

rolled are the maximum number of dice from any relevant
Ability that the ¢! ter may use while remotely controlling
the device. For instance, if Fritz has Computer 5 and scores

ra

three successes when using Remote Access on an automated
teller machine, he can only apply three dots of his Computer
rating to any rolls that he makes through any use the power.
Remore Access lasts fora number of turns equal to the number
of successes rolled, and can only be used on one item ata time.

Ifanitemisdestroyed whilcundertheeffectsofRemote Access,
the character takes five dice of bashing damage due 1o the shock of

havinig his perceptions nilely shunted back into his own body.

#8888 TELECOMMUTE
Aprogressivederivation of Remote Access,
allows a thaumaturge t project her consciousness into the
ind through
phone cabl

elecommute

globaltelecommunication network, sending hern
satellire uplinks and ISDN lines and fibe
atthespeed of light. While
use_any ather Technom,

which she makes conta

-opt

es

mersed in the network, she can

on the devices with

ncy power

System: The character wuches any form of communica-
telephone, network card-equipped
eomputer, fax machine or anything eke that is connecred
direetly or indirectly to the global network. The player rolls
niomplly and spends a Willpower point. Telecommute lasts for
five minutes per success rolled, and may be extended by 10

tons device: a celluls

minutes with the expenditure of another Willpower point. The
number of successes indicares the maximum range thar the
character can project her consciousness away from her body.
Result

25 miles

No. of Successes
1 success

250 miles

1000 miles

5000 miles

Anywhere in the world, including

2 successes
3 successes
4 successes
5 successes

relecommunication satellites

While in the network, the character can apply any other

Path of Technomancy power to any device or data with which

shecomesin contact. A loss of connection, usually through the
shutdown ar destruction of a part of the network through
which the cl

ack toherbody and inflicts ¢

acter’s connection runs, hurls her conscious-

hedice of bashing damage.

by means of this
n use her Path of Technomancy powers at normal
ged

thus is done at a +2 difficulty. Furthermore, there are other

A character traveling through the N

power ¢

difficulty. Using any other abilities or powers while eng;

denizens of the Net who may not take kindly 10 Tremere
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intrusion, and who may well take steps to remove the riffrafi

from their electronic doorsteps.

SPIRIT MANIDUL ATION

Nottobe confused with, o perhapsderived from theancient
Pathof Spirit Thaumaturgy (see Dark Ages Companion, p. 107),

Spirit Manipulation is a relatively recent innovation of the

Tremere. Created to replace the rituals practiced by the clan in
the days when it was a band of mortal wizards, Spirit Manipula

rion is the art of forcing spirits into actions and situations that

would normally be anathema to them. Spirit Manipulation
simulates many effects that can be created by Lupine and
shamanic mages, ¢

but does so by forcing the spirits involved into
agrotesque mockery of their normal behaviors. Any botch with
Spirit Manipulation nat only inflicts the normal loss of Will-
power involved with thaumaturgical mishaps bur also mms the
full force of the spirir's wrath against the offending vampire.

® HerMETIC SIGHT

The vampire can perceive the spirit world, either by
gazingdeeply into it or by sceing the presence of nearby spirits
as a hazy overlay on the material world. This power docs not
allow the thaumaturge to see into the realms of the dead or
into the realms of the fae

successon therollisneeded forthe thaumatunge
to perceive spirits, while two allow him to view the spirit realm
With less than four successes, the thaumarurge is at +2 difficulty

to all actions performed while using this power due to the

distraction of divided perceptions. Hermetic Sight lasts for the
duration of the scene or until the thaumaturge deactivates it
®® AsTRAL CANT

The languages of the spirit world are infinitely varied

and mainly in

smprehensible to mortal (orimmortal)minds.

Astral Cant does not teach the thaumaturge the tongues of

the spirits, but it does allow him to understand them as they

speak to him and to reply in their own languages — in effect,
auniversal translator for the spirit world. Imprecise use of this
power can be disastrous, particularly when a thaumaturge is
bargaining with a powerful spirit. The use of this power is not
always necessary; many spirits speak human rongues but
choose to feign ignors

e when dealing with vampires

System: The number of successes determines the accu.

racy of the translation,

o. of Successes Effect

1 success Pidgin spirit language; verysimple
words and phrases can be com
prehended

2 successes Simple sentences are possible;

trade languay

3 successes Fluentconver

n;sufficient for
most conversations.
4 successes Complex issues such as mera

physics can be discussed
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Even the most obscure idiomatic
expressions and forms of humor
come through.

5 successes

®* e Voice oF COMMAND

This is perhaps the most dangerous power in the Spiri
Manipulation arsenal, for the consequences if a thaumarurge
fails can be most unpleasant. Voice of Command allows a
vampite to issue orders to a spirit, compelling it to heed her
bidding whether or not it desires to do so.

System: The player makes the normal Willpower roll; the
targetspiritresists with Willpower (difficulty of the thaumaturge's
Manipulation + Occult or Manipulation + Lore: Spirits). The
degree of success the thaumaturge attains determines the com-
plexity and severity of the command that she can issu
Effect
The spirit is immune to the
character’s commands for the rest
of the night. It reacts however the
Storyteller deerms appropriate.
The spirit is unaffected, and further
attempts to command it are made at
+1 difficulty (cumulative). It may
ignore, taunt or even attack the char
acter at the Storyteller's discrerion.
The spirit obeys a very simple
command rthat is no great in-

No. of Successes
Botch

Failure

1 success

convenience to it.
2 successes Thespirit heedsarelativelystraight
forward command thar it is not
innately opposed to performing.
3 successes The spirit agrees to perform a
moderately complex rask that

de

Thespiritconsents toan extended

es not violate its ethics.

4 successes
or intricate task that does not
place it in immediate danger.
The spirit accepts a lengthy o
nigh-impossible task, or one that
may mean its destruction.
Crafty Storytellers should note that spirits compelled by this
power are fully aware that they are being forced into these actions,
and may well seek revengeon theirerstwhile mastersatalater time.

5 successes

Thaumaturges whoissue commandsabove and beyond what
theirspirit servants are compelled to perform may find themselves
ignored or mocked. Even worse, a spirit in such a situation may
gree” to follow orders withour following through, leaving the
thaumaturge in a situation of potentially fatal embarassment.

® ¢80 EnTRAP EPHEMERA

This power allows a thaumaturge to bind a spirit into a
physical object. This can be done to imprison the target, but is
more often performed to create a fetish, an artifact that allows
a user to channel a portion of the spirit's power through it to

affect the physical world. Ferishes created by this power
often recalcitrant and fail at inopportune moments, as the
spirits within are most displeased with their situation and will
take any opportunity to escape or thwart their captors.

e

System: The number of successes rolled determines the
power level of the fetish to be created. A fetish is activated by
rolling the user's Willpower (difficulty of the ferish's power
level + 3). A botch on this roll destroys the physical compo-
nent of the fetish and frees the spirit that was trapped within.

For more complete guidelines to fetish powers, refer to
pages 273-275 of Werewolf: The Apocalypse. The Story-
reller is always the final authority in determining the powers
and mechanics of a fetish created through use of this power.

®889 8 DuaLITY

The thaumaturge can now fully interact with the spirit
world. While using this power, he exists on hoth planes of
existence at once. He isable to pick up objects in the physical
world and place them in the spirit world and vice

versa. Beings
slid ro him, and he

and landscape features in both realms are

in any manner of interaction. He can even use
Thaumaturgy and other Disciplines in either world. This is
not without its danged
pire can m with no
way to return home. Several incautious thaumarurges have
starved into torpor while trapped on the other side of the
barrier that separates the physical and spirit realms.

can eng;

, however: One misstep and the

nd himself trapped in the spirit r

System: The number of successes dis
vampire can interact with the spirit world.

tes how long the

No. of successes Duration

1 success One rurmn
2 successes Three tums

3 successes 10 tumns

10 minutes
The rer
ity can only be used while the character is in the
physical world. Note that while Duality is in effect the
character is also susceptible to attacks from both realms.
Additionally, the player must roll Perception + Occult (dif-
ficulty 8) when this power is activated; a roll with less than
three successes indicates thar all rolls made while this power
is active are at +2 difficulty due to the distraction of the
character’sdual perceptions. The character is still considered

4 successes

5 successes rinder of the scene

L

to be in the physical world for purposes of basic physics and
common sense — for instance, his feet rest on the ground in
the physical world, not the ground in the spirit world, and he
could thus walk across a spiritual chasm if a phy
lot overlaid the same s

al parking

ace.

A botch on the roll ro activate this power tears the
vampire out of the physical world and traps him in the spirit
realm. The way back the physical realm, if there is one, i left
to the Storyteller's discretion, and may constitute an entire

adventure in and of itself.
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THAUMATURGICAL
COUNTERMAGIC

Thisisless of a path than it isaseparate Discipline, as the
power to resist Thaumaturgy can be taught independently of
Thaumaturgy, even to those Kindred who are incapable of
mastering even the simplest ritual. However, the techniques
of Thaumaturgical Countermagic are not officially taught
outside Clan Tremere, for obviousreasons. Any non-Tremere
who displays the ability to resist Thaumaturgy quickly be-
comes the subject of potentially fatal scrutiny from the
entirety of Clan Tremere.

System: Thaumaturgical Countermagic is treated as a sepa-
rate Discipline. It cannot be taken as a character’s primary path,
and a rating in it does not allow the character to perform rituals.
The use of Thaumaturgical Countermagic is treated as a free
action in combat and does not require a split dice pool. To oppose
a Thaumaturgy power or ritual, a character must have a
Thaumaturgical Countermagic ratingequal toorgreater than the
rating of that power or ritual (which means that rituals of Level
Six or greater cannot ever be countered with this power). The
playerspendsa blood point and rolls the number of dice indicated
by the character’s Thaumaturgical Countermagic rating (diffi-
culty equal to the difficulty of the power in use). Each success
cancels one of the opposing thaumaturge’s successes.

Thaumaturgical Countermagic can only be used against
Tremere Thaumaturgy at full effectiveness. It works with
halved dice pools against non-Tremere blood magic and
mortal “hedge wizardry,” and is completely ineffective against
non-vampiric magics and powers.

Thaumaturgical Countermagic can be learned by char-
acters who are unable to learn Thaumaturgy (e.g. those with
the Merit Magic Resistance). Any non-Tremere character
with a rating in this power automatically gains the Flaw Clan
Enmity (Tremere), receiving no freebie points for it. This
power cannot be taken during character creation and cannot

For ErAMpPLE i
Jaeger is a Tremere archon with Thaumaturgical =
Countermagic 5. He isfacingNadine, an infernalistwithLure
of Flames 5. Nadine attempts touse herLure of Flamestohurl -
afireball at Jaeger and rolls two successesagainstadifficultyof
8. Jaeger rolls 10 dice of countermagic against adifficulty of 8,
the same difficulty against which Nadine rolled, and scores
three successes, completely neutralizing the attack.-
Jaeger's partner Nathaniel has Thaumaturgical
Countermagic 4. If Nadine had attacked Nathaniel, he
would have been completely unable to counter the fire-
ball, as his Thaumaturgical Countermagic rating is lower
than that of the power being used-against him. Likewise,
if Nadine used her Movement of the Mind 4 to hurl a stake
at Nathaniel, he would have been unable to oppose it
because he cannotyetcounterspells that target things that
he is not touching.

RS, e

be spontaneously developed. It costs the same as any other
non-clan Discipline to learn.

Twodice of countermagic. The charactercan attempt
to cancel only those powers and rituals that directly
affect him and his garments.

oo Four dice of countermagic.

eee  Six dice of countermagic. The character can at
tempt to cancel a Thaumaturgy power that affects
anyone or anything in physical contact with him.

eeee Eight dice of countermagic.

eeeee Ten dice of countermagic. The character can now
attempt to cancel a power or ritual that targets any
thing within a radius equal to his Willpower in yards,
or one that is being used or performed within that
same radius.

WEATHER CONTROL

Command over the weather has long been a staple
power of wizards both mortal and immortal, and this path is
said by many to predate the Tremere by millennia. The
proliferation of usage of this path outside the clan tends to
confirm this theory; Weather Control is quite common
outside the Tremere, and even outside the Camarilla. Lower
levels of this path allow subtle manipulations, while higher
stages of mastery allow a vampire to call up raging storms.
The area affected by this power is usually rather small, no
more than three or four miles in diameter, and the changes
the power wreaks are not always immediate.

System: The number of successes rolled indicates how
long it takes the weather magic to rake effect. One success
indicates an entire day may pass before the weather changes
to the thaumaturge’s liking, while a roll with five successes
brings an almost instant effect.

The difficulty of the Willpower roll necessary to invoke this
power may change depending on the current local weather
conditionsand the weather the characterisattempting tocreate.
The Storyteller should impose a bonus (-1 or -2 difficulty) for
relatively minor shifts, such as clearing away a light drizzle or
calling lightning when a severe thunderstorm is already raging.
Conversely, a penalty (+1 or +2 difficulty) should be applied
when the desired change is at odds with the current conditions,
such as summoning the same light drizzle in the middle of the
Sahara Desert or calling down lightning from a cloudless sky.

PLAYING INDOORS

Weather Control is not the sort of power that lends
itself well to indoor application. While certain of the
path’s uses (changes of temperature, high winds and
possibly even fog) do make a certain amount of sense in
interior settings, others (precipitation of any sort, light-
ning) don’t. The difficulty for all rolls to use Weather
Control indoors is at +2, and the Storyteller should free
to disallow any proposed uses that don’t make sense.

The Guip 10 THE CAMARILLA
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If the character tries to strike a specific target with
lightning, the player must roll Perception + Occult {difficulry
6 if the target is standing in open terrain, 8 if he is under
but near a window) in addition ro

shelter, or 10 if he is insic
the base roll to use Thaumaturgy. Otherwise the bolt goes
ce of failure of the roll determin-

astray, with the relativ

ghtning strikes.

Effects of the power default to the maximum area available
unless the thaumaturge states thar he's attempting to affect a
smaller area. At Storyteller discretion, an additional Willpower
in the

roll (difficulty 6) may be required to keep the cha
weather under control

Individual power descriptions are not provided for this
path, as the general principle is fairly consistent, Instead, the
strongest weather phenomenon possible at each level is listed

L] Fog: Vision is slightly impaired and sounds are muffled; a

+1 difficulty is imposed on all Perception rolls that involve sightand

es of all ranged artacks are halved

hearing, and the effective r

Light breeze: A +1 difficulty is impased on all Perception

rolls that involve smell
1t is possible to raise or lower the

Minor temperature char

ature by up 10 10 degrees Fahrenheir

local tempe:

. ain o snow: Precipitation has the same effect as

eater

Fog, but Perception rolls are impaired to a muck
extent; the difficuley modifier for all such rolls rises 1o +2. In
addition, the difficulty on all Drive rolls increases by twao.

ds: The wind speed rises toaround 30 miles per

*es  High Wi

hour, with gusts of up to twice that. Ranged at

cks are much

earm attacks, +2 1o thrown weapons and

more difficule: +1
archery. Inaddition, during fierce gusts, Dexterity rolls (difficulty
6) may be required to keep characters from being knocked over

by the winds. Needlesstosay, when gale-force windsare in effect,
papers go flying, objects et picked up by the winds and hurled
with abandon, and other suitably cinematic effects are likely
Moderate temperature change: The local temperature
can be raised o lowered by up to 20 degrees Fahrenheit
vand High Winds.
Lightning Strike: This atrack inflicts 10 dice of
ve. Body ¢
S att

Storm: This hasthe effectsofboth R

e

lethal d or does not add 1o the rarget's dice

pool to soak

THAUMATURGY
Rituars

Lever One RITUALS

BIiND THE ACCUSING TONGUF

This ancient ritual is said to have been one of the first
developed by the Tremere and a primary reason for the
lack of cohesive opposition to their expansion. Bind the
Accusing Tongue lays a compulsion upon the subject that
prevents him from speaking ill of the caster, allowing the




thaumaturge to commit literally unspeakable withour

fear of reprisal.

System: Thecastermust have a pictureorother image or effigy
of theritual'starger, alock of the targets hairand a black silken cord.
Thecasterwindsthecordaround the hairand image while intoning
theritual’s

xcal component. Once the ritual iscomplete, the tager
a Willpower roll (difficulty of the
turgy rating + 3) than the caster scored in order to
say anything negative about the thaumaturge. The ritual lasts unril
the target succeeds at this roll or the silk cord is unwound, ar which
point the image and the lock of hair ¢

IMUSE SCOFE MIORE SUCCESSes O
caster’s Thaum

mble to dust.

lN(-\(nl\l.

VESSEL OF TRANSFERENCE
his ritual enchants a container to fill irself with blood
ing being who holds it, replacing the
volume of blood taken with an equal amount previously held
inside the ¢

from any living or unl,

ner. When the ritual is enacted, the vessel”
(which must be between the size of a small cup @ indg smllun =
jug) is sealed full of the caster's blood and v.nh
Hermeric sigil which empowers the ritualsWhen
mJ.qu.-\ touches the container with his Bate skin, b Aeely
rht chill a

container continues to exchange the blood it ¢

tains un
K ritual are &
covertly create a blood bond and o nb;.uﬁ a sample ofgr
subject’s blood for ritual or np«mnmmﬁxﬁqmm
System: Thisritual t
by 15 minutes for each sugcesss san U

it is opened. The two most common uses of

asting roll)
requires one blood pe lt,l‘“tj\uu,}wm necessarily
caster's blood), which is sedfcd mswde ghe container.
ritual only switches bload b

ween itsedf and

is touched bare-handed —

from activating

Individuals with at least four dots in Occule or three in
Expert Knowledge: Mage Lore recognize the Hermetic sigil
with two successes on an Intelligence + the appropriate
Knowledge roll (difficulty 8).

INCANTATION OF THE SHEPHERD

This ritual enables the thaumaturge to mysically locate
all members of his herd. While intoning the ritual's vocal
component, he spins in a slow circle with a glass object of
hofhis eyes. At the end of the ritual, he
: of the direction and di

some sort held to

has a subliminal sen: ce to each

of his regular vessels.

System: This ritual gives the characrer the location
f his herd. If he does nor
the Herd Background, Incantation of the Shepherd
mo

relative to him of ev member ¢

ha

es the closest threy

loca s from whom the thaumarurge
ach. This ritual
of 10 miles times the cha

five miles if he has no points in th

has fed ar least three times

ximum
wcter's Herd Background, or
t Background,

range

Purrty or Fiesn
The caster cleanses her body of all foreign material with

this ritual. To perform it, she meditates on bare

arth orstone

sh but no further d:\wldﬁm Tln:?ll

three hous ro enact (reduced
i3

1 subject iffit "

en thin cotton gloves keep 1t

while surrounded by a circle of 13 sharp stones. Over the
of the ritual, the caster is slowly purged of all physical
st dirt, aleohol, drugs, poison, bullets lodged in the

re all equally affected, slowly rising to
nd flaking away as a gritty gray
teles within the circle. Any jewelry, makeup or
ing are also dissolv

clothes that the caster is w

System: The player spends one blood point before
rolling. Purity of Flesh removes all physical items from rhe
s body,
control or dis

but does not remove enchantments, mind
ases of the blood.

Lever Two Rituars

Broon WALk

A (h.mm.mmu casts this ritual on a blood sample from
Walk is used ro trace the subject’s
blood bonds in which the subject

by [1 minutes for ¢
Mm{nsu;v. o

on the roll. It requires one

ach success allows the caster

/Bkul:q\d dor
iming Blade allows a'th
lee weapon to inflicr u
gicatures. While this riu

1 unholy greenish

n Tremere's troubled inceprion,
maturge to temporarily enchanr a

rmusEetit the palm of her weapon hand during the
fhe weapon if it is edged, otherwise with a sharp
inflicts a single health level of lethal damage
nnot be soaked but may be healed normally. The
nds three blood points which are ahsorhed by the
pee the rin + the weapon inflicts aggra-
I?lk\ill\ all supernatural creatures for the next few
ul itgacks, one per success rolled. Multiple castings of
¢ Blide cannot be “stacked” for longer durations.
e, the wielder of the weapon cannot choose toda
normal damage and *

ritual —

stone.

e up” aggravated strikes — each
successful attack uses one aggravated strike until there are
none left, at which point the weapon reverts o inflicting
normal damage

TYONNING THE MASK OF SHADOWS

This rirual renders its subject translucent, her form appearing
dark and smoky and the sounds of her footsteps muffled. While it
does not create true invisibility, the Mask of Shadows makes the
subject much less likely to be detected by sight or hearing.

Tite Guuoe 10 THE Camamin
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System: This ritual may be simultaneously cast on a
number of subjects equal to the thaumaturge’s Occult rating;
each individual past the first adds five minutes to the base
casting time. Individuals under the Mask of Shadows can
only be detected if the observer succeeds in a Perception +
Awareness roll (difficulty of the caster's Wits + Oceult) or if
the observer possesses a power (such as Auspex) sufficient to
penetrate Level Three Obfuscate. The Mask of Shadows lasts
a number of hours equal to the number of successes rolled
when it is cast or until the caster voluntarily lowers it.

WARDING CIRCLE VERSUS GHOULS

Thisritual is enacted in a manner similar to that of Ward
versus Ghouls (see Vampire: The Masquerade, p. 184), but
cle centered on the caster into which a ghoul
cannot pass without being bumed. The circle can be made as
s permanent as the caster desires, as long
ing to pay the necessary price. Many Tremere chantriesand
are protected by this and other Warding Circle rituals

System: The ritual requires three blood points of mortal
blood. The caster determines the size of the warding circle when it
iscast; the default radius is 10 feet, and every 10-foot increase raises
the difficulty by one, to a maximum of 9 (one additional success is
required for every 10-foot increase past the number necessary 1o
raise thedifficulty 109). The playerspendsone blood point forevery
10 feet of radius and rolls. The ritual takes the normal casting time
ifitis to be temporary (lasting for the rest of the night) orone night
if it is to be permanent (lasting a year and a day).

Once the warding circle is established, any ghoul who
empts to cross its boundary feels a tingle on hisskin and a
slight breeze on his face — a successful Intelligence + Occult
roll {difficulty 8) identifies this as a warding circle. If the
ghoul attempts to press on, he must roll more su ona
Willpower roll (difficulty of the caster’s Thaumaturgy rating
+ 3) than the caster rolled when establishing the ward.
Failure indicates that the ward blocks his passage and inflicts
three dice of bashing damage on him, and his next roll 1o
attempt to enter the circle is at +1 difficulty. If the ghoul
wves the circle and attempts to enter itagain, he must repeat
the roll. Atempts to leave the

The Tremere have access to several other Warding
Circle rituals: Warding Circle versus Lupines (Level Three),
‘Warding Circle versus Kindred (Level Four), and Warding
Circles versus Spirits, Ghosts, and Demons (Level Five).
Each Warding Circle ritual must be learned separately. The
matetial components required for each warding circle are the
sameas those needed for the corresponding ward, but in larger
amounts. The effects against the targered beings are the same
as for Warding Circle versus Ghouls.

create:

cle are not blocked.

Lever THReE RITUALS

Fresuor Fiery ToucH
This defensive ritual inflicts painful burns on anyone
who deliberately touches the subject’s skin. It requires the

subject to swallow a small glowing ember, which does put off
some thaumaturges with low pain thresholds. Some vain
Tremere use this ritual purely for its subsidiary effect of
darkening the subject’s skin to a healthy sun-bronzed hue,
System: Flesh of Fiery Touch takes two hours 1o cast
(reduced by 10 minutes per success). It requires a small piece
of wood, coal or other common fuel source, ch ignites and
is swallowed at the end of the ritual. The subject who swallows
the red-hot ember receives a single aggravated health level of
damage (difficulry 6 ta soak with Fortitude). Until the next
sunset, anyone who touches the subject’s flesh receives a burn
that inflicts a single aggravated health level of damage (again,
difficulty 6 to soak with Fortitude). The victim must voluntar-
ily touch the subject; this damage is not inflicted if the victim
is touched or accidentally comes in cor

t with the subject

Thisritual darkens the subject’s s ythat which would
be obtained by long-term exposure to the sun in amortal. The

tone is slightly unnatural and menallic, and is evidently

antificial to any observer who succeeds in a Perception +
Medicine roll (difficulty 8).

SANGUINE ASSISTANT

Tremere often need laboratory assistants whom they can
trust implicitly. As Tremere often trust no one whom they know
and no one whom they do not, this ritual allows the intrepid
thaumaturge to conjure a temporary servant. To cast the ritual,
the vampire slices open his arm and bleeds into a specially
prepared earthen bowl. The ritual sucks in and animates what-
everrandomunimportant irems the wizardhappens o have lying
around his workshop — glass beakers, dissection tools, pencils,
crumpled papers, semiprecious stones — and binds the materials
together into a small humanoid form animated by the power of
the ritual and the blood. Oddly enough, this ritual almost never
takes in any tool that the thaumaturge finds himself needing
during the assistant’s lifespan, nor does it take the physical
components of any other ritual nor any living thing. The servant
has no personality t speak of at first, but gradually adopts the
mannerisms and thought processes that the thaumarurge desires
inan ideal servant. Sanguine Assistants are t

porary creations,
but some Tremere become fond of their tiny accomplices and
create the same one whenever the need arises,

System: The player spends five blood points and rolls.
The servant created by the ritual stands a foor high and
appears as a roughly humanoid shape composed of whatever
the ritual sucked in for its own use. It lasts for one night per
success rolled. Atthe end of the last night, the assistant crawls
into the bowl used for its creation and falls apart. The
assistant can be re-animated through another application of
this rirual; if the thaumaturge so desires, it re-forms from the

same materials with the

1e memories and personality.

nguine Assistant has Strength and Stamina of 1 and
Dexterity and Mental Attributes equal to those of the caster. It
begins with no Social Attributes to speak of, but gains one dot
per night in Charisma and Manipulation until its ratings are
equal to those of the caster. It has all of the caster’s Abilities at
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one dot lower than his own. A Sang,

uine Assistant is a natur
timid creature and flees if attacked, havir

levels, though it will try to defend its master’s life at the
its own. It T

standing of all of its master’s Thaumatur

cal knowledge and
can instruct others if so commanded. A Sanguine Assi
impervious to any mind-controlling Disciplines or 1
completely is it bound to its creator’s will.

SHAFT OF BEL ATED Q UIESCENC

This ritual rurns an ordinary stake of
larly vicious weapon. When the
Iy, the tip breaks off and be

v wood into a

particy

ake penetrates a

vampir s working

way

throw rim'sflesh to hisheart. T

trip nay take several

ling on where the stake struck.

minutes or several nights, deper
The stake eludes attempts

ig it out, burrow
y. The only Kinc
immune ro this interal attack are those who have
hearts removed by Setites.

the victim's body to escape surg

System: The ritual takes five hours to enact, minus 30
minutes persuccess. The stake must be carved of rowan wood,

with three blood poir

the stake is enchanted to act as describe
An attack with a Shaft of Bel,

Quiescence s perform
withanor

nal stake: a Dexterity + Melee roll (difficulty 6, modified

as per the normal combar rules, as the artack does not ne
specifically targ

lethal danv;

he heart — the stake takes care of thar) wit
Strength + 1. If at l¢
nage is inflicted after the

breaks

make subsequent attacks until it strike

rating 1w health level of

f and begins burrowing. If not, ¢
Once the tip of the stake is in the victim's body
Storyteller begins an exte

vded roll of the caster’s Thaum

rating (difficulty 9), rolling once per hour of game time

Successes on this roll are added to the successes scared in the
initial attack. This represents the tip’s progress toward the
victim’s heart, A botch indicates that the tip has struck a bone

accumul

d successes are lost (incll
ck roll). When the shaft acc
s, it reaches the victim's he

ose from the
al of 15

Kindred

initi

SuCCesse:

rt. This paralyzes
and is instantly fatal to mortals and ghouls

Artemprs to surgically remove the tip of the shaft can be

made with an extended Dexterity + Medicine roll (difficulty 7),
rolled once per hour. The surg
ial 1

n must accumulate z

tly held by the shaft
we the tip. Once surgery begins, he

y evading

e surgeon's probes, anc

every 30 minures for the duration of the

individual surgery roll that scoreslessthan three successesinflicts
an additional unsoakable level of lethal on the patient
Shaft of Belated Quiescence may srmed on other
soden impaling weapons, such as spears, arrows, practice

s and pool cues, provided that they are made of rowan




wood. It may not, however, create
wooden bullets

Bullet of Belated Quics-
cence ¢ not large enough to absorb the
full amount of blood required for the ritual.

Warnversus L upiNes

This wards an object in a manner identical to that of the
Level Twa ritual Ward Versus Ghouls (see Vampire: The
Masquerade), except that it affects werewolves, Other ver-
sions of this ritual are have been created to affect

different species of werecreatures.

System: Ward versus Lupines hehaves exactly as doe
versus Ghouls, but it affects werewolves rather than
ghouls. Tt does not affect Nuwisha, Bastet or any Changing

Breed other than €

. The rirual requires a handful of silver
dust rather than a blood point.

Lever Four Rituars
HEART OF STONE

A
transtorm

mpire under the effect of this rirual experiences the

on suggested by the ritual’s name: his heart is

nsmuted to solid rock, rendering him virtually
pervious tostaking. The subsidiary effects of the rransforma-
tion, however, seem tofollow the Hermeric laws of sympathetic
magic: the vampire

completely v
i

al capacity becomes almast non-
existent, and his ability to relate to others suffers as well

motiol

System: This ritual requires nine hours (reduced by one
hourforevery success). It
ked on a flar stone surface and places a bare candle over
his heart. The candle burns down to nothing over the course of

only be castononeself. The caster

lies

the ritual, causing one aggravared health level of damage
{difficulty 5 tosoak with Fortitude). At the end of the ritual, the
caster’s heart hardens to stone. The henefits of this are that the
caster gains a number of additional dice equal ro wwice his
Thaumaturgy rating to soak any attack that aims for his heart
discompletely impervious to the effects of a Shaft of Be
Quiescence (see above), and the difficulty to use all Pre
powers on him is increased by three du
isolation. The drawbacks are asfollows: the caster’s Conscience
and Empathy scores drop to 1 (or ta 0 if they already were at 1)
and

Il dice pools for Social rolls except thase involving

Intimidation are halved (including thosc required to use Disci-
plines). All Merits that the character has pertaining to positive
interaction (e.g. Animal Magnetism or Sanctity) are neu-
tralized. Heart of Stone lasts as long as the caster wishes it o,

SPLINTFR SEFRVANT

Anotherritualdesigned toenchant astake, Splinter Servant
spment of Shatr of Belated Quiescence. The
two rituals are mutually exclusive, which is fortunate for man
becauseaSplinterServant of Belared Quiescence would beatruly
temifying weapon, A Splinter Servant consists of a stake carved
fromaree which has nourished itselfon the dead, bound in wax-
sealed nightshade twine. When the hinding is tom off, the
Splinter Servant leaps to life, animating itself and attacking

isaprogressive dev

whomever the wielder commands — or the wielder, if she is too

slow in ass

ng a target. The servant splits itself into a roughly
humanoid form and begins single-mindedly trying to impale the
target’s heart. [ts exertions tear it apart within a few minutes, but
if it pietces its vietim's heart before it destroys itself,
ably difficult to remove
main portion

is remark-
in behind if the

1s pieces tend (o rem
indelicately yanked out.

System: The ritual requires 12 hours to cast, minus one
per success, and the servant must be created as described
above. When the binding is torn off, the character who holds
it must point the servant at its target and verl
it to attack during the s

Iy command
me turn. If this command is not
given, the servant attacks the closest living or unliving being,
usually the unfortunate individual who currently carries it.

A Splinter Servant always aims for the heart, It has an
attack dice pool of the caster's Wits + Occult, a damage dice
pool of the caster's Thaumaturgy rating, and a maximum
movement rate of 30 yards per tum. Note that these values are
those of the thaumaturge who created the ser
individual who activates it. A servant cannot fly, but ¢
its full movement rating every turn. Every action it
attac

ormove toward its target; it cannot docdge orsplit its dice
pool to perform multiple attacks. The servant o
stake attacks that aim for the heart (diff
is judged as per the rules for a normal seaking (see Vampire: The
Masquerade, page 214). A Splinter Servant has three health
levels, and attacks directed against it are made at +3 difficulty
duc to irs small size and spastic movement pattems.

A Splinter Servant n effective life of five combat rurns
per success rolled in its creation. If it has not impaled its victim
by the last round of its life, the servant collapses into a pile of
ondinary, inanimate splinters. Three successes ona Dexterity roll
(difficulty 8) are required to remove a Splinter Servant from a
m’s heart withour leaving behind shards of the st

nd its success

vic

WaRD vERSUS KINDRED

This warding ritual functions exactly as do Ward v
Ghouls and Ward versus Lupines, but it inflicts injury upon
Cainires. It does not harm kei-jin (see Kindred of the East),
although Tremere researchers

re promising their elders a

Ward versus Cathayans ritual “any night now.

Wardversus

System: dred behaves exactlyasdoes Ward
versus Ghouls, but it affects vampires rather than ghouls. The
ritual requires
affect the

ablood point of the caster’s own blood and does not
ster. As noted above, this ward does not harm kuei-

jimandthereiscurrentlyno"Ward versusCathayans'

Lever Five RrTtuars

ENCHANT TALISMAN

This ritual is the first taught to most Tremere once they
have aained mastery of their first path, Cr
allows the thaumarturge to enchanta personal ma

existence.

ate Talisman

fabled wizard's staff) to act as an amplifier for her wil
wn isa great source of
1 talism

thaumaturgical might. A Tremere's talisn
personal prid
insult at the th

ny insult direcred
naturge herself. Many

nisan
s are Iaden
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with additional rituals (such as every ward known to the
thaumaturge). The physical apy nce of a talisman vari
but it must be a rigid object close to a yard long. Swords and

ing sticks are the most common talismans, but some
innovative or eccentric Tremere have enchanted violins, shot-

guns, pool cues and classroom pointers.

System: This ritual require

six hours per night for one
complete cycle of the moon, beginning and ending on the new
moon. Over this time, the thaumarurge carefully prepares her
man, carving it with Hermetic runes that signify her True
me and the sum totalof her thaumaturgical knowledge. The

N
player spends one blood point per night and makes an ex-
tended roll of Intelligence + Oceult (difficulty 8), ane roll per
week. If a night's work is missed or if the four rolls do not

umulate at least 20 net successes, the talisman is ruined and
the process must be begun

ac

in.

completed talisman gives the thaumaturge several
advantages. When the cha holding the
difficulty of all magic or magick that targets her is increased by
one. The player receives two extradice when rolling for uses of
the character’s primary path and one extra die when rolling for
the ¢k astings. If the talisman is used as a
eranaddirional die toroll tohit. If the
thaumaturge is separated from her talisman, a successful Per-
ceprion + Occult roll (difficulty 7) gives her its location.

If

gives that individ

cter

acter's

Weapon, it gives

n the possession of another individual, it
three additional dice to roll when using
inst the talisman’s owner. At
ials that target the thaumaturge
her talisman as a physical component may

talism;

any form of magic or magick
the Storyteller'sdiscrerion, ri

and

=
greatly increased effects.

A th:
Ownersh
individual

imaturge may only b one talisman at a time.
of a ralisman may not b

st create her own.

ach

transferred

Escape 1o ATRUF FRIEND
Oneof the few rituals available o the Tremere thatallows
1 for ation, Es

scape to a True Friend allows the

telepor

aster to travel 1o

he person whaose friendship and trust she
ritual has a physical component of a yard-
red into the bare ground or floor. The caster
may step into the circle at any time and speak the True Name
of her friend. She is instantly transported to that individual,

mast values. The

wide circle ¢

shereverihe: may: ba'it:fhe momment: She. does:tiot appedr
directly in front of him, bur materializes in a location within a
Ik that is out of sight of any observer. The circle
may be reused indefinitel

few minutes'w

1s long as It is unmarred.

System: This ritual takes six hours a night for six
nights to cast, reduced by one night for every rwo suc-
Each night requires the sacrifice of three of the
caster's own blood points, which are poured into the

cesses.

circle. Once the circle is complete, the transport may be
attempted at any rime. The caster may take one other
individual with her when she travel
go” cqual to her own weight.

aximum

or @

amour
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ATTUNING WARDS |
Some Tremere have servants or allies whom they wish
Yaulls il

k

w0 ptfrom the damg
compulsion inflicted by the various “Ward versus” and §
“Warding Circle versus” rivuals (Ward versus Ghouls, L |

pines, Kindred, Spirits, Ghosts, and Demons). Thistechnique
is taught to all Tremere who are taughtany of thése rikuals.
Itrequireseither the presence of each individual whois o be
exempt from the ward or a point of their blood when the
ward iscast. Thedifficulty of the roll to cast the ward is raised ‘
byone( imum of9). The may exempt
numberofindividualsequal whisTh ;
ng from each ward he casts. i

The caster of a warding circle can also temporarily |
enchant a specific being to pass through a warding circle |
cast by that thaumarurge. Thisrequires five minutes, one
point of the subject’s blood and an Intelligence + Occult
roll (difficulty 8). If this succeeds, the subject is exempr i
from the warding circle for one night per success, - §

WARD VERSUS SPIRITS

This warding ritual funcrions exactly as do Ward versus
Ghouls, Ward versus Lupines and Ward versus Kindred, but it
inflicts inju

upon spirits. Several other versions of this ward

exist, cach geared toward a particular type of non-physical
being
System: Ward versus Spirits behaves exactly as does

Ward versus Ghouls, but it affects spirits (including those
summoned or given physical form by Thaumaturgy Paths
al Mastery). The n ial component for

Ward versus Spirits is a handful of pure sea salt

el Five rit
are Ward versus Ghosts and Ward versus Demons. Each of
these three Level Five wards affects its respective targer on
both the physical and spiritual planes. Ward versus Ghosts

The other versions of this ward, also L

requires a handful of powdered marble from a rombstone,
while Ward versus Demons requires a vial of holy water.

VISCERATIKA

The exclusive possession of the Gargoyle bloodline,
Visceratika ty for
s made thereof. Certain Visceratika
powers also closely resemble some aspects of Protean and, to.a

5

an extension of the Gargoyles' natural affir

stone, earth and d

lesser extent, Vicissitude. Tremere in a position to know insist
that this is pure coincidence, but the few among the Gargoyles
whaoretain scholarly aspirations maintain that the Ga
Tz e the bloodline still maintains a
certain hold over its members

C
contrary to popular belief, the
Gargoyles are results of the €

wrel and

imisce blood used to cn

Tremere recently released a report stating thar,

wppeatance and wings of the
yoyle Embrace or ¢

ion
process, not side effects of Visceratika as was previously
believed. The implication is that other Kindred can learn




Visceratika and retain human appearance. The Gargoyles,

however, are understandably unwilling to share one of their
primary survival tools, and few other Kindred are willing ro
risk it in any ¢

® SHINOF THE CHAMEL EON
This basic power has saved countless Gargoy

committing breaches of the Masquerade —

just as many to ambush unsuspecting intruders. When Skin
of the Chameleon is in effect, the Gargoyle's skin takes on the
color and texture of the surrounding environment. This
coloration changes reflexively as long as the Gargoyle main-
wains a walking pace or slower speed. More rapid movement
causes the Gargoyle's appears

nce to blur, negating the cam-
vuflaging effect. If this power is used while the Gargoyle is in

flight, his skin becomes areasonable facsimile of the night sky

GARGOYLE

The Gargoyles' ability to fly is one of their more
noticeable traits. Although Gargoyles do gain enormous

strength via Potence, and they do sprout wings asa result of
being Embra nced bady density
(some Gargoyles have been recorded as weighing over 800
pounds) m ural flight an impossible proposition —
they don't have enough thrust-to-weight ratio to do more
th ¢ a brick with a couple of sheet-metal wings

aped on. The more biology-minded among the Kindred
have been wondering about this for some time.

The truth of the matter is thar Gargoyles shouldn't be
able to fly. Their abilicy to perform aerial maneuvers is
al (even for the Kindred) and is a direct result of
ion. The initial thaumaturgical pro-
e Gargoyles incorporated o highly
refined variant of Movement of the Mind as a fundamenral
component of the subjects’ magical makeup, making one
application of this one thaumaturgical path second nature
to them. This instinctive magical ability has been passed
along through their blood for centuries. The Tremere
scholar who gave the Gargoyles their flight capability in
this mannerwas destroyed in the Gargoyle Revolt, and it's
unknown whetheranyone else knewwharhe did. Thus, the
seeret of Gargoyle flight is most likely lost forever.

edorconverted, theire

s T

glide

Tremere experiment

cess that creared

For characters with more natural airbomne forms,
such as Gangrel in bat-form, Flight is a specialty of the
Athletics Talent, or at Storyteller discretion can be
listed as a Secondary Ability instead. Gargoyles, how-
use a unique Discipline called Flight that is only
ilable to them. All Gargoyles start with one dotin
Flight in addition to their initial three Discipline dots
further levels of Flight must be bought like any other
clan Discipline. As the character’s Flight rating in-
creases, so does her maximum speed.

eve

(though it will not shift to mimic nearby skyscrapers or star
patter 1d a black silhouette against a brightly lit skyline
is likely to be noticed).

[he player spends one blood point. For the rest
of the scene, the Gargoyle's Stealth dice pool is increased b
five dice. This power is subject to the limitations descrit .[
above; any ground movement faster than a walk negates this
power's effect, as does fligh (ar the Storyteller’s discretion).

*® Scry THE HEARTHSTONE

The backbone of the Gargoyles' strength as guardians of
havens and chantries, this power allows the user to maintain
vigilance over part or all of an enclosed structure. The
Gargoyle gains an innate sense of where all beings are locared
o are hidden by Obfuscate

within the structure, even those wl
or other supernatural concealment

Fricut

*  The character cannot fly per se, bur can soar
like a vulture or a hang-glider — as long as he’s not
rrying to carry anything, Maximum speed equals the
prevailing winds, or 15 miles per hour in calm

#+ The character can make running takeoffs and
can carry a maximum payload of 20 pounds. Maximum
speed equals 30 miles per hour.

see The character can perform a straight
vertical ascent if unencumbered, or can make longer
takeoff runs carrying up to 50 pounds. Maximiim speed
equals 45 miles per hour.

seee The character can carry up to 100
pounds aloft, though vertical takeoff is impossible with |
more than 50 pounds of baggage. Maximum speed equals
60 miles per hour. !

sevee The charactercan liftup to 200 pounds,
which should be sufficient for most playercharacters
prey. Maximum speéd of 75 miles per hour.

Every dotin Flight past the fifth adds a nal
100 pounds and 20 miles'per hour to the Gargoyle's
maximums. Celerity cannot be used to enhance flight
speed. Although Flight did originate as a modification
of Movement of the Mind, it is not considered
Thaumaturgy; Gargoyles with high Flight ratings may
have slightly effervescent auras, but they certainly
can't perform rituals using Flight. Remember — only
Gargoyles can learn this Discipline, and they'fe not
aware that it'sa Discipline atall. To the character, her
wings and her ability to fly are juse
her existence

or

ad

act and parcel of &
s a Gargoyle. i

Players who want to know what their characters are
capable of doing to devastate opponents from the skies
are directed to page 82 of the Book of Storyteller
Secrets for Vampire: The Dark Ages.
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System: The player spends a Willpower point to acti-
vate this power, which remains in effect as long as the
Gargoyle is within or in contact with the target structure, or
until the next sunset. Scry the Hearthstone may be used on
nything up to the size of a large castle, including a cave
complex, a theatre, a parking garage or a mansion. The
character gains an innate sense of the location and approxi-
mate size and physical condition of all living (or unliving)
beings within the structure. Topinpointaspecific individual's
location with this power, the player must succeed in a
Perception + Alertness roll (difficulty 6). If the subject is
attempting to hide, he may oppose this roll with a roll of Wits
+ Stealth (difficulty 6).
1y the Hearthstone may be used to detect the presence

of characters who are under the concealment of Obfuscate or

similar powers. In thiscase, the Gargoyle only knows that there
issomeone present — she cannot actually see the individual in
question. To determine the Gargoyle's ability to detect Obfus-
cated characters, compare the relative levels of the Gargoyle’s
Visceratika minus one and the intruder's Obfuscate as per the

rules for Auspex in Vampire: The Masquerade.

*®® BOND WITH THE MOUNTAIN

Similar to the Protean power of Earth Meld, Bond with
the Mountain allows a Gargoyle ro seek shelter within stone
(or building materials that are stonelike, such as cement).
The merge produced by this power is not as complete as that
made by Earth Meld, however. A faintoutline of the Gargoyle's
shape can be seen by the sharp-e

d abserver.

System: The player spends two blood points, and the
merge, which may only be performed upon bare rock or a
similar substance, takes four turns to complete. This power
hion similar to the Protean 3 power of Earth

the Gargoyle does not sink fully into the

outline can be
detected within the stone w ul Perception +
Alertness (difficulty 9) roll. A Gargoyle attacked while
Bonded with the Mountain has triple his norn
pool

substance with which he merges, and h

al soak dice
. However, if he sustains three

inst all forms of art:
lethal health levels of damage from a single attack, he is
forced out of his bond and suffers disorie
that rienced by an E
ber is interrupted.

ation similar to
th Melded character whose slum-

® e 2 e AnMOROFTERRA

This power, combined with the unnatural resilience
granted by Fortitude, is the source of the Gargoyles® ability to
withstand assaults that would rear lesser Kindred toshreds. An
individual who has r

hed this level of Viscerarika finds her
skin to have become immeasurably tougher than it once was,
and gains a higher pain threshold. She also acquires a limited
amount of immunity tofire (though she is no less terrified of it).

System: This power is automatic and requires no roll; it is
always in effect. A vampire with Armor of Terra has one extra

soak die for all aggravated and lethal attacks and two for all

bashingattacks, reducesall wound penalties by one, and halves

the damage dice pool of any fire-based source of injury. How-
ever, thedifficulty ofall touch-based Perception rollsis increased

by two due to the desensitization of the character's sk

®&888 F ow WITHIN THE MOUNTAIN

A Gargoyle who has attained this level of
no longer confined to the location in which he Bonc
the Mountain (above). He may now

wvel through stone and
concrete as if they were no denser than a thick liquid.
rgoyle guardians use this power to devastating effect when
intercepting intruders, while more subtle individuals find it
to be a highly effective method of gaining access to “secure”
areas. This power is of more limited use in this age of girder
construc

ion than it was when buildings were made of solid
stone, bu it still sees nightly use

System: Once the ct used Bond with the
Mountain, the player spends two more blood points to
activate Flow Within the Mountain for the duration of the
scene. The Gargoyle can move within stone and c
under the sa

ter

ment
me rules used for a character under the effect of
the Protean 6 power of Earth Control, with the exception of
the medium through which the character can “swim

The character can also use thi
stone wall and emerge on the othe
w

power to walk through a
de without first using Bond
h the Mountain. In this case, the player spends one blood
point and rolls Strength (difficulty 8, Potence adds successes
normally). The Gargoyle may flow through a maximum thick-
ness in feet equal to the number of successes rolled. 1f the wall or
barrieristhicker than this, the character is rrapped within ituntil
he is chiseled out or uses Flow Within the Mount

o escape.

CREATING COMBINATION DISCIDLINES

Just as characters should be able to work up their
own high-level Discipline powers, there are.cases where
it may be appropriate for them to create their own high-
level combination Discipline powers. Moments like this
are best treated like moments when a player asks to
create his own Discipline powers, but with even more
caution. Combination powers are very potent, and an
incorrectly designed one can unhalance  game immed|
ately. It is suggested thar if a player wants to come up
with his own combination power, that power should
never involve more than two Disciplines. Furthermore,
the player should have to spend extensive time
roleplaying his research or being tutored in this new art
by a Storyteller character who happens to possess the
knowledge the character wants — new ground is being
broken here, and that should never be easy. Finally, the
experience spent for the new power should be removed
immediately, not at the end of the training/research
period. In any event, the Storyreller should feel free to
reject any proposed combination Discipline powers for
any reason whatsoever.
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COMBINATION
DiscipriNes

Some ekler Kindred have advanced their n
basic physical Disciplines — Celerity,
tosuchadegree that they have developed powers inconceivable

ery of the
ortirude and Poten

tovampires of lesser ability and strength of blood. The following

powersareavailable tothose char:

erswhohave developedthe
listed Disciplines tothe required degree. These powerscannatbe

developed spontaneously — they must be taught.

FLEMENTAL STOICISM
lthough no

mpire can resist the sun's light inde

nitely, those elders who have mastered the powers of Fortitude

ta this advanced degree can stave off death for a few

rucial

moments. Elemental Ste

m also offers some degree

protection against fire.

Required: Fortitude 8, Obfuscate 4

Cost: 40 experience points, once the prerequisite leve
of Fortitude

nd Obfuscate have been reache

System: This power is involuntary and cannot be tumed
off. Every hour that the cha
the player must spend one blood point. All damage inflicted on

cter is exposed to fire or sunlight,

the vampire by fire or sunlight during that hour is changed from

aggravated tononags

avated lerhal damage and may be soaked
as such. This blood point use does not count against the
character's maximum expenditure per turn. A character whose
blood pool is empried by this power falls into torpor immedic
ately and begins raking damage normally if she is still in contact
source. This power does not protect the

Vaivipis & or belongings against such dnmegg she
may be able to walk through a burning building, but she'll most

likely walk out of it wearing nothing but ashes.

)
Marivr sRESILIENCE

Reputedly pioneered by the Salubri bloodline, this power

hasbeen demonstrated by membersof several other clansas well.
Martyr’s Resilience allows the vampire ro choose to absorb
injuries inflicred upon anyone whase blood he has tasted. This

power is not necessarily used for selfless means —

veral
Ventrue in London commuand small criminal armies of ghouls

wha seem to possess a disturbing degree of immunity to bullets.
Required: Auspex 4, Fortitude 7

Cost:
wtitude

3 experience points, once the prerequisite levels

of F

nd Auspex have been reached

cast one blood

point of the subject’s blood within the past year to employ this

System: The vampire must have ingested ar

power, and must be within eyesight of the subject when the injury
isinflicted. The player spends a Blood point to activate this power,
and the action must be declared before the initial victim rolls o
sk the dar Asaresult, a number of health levels of damage
equal to the character's Stamina are transferred from the initial

target of the artack to the character. This damage is considered to
have been inflicted directly on the character and is soaked nor-

MARTYR'S RESILIENCE: AN Exampre
Randall, a Gangrel elder (Stamina 8), a
pher, Randall's newly Embraced childe, are accosted by a
group of woefully unprepared Inquisitors. One of the
vampire-hunters shoots Christopher in the face with a
shorgun, inflicting a total of 14 health levels of lethal
damage. As Randall does not want to lose the comp:
ionship of Christopher, Randall’s pl s a hlood
point and transfers eight health levels of lethal damay
from Christopher to Randall. Christopher is left with six
health levels of lethal damage ro soak, which is still
painful but considerably more manageable. Both players
make their respective characters' soak rolls, pantor
spitting out some teeth, and prepare to teach the Inquisi-

d Christo-

ne

tors a lesson in dealing with elders.

mally. Any damage inexcess of the characrer’s Stamina s inflicted
ontheinitialrecipient of the damage, whosoaksit nom well,

The use of this power is completely voluntary — a
character cannot be forced to
or other powers of that sort

it, even through Dominate

UNASSAILABLF [JARRY
According to the Sabbat, one of the prir

that younger Kindred have in battling

technology — fizearms, to be precise. Many overconfident

ary advantages

heir elders is modern

elders have fallen to packs of diablerists with automatic
weapons, Some few ancients, however, have honed their
nd hand-eye coordinarion toan edge fine enough to

stop a buller, or at least to deflect one.

reflexe

Required: Auspex 3, Celerity 7

Cost: 42 experience points, once the prerequisite levels
of Auspex and Celerity have been reached.

Systems This power allows a character to parry projec-
tiles. The player spends one blood point and rolls Dexterity
+ Athletics (difficulty and number of successes required are
shown below) to parry ar carch a thrown weapon, arrow or

bulle

Onlysalid physical projectiles may be deflected in this

manner — Unassailable Parry has no effect on a stream of
liguid from a fire hose, for instance

Missile Toparry  To catch

Rock or grenade 4 5

Knife or shuriken 6 7

Spear 5 5

Hatcher 7 7

Arrow 7 8

Crosshow bolt 8 9

Bullet 9 9 (two successes)

on any roll
to parry or catch a bullet, the character still takes the gun's
base dar Any missile hurled with Projectile is considered
a bullet for the purposes of deflecting or catching it with

If the player scores less than three successes

Unassailable Parry.
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Death is no uhvm. of peaple who

even if these ¢

enough to act as executioner

Lao Tzu, The Way of

There are many observances and customs that are indig-
enous to the Camarilla, most of which are shrouded in
rradition and antiquity. However, the exact procedurals of
these customs has gotten a bit foguy at times. Everyone knows
that the Embrace is a big deal, but nor everyane is as sure as

to how one might go about it. There are certainly penalties

A Note

This is not a traditional systems chapter, in the
sense of “If you want to do this, spend X points and make
Y roll at Z difficuley” for every action imaginable under
the moon. Rather, this chapter details the way things are
done by the Camarilla, with an empl

asis on roleplaying
rather than dice rolling. The niceties and procedures of
the blood hunt and prestation demand attention if
they're tobe fully fleshed out parts of a chronicle. Hence,
the follow

evs fearec ( leath ol

honeld be rash

e, Witrer Bynner, trans

ittached ro breaking the Traditions, but how those penalties
orced or what they might be has been something of a
ery. Below,

my

then, is a discussion of some of the most

important traditions and customs of the Camarilla, with

ttention paid to their details and niceties

THEEMBRACE

The Embrace is the process of creating new vampires
from mortals. It works only on human beir

or (exceedingly
rarcly) creatures so close to human as to pass for them. The
right to Embrace new vampires is jealously guarded by the
elders of the Camarilla, who fear both overcrowding and the
ectof asea of hungry neonates seeking

1ils of how the pro

lder vitac. Even
ss is accomplished are

ometimes

rom the thin-blooded youth of the Camar

o

ncewhichpr

akes in o

entssome l\\ld;ulnHl;\h-\luu\-

gruesc ther cases
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ORTAINING [JERMISSION

vampires

Embrace othe

increaseexpor
While no one

amanged (the most

s the way the proces

rseem o be f

he alrernative

1rewand for exceptional se

v infiltrator or preventing
crade. At other tim

If the Brujah elder, who sits in ¢

in mind for th
timesthereisa

whichapproval can begive
the Embrace. M

mandate to creat

WHY CREATE CHILDER P
While

species, vampires don’t have any su

tals are driven by

UnNLIFE DURING W ARTIME

ments sc

ampiric population would
the Masqueradein the process

n gripe being that the Ve

greement is more or lessuniversal
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s

e His Majesty to

and renders him
factory result

Kindred trade prestation debis for the
te 4 new vampire is never
setitioning for such a boon
ither incurring tremendous

release the prince from immense

esthisboon hasaslong

already have sc

king the boon. Some
dby theprince, during

on her own as regands her choice.

logy to perpetuate the

excuse. On a basic

In wartime situation, the restrictions on création are
often relaxed. With the Sabbat pounding on the doorand
ntly mounting, the need for reinforce-
nes overrides the demands of protocol




CARE AND FEEDING

“The Traditionsstate thatasire is responsible forhischilder |
until he tums them loose as responsible “adults.” Bringing un
neonates can be a wunjm,‘ m.al; eqxcwlh fora v
embroiled insi h the basi -,|‘
vampiric existence — the clans, rhedeirima. the Masquer-
adeand the thingsthat canor cannotkilla vampire—and then
hopes that the neonate picks things up on her own. The
Tremere and Nosferatu are notable exceptions, as their clan
support structures mandate an intensive education of all new
members for the good ofall. Ventrue often plug their neonares
into their roles, teaching them just enough to getalongsothey
don' get any ideas about advancement.

A vampire whodoesn’t teach his childe properly runs
remendous risk. All of the childe's actions while he is
still “in training” are laid at the sire’s doorstep; ignorance
of the law is no excuse. Furthermore, even once a neonate
is let go, if he demonstrates a profound ignorance of
custom or hab reflects poorly on his sire. A loss of
status is certain; if the neonate’s ignorance becomes
dangerous, more stringent penalties may apply.

, it doesn’t make sense to Embrace mortals. A new
vampire is more competition for food, a hindrance during his
tion and, eventually, a potential rival. Furthermore,
within the guide forcreation established by the Camarilla,
“mbracing a mortal i
on valuabl

lev

edu

expensive. The cost of the right of
on or the forgiv
prestation debt; the permission roadd to C
not come che

cre

eness of a massive

aine’s childer does

Withall of these drawbacks, then, why do the vampires
of the Camarilla continue to add to the
several answers which combine to provide some justification
for the act, but none is entirely satisfactory on its own.

ranks? There are

First and foremost, the act of cr

iting progeny give
vampire an automatic ally (should he choose to impose the
blood bond). Even in cases where the bond is notemployed, odds
the neonate will walk a long way with his sire before
chousing his own path, giving the elder vampire support and
someone to watch his back in the murderous intrigues of the
Camarilla. Many childer do eventually grow to rival their sires,
butthatisa processof decadesor centuries, and in the meanwhile
the benefits of a reasonably loyal ally are incalculable. Some
Kindred go so far as to create large broods of childer, bonding
them and their childer in turn, but this practice is frowned upon
by the rest of the sect; no one wants ro

e any one vampire build

up too much of a personal power base, after all.

Second, er

ing a childe may be a matter of logistics.
Kindred who have had their claws in a particular mortal
industry for a hundred ye t the business has
expanded be bility to manipulate effectively. In
such cases, an nd protégé is required, and there are
times when a ghoul just won't do (for example, if the v
control of th:

nd their

ssistant

ampire's
business is being actively challenged, or if the

business has opened a new division involving rechnology
beyond the Kindred'scomprehension). In similar
vampires sometimes realize that they're behind the times on
matters like telecommunications, compute

ashion, older

and so on, and
Embrace mortals knowledgeable with such subjects to serve as
tutors of subordinates. The problem with this practice is tha
such tech-specific Embracees tend to have a limited shelf life;
within a few years of the Embrace their knowledge often
becomes outdated, and they, in turn, become expendable.

There are even Embraces out of spite, or todeny an enemy
a promising childe. Often one vampire will Embrace another
Kindred's favorite mortal, wreaking havoc on long-laid plans
and rendering the neonate useless to his former patron. While
such maneuvers don't amount to that much in the Jyhad, they
sti

| provide pleasant moments of spite for the new sire; what
worse punishment is there for an enemy than to see his prized
Such
side, though — by their very
ure they disrupt other vampires’ best-k

Some vampires do Embrace mortals for less pray
reasons. Toreador in particular have a habit of trying to imm
ze mortal beaury through vampirism, though other vampires
mble that they wish the Toreador paid more atrention ta
their childer's personalities and less to their looks. On rare
ngsoul
for the mort;
Such romances usually end unhappily,
optimists from trying. Occasionall
1in, the Toreador have made a particu-
reward

pupil and would-be childe blood bound to someone el
Embraces do have their busine:
n:

matic

oceasions, love does blossom between livingand u

one possible outcome of this sort of romance is
partner to be Embraced.
but that doesn't keep
ourstanding mortals (ay
ar hobby of this) are
with eternal lif
others of this i

And sometimes, just sometimes, a

for their accomplishments

scientists, artists, writers and
are thus brought into the fold, willing or no.

Composers,

pire succumbs o
the overwhelming loneliness of her condition B

nbraces a
mortal whomshe think might be sympathetic company through
the centuries. Such moments of creation are usually pooh-
poohed or explained as something else by the embarrassed sir
but they happen more frequently than one might think

WHAT Goes WRONG

The basics of the Embrace are simpl
drains his poren
of his own to pass her lips. If all goes well, the victim soon
awakens, ravenously hungry
of the Kindred.

. The would-be sire
al childe of mortal blood, then allows some

for blood. She has become one

In real life (or the World of Darkness), though, nothing's
that simple. There are complications and mistakes, errors and
tragedies that make the process of turnin mpire
painfully complicated. Some of those problems can be planned

for,somecan't, andall make thecreation of achilde an adventure.

The first, and most ob es when a
While not
common, this problem does occur, and it leaves the frustrated
sire with any number of problems. The local prince may rule
that the very attempt is enough to cancel the vampire's right

us complis

mortal, for whatever reason, refuses the
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tocreation; the v

npire is left with nothing toshow for having
expended his boon. More immediately, there's the question of

ved corpse with vampiric blood in its lips to deal with;

adn

police forensic procedure is certainly good enough to draw all
sorts of interesting conclusions from that body of evidence
nally, there's the question of the effect the frustrated E
brace has on the sire denied his progeny. Frenz
possibility, and un

-
is always a

ler the circumstances of a faile brace
that loss of control might be disastrous for the Masquerade.

Onasimilar note, there isasmall but significant percentage
of neonateswhosuffer permanent psychological damage from the
Embrace. Theexperience of dyingand then being reborn through
the blood is not a pleasant one, and any number of new vampires
have been twisted by it. The observed effects vary, ranging fro
mild phobias to full-blown dementia. Oddly enough, M
m largely immune to the mind-w:

an
rping aspects of
1s that need

itself; it is the members of the other cl
atch their childer's transitions carefully,

o w

Less pressing, but with longer-

mconsequences, is the
petil of doing too much damage o a potential childe before
the race. In theory, the new v
blood through a single bite. In re:

ampire’s sire drains his

lity, things can get messy
If the victim resists, or the vampire gets particularly energetic

amage can be done tothe neonare’s

adaver before the Embrace. Unfortunatel
become perm

inawv:

y, this injury can
nd be carried across into unlife, resulting
npire who is eternally crippled and awakens every
night with his wounds freshly reopened. Such an unlucky
vampire is unlikely to be well-disposed toward his sire.

nt

Once the new vampire s
food. New Kindred are inevits

wakens, there is the question of

v tavenous. Thisisunderstand-

¢ in theirsystems s that donated

able, astheonly blood they

by theirsires, whoareusually loath to give uptoomuch.
aneonate

such,
ges intoher new existence in the midst of ahunger-
nd w kwhatever source of blood is handy.
A wise sire keeps something (or someane) handy for just such

driven fre

an occasion, but as alw
Embrace is

s there are complications. When an

spur-of-the-moment decision, there usually isn'ta
convenient food supply around, and that means the neonate is
frenzying on the streets. On the other hand, particularly ma-
levolent siresmay indeed take care with the food they stackpil
for their childer — friends, lovers and family members offered

n excellent means foral;
vampire from his former existence.

upforskaughter nu

enating the new

BATTLEFIFLD PROMOTIONS i
Asignificant of off-the-cuff Emby 1
in the midst of firefights and other hazardous scenes. A
favorite ghoul or human is mortally wounded in the fray, and
the vampire has the choice of letting him die or Embracing
him. Such Emk: more forgivable than the
usval ruck and run of impromptu creations, and in such
instances the sire often gers off with a relarively lighr (a
compared to, say, being staked out for the sun) punishment.

es are séen

ACCIDENTS

It would seem nearly impossible to Embrace someone by
accident. Afterall, the processisa lengthy and involved one;
few Kindred arc so clumsy as to cut themselves accidentally
and then somehow manage to spill that vitae in just the right

place. Still, Caitiff come from somewhere, and there are more
nd more every night.
Mast “accidental” Emb

remorse. The scenario is

ces are the praducts of pity or
common one: Vampire feeds
(often while in frenzy), kills his vessel, and, stricken by guilt
or sorrow, attempts to make amends by bestowing immortal-
es usually
comes to his senses just as his childe is shuddering her way
consciousness, and more often than n
charge before she can fully awaken. The error is thus com-
pounded; a ravenous neonate, unaware of the Masq

wow wanders the streets while her sire c:

ity on his victim. Of course, the sire in these ca

abandons his

ot ede

protect her. To do so is to admit his viol:

ich brings with it the risk of destruction. The very
aws of the Camarilla prevent it fr

children, ironically pl

ons, wl

m protecting its wayward
ng the Masque ¢ tlals g wll,

The vast majority of accidental Embraces are created
by young vampires — 12th- or 13th-generati
or more powerful vampires who have or
Blood fe
rately educated properly in the ways of creating progeny,
and few take the threatened penalties seriously. As a result,
they have an unfortunate habit of screwing up, then aban-
doning their mistakes to the streets. Such “mistakes™ usually
findaw:

Kindred —

y been under the
nced Kindred are

r a shart while. Such inexpe

¥ to remove themselves from the vampiric commu-
e), but
gets T
I creation are real and do

nity (through the offices of the scourge, if nothing e
Caitiff whose line
The punishments for unauthor

woe betide the sire of t ed

get levied with stern regularity

Older and more powerful vampires occasionally create

be, such

t by accident as well. Unfair though it m;
Kindred usually have enough favors tucked

way, or are
valuable enough allies for a prince to have that they can
usually work some sort of dea lty.

toavoid the ultimate pe

PrESENTATION

One of the most important customs of the modern
rilla s t

Cam

of presentation. When a vampire ente

she is obligared ro present herself ro the local

prince
and request his permission to reside in his domain, even
temporarily. While the * is almast al
formaliry (refusal on the pare of a prince is a
and can even bring an archon calling to inv
disruption of usual routine), the procedure it
the backbones of the sect

ermission”

a

jor event,

estigate the

elf is one of

The primary purpose that presentation serves is that it

allows a prince to see just wha is in his city. Information has
t least has the knowledge of

are. Furthermore, t

power, and this way the prince
whaallof hissubjects putative

he formal
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presentation, with itsrequest for permission toremain, clearly

reinforces the power dynamic between prince and subject

the process is designed to reinforce the prince's stature

Conversely himself to the

mpire who refuses 1o pre

prince sets himself up for the attentions of the scc heriff as

n interloper. Kindred who ay

want to be identified as being in the city (or are just too damn

to present themselves), and as such, probably deserve a visit from

the city's law enforcement in any case to keep them in line

Procenpurars

There is every chance that a vampire who is new toa city

doesn't kinow who the prince is or where Elysium might be.

(The fact that this 1t be remedied by a lirdle

rance mi

researchonthe partfthe character — it'salways wise tocheck

RerusING PERMISSION
While it's not commen for a prince to refiise &

new

vampire the right tostay in acity, itis permissible. Some
reasons for refusal include:

® Overcrowding;

® The postulant has a bad reputation elsewhere;

* A favor toanother prince arelder, who wants the
newcomer kept on the run;

® Evidence that the new Kindred supports-one of
the prince’s rivals.

ut the lay of the fand before you travel
ibout.) Vampires who do know where t
:

before

ing in a new city generally

obligarions right away, presenting
prince and, if t

y're wise, to the elders ¢

e vampireswhodontknowwhere

islightly trickier process. They must hunt dow

the city and get the information on where

and do so before the local sheriff zeroes i

unpresented vampire, even one w

here Elysiu

The sheriff r

rakep

and take him to the prince himself, or he

opportunity to beat the hell out of the “cr

If the newcomer is lucky and

she nee ind lays low until thy

Elysium. At such a time, she makes a bee

hopes of getting there without incident or inte

other Kindred {who ma
last chance to pick off

is presentec

inted permission tostay ir

the prince’s presence aresident of that loc

she may not get an audience or mi;
to stay. In that case, the vampire ha

get out of town immediately. She can

Elysium, bur surviving until then may

e, then it can becc

rgame”). Should

ght be ref

isn't worth worrying

take care of their

mselves to the local

o their clans as well

e rogo, however, have

to go and what ro do

on them. If the law

ho's making a serious

pen

pity on the newcomer

line for the court, ir

erence frc

well

1thecity, and leaves
Ifit
ed per

ses poarly

sior

st duck for cor
ry again at the next
fifficult




The actual process of presentation is short. The postulant

|, whoannounces hert

giveshername tothe seneschs
when th

theprince
permits. The newcomer is then ushered

nto the prince’s presence and formally presents herself,

hernameand clan and requesting permission tostay (or just vi
in the city. Often the prince asks about her business and lineage,
answers assiduously taken down by the seneschal for
frer that, if all goes according to plan, the
itor and rurns her
pointon, it's up to the

prince recognizes the

loose on his city. From

dividual vampire to make her way

DESTRUCTION

Deep down, on some aravistic and predatory level, @

133
vampire secretly wants to be the only one in existenc

However, acting on this nagaing little impulse tends to.c

e
all sorts of problems with the Camarilla social order. As a
ction of other

result, the de: ampires (at least those

belonging to the sect) is stricely forbidden, save in the most
exceptional and unusual of circumstances.

WITHIN THE SECT

Murder of other Camarilla vampires is one of the mast
severe crimes one of the Kindred can perform. A murderer of
fellow vampires can expect to face Final Death in an extraor-
dinarily painful manner f she is caught, both to punish her and
towarnother: st repeating her mistake. The stated reason
for such draconian penalties s that killing a secrmate weakens
the Ca

illa’s defenses a which makes
perfectsense. Killa Camarilla vampire and you save the Sabbat
the trouble of doing the same. Then again, there
unspoken re
the elders’

wsons for the prohibition, most of which stem from

r of being overwhelmed by a tide of younger
Kindred. By legislating so heavily against murder and by
ct in their childer, the elders
work to keep themselves from becoming rargers,

inculcating a loathing of the

Kindred who murder other Camarilla vampires can

osest friends
and allics. Enemies of the victim may offer some token

expect little help from anyone besides their

assistance or protection, but most will be content to reap the
benefits of the murder while allowing the acrual murderer to
take the fall. In the meantime, the prince and all his officers

swoop down on the offender like avenging angels, making

GREASING THE SKIDS

Kindred who have supporters, sires or allies in a city
find the process of presentation to be an casy one. Such
re escorted by their sires or patrons, and are
usually recognized immediately. By doing so, the prince
avoids angering the postulant’s supporters. At the same
time, the presence of said supporters indicares that the
a place waiting for him in the city. The
latter is important, asit assures the prince that he’s getting
a reasonably responsible new subject, as opposed to an.
anarch or rabble-rouser who might well prove a threat.

vampire:

punishment swift, deadly and public. Doing so is a neces

therwise the supporters of the vicrim may decide to ¢
ers into their own hands and trigger a bloodbath. Such
afeud ¢

1 tear a city apart in a matter of nights, making the
metropalis easy prey for the C

nemies.

Out SIDE THE gr-(

The rules about murder change when the putative victim
isn't a member of the Camari bhat vampires are fair game
almost all of the time; the more dead Sabbar there are, the
happier the Camarilla authorities are likely to be. Dealing with
the independent clans is a bit trickier. While the Camarilla
doesn’t necessarily like the Setites, Ravnos, et alia, it does need
to avoid alienating them ro the extent that they become die-
hard enemies. That me treading carefully
independents, especially as regarding touchy subjects like mur-
derand the like. A Camarilla vampire who decides torid himself
of a pesky Giovanni pern
the e

1

ound the

ently had best be sure to hide all of

idence — including the ghost of the deceased — or risk
beingrumed overto those

he has wronged as punishment should
he be caught. On the other ha eht, those in the
know about his deed may well offer subtle congratul
even raise their estimation of the successful

tions, and

assassin.

W ALKING THE BEAT

There are those Kindred whose titles put them in posi
tions where they may well have ro kill, and kill repeatedly.
Scourgesand sheriffs in particular face thissituation. Scourges
are often licensed to kill (as it were), armed with a mandare

toremovea city's surplus population. Abuse of that privilege
(“That was your childe, Your Majesty? I'll be hanged if he
In't look just like a Caitiff to me.”) can get t

the hit list himself, but most scourges are ar least

¢ scourge on

areful about
when they overstep their bounds.

Sheriffs face a slightly different problem, as they're more
likely to be confronted with kill-or-be-killed situari
observing breaches of the Masquerade or apprehe

ns when
Wling crimi-
nals. In those cases, if the sheriff can ar least offer a solid

explanation for why he felt it was necessary to bring the
hammer down, he usually gets off scot-free. M

lany princes sce

ng attention to neonate claims of brutality by a sheriff as

clinedto

re in

giving the rabble too much credence, and are
rrust their appointees than they are to listen

the vampiric
nusses. So long

a sheriff (or scourge) picks his rargets well
and doesn’t destroy someone with a powerful patron or protec-

the odds are that he won't even be interfered with. A wise
prince has someone watching both his scourge and his sheriff
to keep

ror,

n eye our for abuses, but both positions come with

wide latitude when it comes ro eliminating other Kindred

Broon aNn DIABL ERIE
The m

murder others is blood. Kindred vitae is more potent than that

n reason that most vampires get the urge to

of mortals; it tastes better, is more satisfying and under certain
ily increase the powers of the
vampire whodrinks it. That's why the practice of murderingfor

CIFCUMSTATICES CAN fempor,
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BLOODBATHS

Every sooften, the pressure in a Camarilla city

ilds
up to the point where the only possible escape valve is an

ion of violence. The combination of restrictive

princes, erful elders and excessive numbers of childer
seems to be the perfect recipe for this sort of outhreak,
which consumes both mortal and vampiric society in

chaos and flame. Chicago in particular has been prone to
these spasms of bloodshed, during which vampires
P

1 war on the streets and the casualty lists run oy

Usually the violence lasts for a week or so, during which

time the prince and sheriff are too busy trying to clamy
down on the city as a whole to prosecute individual
murders. That doesn't mean that any acts committed
furing the rioting won't be prosecured later,
way these

breaks have a Mardi Gras-style feel of permis
sibility to them. A killing done among the frenzy

f a
Kindred-style riot issomehow more likely to be excused ot
let offlightly by a prince
homicide th

na single premeditated act of
disrupts a careful peace

murder itsel

all is the practice
able by the black threa

less than Final Death if ¢

(instantly idene

benign neglect s

metimes applies to the nc

lers (if nothing else, it’s treme

evensucceedatit, but theyt

cafter. A prince who catches a diablerist
frender's
i for other K

tremendous spectacle of the leat

< an objec

b tting ideas about s

plementing their

Ni1cHT COURT

The laws at the he:

Traditions. Everything else is variat

ever, some 4000 years of history and trad

weight, and when iscalled in the courts of the Cam:

40 centuries are look
1
and until we
id just that. Absolure

Kindreddispensedjusticean

down on the sect’s adherents

Princes are tr

fren Hammurabi and [




It Gers WoRse
Implicit in punishment from one’s sire is what sc
tes call “Wait ‘ill your father gets home!”
“Take yourmedicine from yor

nec meaning,

sireand smile, because ifhe

hands your ass to the |
caught by an officer

Those
the city and handed over to the;
and it's all downhill f

rince, you'll really get it.”

prince g rom there
Inwichcases, the sire Walso hauléd up on che carperarchis
time, and ;-.m.m right alongside his errant fle
NecllessEiay: asire punished thus is norg
disposed toward his childe afterward

~-uH

ingtok

(usually Ventrue) carry the burden the laws thar the

e decrees. In the h

igher echelons, the justicars are respon

for enforcing the laws of the Camarilla over the

wsisted by any archons they choose.
Most K

red laws specific to city deal with

that city. Such modi

ficationsrothe C;

rilla's basic legal cod t primarily

g are

to keep the Masquerade and the peace (althe reti

there’s very little difference between the two). Such

usually ju s on the Traditions,

aws are
t variat y relate to

aditic

ndliti

s unique to the city. For example, the First
isconsidered essentially inviolae, b

1prince may fur

on contact hetween mortals and vampires, suc
1 Kindred may walk

at would mark her as unt

decreeing

among mortals so lor

tural, or that even casual

tals and Kindred (beyc
g city like H

wact berweer

of bounds

Se

radition may be interpreted with regard

the haven's environs to a one-block radius, while in crowded
San Francisco, only the haven apy

te b

ces have
1. Most

he when it con
to make

minutiae of every city’s laws, so

unlikely

forced ar e otherwise running s

and keepers are expected to | of chang

AWATC

to pick them up withe

or disrupti

imogen are rold to inform their clans regarding each law as
made, and sires are expecte h their childer
If |I|\hm|i|\I‘ decides o rule on a Tradition's inter

it expects that the decree will

ysend around the justicar

make ce

are too busy running the

swing the newest proclamation t the lette

monly do their bes

days, it'snot uncom:

Bustenl

How ex

t in flagrante?

I
tion, and e

his

olling the st

uded in a sher

s job descrip-
ven with a cadre of deputies, there's nc

way he ¢

sse can be everywhere. Law enforceme

, therefore,

It Gers WOoRSE
icit in punishment from one's
neonates cal " meaning,
“Take your medicine from yoursireand smile, because ifhe!
hands your ass to the prince, you'll really ger ir.”
caught by

Imy

re is whar some’

“Wait ‘till yout father gets home

Those
ficer of the city and handed over ro the
ither,"

It

prince gotig 2 it's all downhill from there
Insuch cases, the sire isalso hauled up on the carpetat this
time

Nee

dispused toward his childe afterwa

ind punished tight alongside*his erra

less tosay, asire punished thusis not goir




often runs largely on tips from other Kindred in various
eper of Elysium may warch for violatio
Elysium or the Masquerade in her purview, while the scourge
tracks those viol

stations. A

ng Tradition and city law in the barrens,
and the sheriff's deputies are informed to watch around them
at all times. A few times, mortal television cameras or obser-
vant ghouls reading the newspaper have caught wind of
Kindred law-breakers. A neonate who happens to look up at
the right moment and see the crime may go to his primogen or
elder with the information (which often results in the elder’s
taking credit for the tip-off.) The majority of amests and
¢ based ontips to the sheriff or prince, often complete
with set-ups toensure the proper authorities carch the offender
ed to be

*troublesome” by the prince for whatever reason, the authori-

red-handed. When the Kindred in question is conside

ties can be inclined to utilize normally untrustworthy sources

or even entrapment — anything to get the offender. There is
o habeas corpus among the Kindred; the prine

absolute

s law is

and how he choases to enforce it is his |

siness.
This is not to sa
they oftes
prince’s purvie

y that Kindred don't get away with crime

do. Those who do know exactly where the
stops, where they are likely to be unobserved,
of shadows. They

and what can be done under cov lso often

know what the sheriff's price

i failing that, his weaknesses.

What happens to a Kindred caught breaking the law
That can vary greatly according to both the circumstances of
the crime and when the errant one gets before the bench.
Ifthed
and deals with him. Publi

linquent is lucky, his elder or sire catches him first

y, the sire does as much as possible
tosweep the incident under the rug or at le:
A slap on the wrist

nd the proper hang-dog attitude can go a
m. As the sire can be held responsible for his
the less people are thinking about a wayward

childe’sactions, the less people are likel

vturnon thesire. The

nobreachof the Masquer-
e has been incurred, but is unlikely to make too great an issue

prince will want tomake certain th

of it. Behind closed doors, however, is a completely different
scenario. The sire makes very certain that the childe under-
standswhat he did wrong, how much the sire did toclean up the
mess, and how much the childe will have to do to repair the
damage. A plethora of apologies and some groveling contrition
isonly the first stepin the offender’s rehahilitation. The sire may
also demand that the childe perform certain acts of retribution
or “ground” her, allowing her out only to hunt and then only if

she is in the sire’s company. More severe discipline, ofte

involving physical punishments (such as breaking every hone
in the offender’s hand every night for a week) or privare
humiliation, is also commaon, particularly if the sire in question
is well-distanced from his fading Humanity. If the childe rrears
thematterlikea lark and shows no contrition (indeed, if she aces
like her only mistake was to be caught), the sire is perfectly
within his rights to punish her even more severely.

Trials depend
precedent; there isnothing in the Traditions or laws that gives an

ntirely on the whim of the prince and

SHYSTERS
Shakespeare might have advocated killing all the
lawyers, but a lot of the most infamous shysters end up
in the Camarilla’s considerable system. Public de-
fenders are often selectedias potential ‘childer by

Brujah, enterrainment and: copyright lawyers find |

s into the Toreador, and corporate lawyers
and district attorneys are ¢hosen by Ventrue, Once
inside, these advocates often pick up right where they
left off, learriing as much as. they can abodt the
Camarilla’s laws, the insand outsof agiven city's body
of law, and eyery imaginable loophole in the Tradi-

their w

tions. Often, those who are very serious about further |

study learn with the law-givers of old, from Greek
solons o Enlightened thinkers and éven a select few
“modern” lawmen (rumored to include such luminar-
1es
Some who have raken study at the Academie in

s Daniel Webster and William Jennings Bryan). |

Lichtenstein recall nights spent honing debating skills |

under the watchful eyes of former Roman constls o
Sanhedrin members. Graduates of the Virginian remi-
nisce about the time that Clarence Darrow, fresh from
the Scopes trial, was brought in for a guest lecture
(whereupon his o
the school’s president).

d was

ped of the encounter by

Those legal eagles who served as defer
often continue their crusades during their unl|

s Ay

well, offering their services to those Kindred who have ©

norecourse orat the behest of the Kindred's clan. As in
life, thase who work as soli

itors can command exorbi-
tant fees for their help, and a clan ean be
quiring a lawyer for their cl
thereby practically selling themselves into slavery, or
hoping the clanmare can help herself. Self-prochimed

ced with the

choice of

nmate and |

“public defenders” are rare, but finding one is the |

greatest good luck @ desperate Kindred might have.
Many times, the defende

are known anly through
word of mouth and the occasional tattered business
card that has been carefully passed from hand to hand.
Chances are that thesé advocates work the courts for

the rush of victory rather than money. One Toreador ||

lawyer described closing-statement oratic
form no less beautiful or awe-inspiring than painting a
portrait, while a Brujah attorney
victory to be Better than any vitae he'd everdrunk.
While these advocates rarely request money — muost of
their clients are indigent with equally indigent
anmates — a
her

se Kindred finds some way to express
Commensurate boons (major or life),
loans of Influences, assistance, information, heirlooms,
bload dolls, the teaching of new Disciplines or Abil
ties, even service — all have been offered as payment

at one time or another.
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accused any sortof eights. A prince may decide t let the aceused

sh in an oublictre, and none could gainsay his che

litionally, the prince, with the primogen counseling, ac
judge. The clan of the accused may levy for an elder outside the
city or even an archon to preside, if the clan carries sufficient

clout, the crime is sufficiently serious (anything which mightend

inFinal Death as punishment isdeemed sufficiently serious), and
enough doubt is engendered

ding the prince's capaciy for
judgment. The last is a tricky gamble; accusations of incompe-

tence can spiral off into completely separate quarrels, while
prejudice is very difficulr ro prove. Some modern Kindred ar
tempt to call in the %

ial publicity” gambit, bur these arc

usually lughed out of Elysium. All offenders are deemed guilty

until proven innocent, with the burden of proof on the accused

The guilty one is usually expected todefend herself, unless she or

someane in her clan can procure a Kindred willing to act as her
wvocate. If the prince is not sitting the bench, then she and her

er of Elysium may be acti

s prosecution.

When vampires have the ability to mold the minds of

others or create illusions of events, digging out the truth can be

difficult. A personon the stand or her defender may request that

her aura be examined durin, stioning, or that her memories

be searched for evidence of a block or tampering. If it becomes
evident that the accused is telling the truth (as she believes it,

regardless of whether or not it is actually true), circumstances

demand that she be allowed to have the block examined
Unfortunarely, the most skilled at such activities tend to e

Tremere and Malkavians, and even the threat of death may not
be enough to persuade the accused to allow either clan into her

thts. Those who search the minds of witnesses are ordered

r that they will not interfere or tamper with anything
else,but therehave been incidents where ather information was

extracted during the inve ionor the block being ¢ nined

was merely tamped down even further and more seamlessly

der on trial,

A prince may attempt to place an offendi

butmany elders sneerata prince's authority, refusi

rappearin
courtandsending thesheriffback inseveral boxesfor the temerity
of suchademand. In such cases, a prince may appeal toa justicar

for assistance, whereupon the justicar determines if the ch

meritaconclave. If they do, the justicar calls for asmall conclave
for the purpases of a rial, usually holding it in the city concemed
Such a meeting is not as widely announced and advertised as a
regular conclave, being reserved specifically for trial purposesand
not intended for any other business. The elder may choose 1o

have an assistant help her with defense; otherwise, she's on her

own. Whena prince breaks the law, the matteris considered one
for the conclave, no questions asked. Princes are expected to be

the bulwarks

f the Camarilla in the cities, and one who shows

disregard for the law needs to be made a very public example.

Thase who have broken the Traditions in some widespread,

spectacular fashion that affectsar vor nation are also placed

on trial at conclave. Trials meant for conclaves may be held in
reserve towait forone of the annual ones, or may be called within
the city strictly for trial purposes with littke other business

Trie Guok 1o i CamaraLa
128




As per the Fourth Tradition, a childe's sire is punished if
the childe

s the law. Most punishments of this sort
and visible, a firsthand look for the childe
ppen to her and a visceral reminder of the

wsually very pul
at what will |

change in her circumstances. The impetus is on the sire to

and guide his childe appropriately so this sore of thing doesn’t

happen. Chances are, if the sire survives his punishment, the

d

childe will lear her lesson if she hasn't already. The sheriffa

prince usually handle these breaches within the city

When on mial, an accused can usually expect tosic quietly

(sometimes gagged or Dominated into sikenee), listen ro the

accusations thrown at her as fact, and then respond w them as

best she may. If she has legal assistance, the lawyer may call

witniesses or request that her client's memories be examined for

tampering. Some primogen have been known toneedle atcertain.
If, long enough to plant sceds of
doubt in the other primogen’s (and sometimes the prince’s)
minds. A prince may, however, by right of her station, deny the
offenderany ch

issues on their clanmate’s beh

nce tospeak and passsentenceatonce. Thoseon
¢ are of sufficiently high station to gamer
themselves some chance o speak, and they do not waste it A
on has been known to save many a prince from a
midnight pyre or the nexesunrise, although how she will face her
city later is another matter.

s can be nightmarish affairs on many levels. For the
accused, it my

trial at o concla

moving o

Tri

w endluring slander, the scom of peers, haying
temories rifled through, and the real threat of Final Death
inas painful a method as possible. Is icany wonder, then, that all

one’s

thestopsare pullecoutas thingsgrowore desperaceDuring this
wctly who her worst
enemies and greatest friends are. Clanmates and friendsmay dig
raordinary debt theough bribing and favor-
currying with the prince nWmml.ul[\\'vwIa..l]hmmhn\p‘ ik

time, the Kindred on the stand leams ¢:

themselves into

on the defendant’sbehalf, while tryir

punishment.
g with a mor
or another Kindred who was likewise in the wrong, or failing to
ngs with other Kindred. The
al can expect to be called on the carpet in Elysium and
embarrassed before all and sundry. The harpies usually strip him
of part or all of his reputation, and may even go o work spreading
word of his foolishness as punishment. Any city positions he held
he must relinquish immediately to his second. He can expect to
bee left off guests lists for a long while and generally ignored and
snubbed, all the while being watched like s hawk for hisnextsuch
slip. Socially oriented clans, such as Toreador and Ventne, fear

crimes are not serious enough to warrant phy

Such crimes include a bad judgment call in deal

follow proper etiquete in deal

crimi

such punishments dreadfully.

Physical punishments call to mind the old methods of
marking criminals — cutting off hands, branding, scarring,
flogging and the like. These rend o be reserved for anarchs (if
those offenders aren’t killed outrighe ke the Brujah,
althoughia prince may choose to levy
anyshechooses. Toensure the visibility of the punishment, the
offender may not grow back the missing body part for a specified
mount of time, or must rerarn every night 1o have the brand
reapplied, or some such. Those who attempt to dodge their
punishments or who ignore them are oftensubject ro the blood
hunt, as they've proven themselvés to be incorrigibly recalci-
trant, and thus not worth saving

The creative punishments are the ones thar make any
Kindred with halfa brain eringe. This could be anything from
giving theoffender overthe clan he wronged inthe ca
Brujah and Tremere, terrifying in the case of Malkavians) to
sending hifvon a Diogengsdlike quest. Creative punishments can
produce some. .. interesting résults. One unruly Brujah, ordered
to clean his elder's library and work through a reading list in
kesponse to some bad behavior in another’s domain, discovered
T di ,and

wish to ensure that they do not have the chance mdu 50. The
Kindred's primogen may call upon years of prestation debr to
ensure a more reasonable outcome of evenrs. Officers who are
fsare often tom inseveral different directions,
icted not to “abuse” their authority by the prince, wanting
10 help a friend in trouble with information granted by ther
pasition, and often having their persistence threatened by higher
powers. Not a few Kindred can recall er

clanmates or frie:

ins

al picces of evidence

sudddenly going missing due to a prestation debe called in or a

witness who“took a trip” down into the sewers at the wrong time.

[PAvING THE DRICE

Punishment:

Kindred societyare very public, andmeantto
drivehomeamessageabout the wheelsof justice and the Camarilla’s

willingness to use any means to keep order. Most punishments

given by princes and archons can be divided into the social, the
physical
do privately with their offenders is up to them entirely.

Soc
whase unreleased childer have offended, and on those whose

ind the creative; what the siresand clan leaders choose 1o

Al punishmentsare the sart most often inflicted on sires

ylik yofthechsics he'dbeengive

Wi ~|.Bstrt‘nszmnpmu:tulr.ml.dnwnK dred who were mortal
contemporaries of Jonathan Swift. Us
punishment” is semantically equivalent to “creative torment;”
few princes are a5 interested in rehabilitation as they are in
emphasizing their authority and extracting vengeance.

Those tried at concl: f erious punishment in
accordance with their crimes. The accused, however, is not
without options. She may challenge the ruling by requesting an
ordeal, created for her by the justicar. An ordeal may be quite
lite specific time
her assigned
task to the justicar's satisfaction, she must accept his sentence.

+ however, “creative

lly any exacting task imagined, mandared with

limirforcompletion. If the accused does not compler

Should the crime be considered too heinous to allow the offender

may challenge ane of her accusers to ritual combat.
Like the ordeals, a rial by combat can include practically any
bizarre detail, from blindfolds to forbiddance of weapons or Disci-
plines. Many times, though, these combats are stacked from the
beginning,and theaccusedseestheoptionasaway todiconhhisfeet
rather than on hisknees. (Ifhe gets lucky, he might even get to take
out one of the Kindred who screwed him ov

n the process.)
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y simply mes

THeConNcr

The conclave is th

which every vampire ¢

which u f rhe Camarilla. F

elders, it is a ¢, an opportunity

constant interr children.”

nd (if one b

many cring to the anar

Sal

laalt

For the anci
lanmates
e couray

want has bested hi:

w the
meet

nd deal with them without

1t continues to keep
s and

veachance of bein

on the dire

e w
lare to the Kin

wlingconclave is

pically made in Elysium, with the news

ComMmoN ORDEALS
* Withstandir

snlightorflame for a pre-ordained time

I, such as withstanding weighted press

accused frenz

any point ¢
of other Kindred who are free
1. If the accu

* Walking a gauntle

roinsultorartack the ace d responds in

any he fails,

wething (such as a scrap «

phire) for the justicar within a pre

wdained time lin

= Sitr for a d:

otherwise breaking concentr

Ordeals are a serious business, and their creation is

ymething justi

gesting a frivolou

find himself serving as a guinea pig instead




COMMON SUNTUNCES
Some more common punishments levied by
princes include

Mi

* Forced servitude to another Kindre

or Offenses

or even a

n for a year and a day;

ghoul, «

* Menial labor, such as street cleaning or running

nds for another vampire;

in the stocks at Elysium; (This punish-

mentisparticularly popular with princes between three

* Displ:

and five centuries in age.)
* Loss of ticle.
Maoderate Offense:

pporary exile from the city;

. T.

* Stripping of debts or boons;

* Removal of retainers (whoare either assigned to

other Kindred or killed outright);

* Loss of domai

* Forcing the offender o take one or even two
draughts of the prince’s blood, bringing him close w0
being blood bound. It is rare, however, for a full bond
to be inflicted; the primogen council generally gets
upset at that sort of thing

Serious Offenses
* Destruction of the vampire (often by staking

him out for the sun);

« Destruction of progenys
* Permanent exile;

* Forcible donation of some of the offender’s
Blood to the local Tr

mere chantry, as a surety for

wl behavior.

Onlya

with a few notable exceptions

carried back ro absentees via childer and coterie mate

justicar may call for a conclave

(such as the former Gangrel justicar’s septennial New Orleans

party), they are rare and erratic events. The logistics involved

with running one of these gatherings do not make it a thing

be announced on a whim; by the same token, canceling
est duress, Because so

conclave is only done under the gr

many of the attendees are frequently elders and other pote
blooded Tuminaries, the location of the gathering is often kept
secret for as long as possible, even as the conclave’s onganizers
try tokeepin mind the travel times and needs of those whomay
be coming from a great distance.

Justicars only call conclaves to deal with dire circum-

stances — individuals or situarions thar threaren or regard the

Camarilla

vwhole. The logistics of travel, ace ions

and the Masquerade make this a requirement. In addition,

arding the Traditions,

conclave froquently makes rulings reg
taking the opportunity that having such an ussembly to discuss
atter of th

issues presents. At the annual conclave of ‘94, the r

Internet was discussed with regard to the Masquerade, along

A number

with the Second Tradition as it related to Web si

ing the great many attend-
«d in the

of elders saw an advantage in inch
vers

nore

nd ancillae who were
n of the younger V
acquired tremendous prestige as a result of their performances.
are called as tri erful Kindred,
between elder Kindred or to
depose corrupt princes, such as the Minneapolis Conclave of

ing neonates

technology in the discussion; cen ntrue

Some conclaves

s of pov

to contain destructive quarrels

1887 when the despotic Prince Cyril Ximenes was brought to

trial for his unrealistic rding the Masquerade

ns of enforci

i such,

and even more outrageous my

Notallwhoattendconclave are strictly regarding business,

though — many vampires attend conclave in order to meet
othersof their clan and sect, both for business and ple The
ny vampires in

sure.
e with so m:

hustle and bustle of a concl:

attendance makes it an ideal place 1o meet contacts for back-

nectings that do

room deals, or for groups of elders to gather for

not look any more suspicious than their usual social soirees.

For young vampires, the conclave is one of the few benefits
that Camarilla membership can offer. The opportunities to
e can boggle the mind, and for

nd network ata concla

soci;
number of neonates, this becomes their first look at the much

ter world to which they belong. Not a few sires bring their

childer here to introduce them to more of the clan, perhaps
grandsives and great-grandsires, or togive thema firsthand lesson
Young vampires may
speak in assembly and voice their opinions, and a well-spoken

in the political structure of the Camarill:

neonate with a sharp mind can impress potential mentors while

buttressing her own sire’s reputation. The young ones may vote,

nd by this believe thar they have some small amount of contr
over their destiny ina society that limits their benefits according
totheirvampiric age. Most ancillac and elders agree thar by these
small things (and they are small indeed by comparison to the

larger scope of vampiric society) the young ones are kept a lirtle

more content, are made less likely to start an

Revole, and may be carefully guided into becor
generations to carry on tradition (and Tradition).

MAKING ARRANGEMENTS

ed, conclaves can be

For as quickly as they can be
sperienced hosts

logistical nightmares for even the most
Few vampires attending rarely have any idea of the scram
bling thar went on behind the scenes to reach the point

is actually a working ev

n the conclav

where

SECURITY
When a justicar calls for conclave, he us

lly publicly
month before the event prope

on

announces the loc

ion often have news

Princesand harpies incitiesaround the n.
of the event before it is officially named, butannouncing things
before the justicar does so rouses righteous ire, both for the
al for alertir

breach in protocol and because of the poten

1
d

enemies. Thisis primarilydue to concemsregarding Sabbat

he less

anarchattacks— thelesstime the enemy hastopi
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likely they are to mount anything organized en
The news of a conclave is typi

ugh tosucce
ly given first in Elysiur
spread along the lines of gossip (of which there are many in any
city). Those who might not attend Elys
news from friends, clanmates

m can still receive the
nd childer, and only the most
isolated Kindred (ordemented Malkavians) are unlikely tohear
the call. Inyears when the Sabbat have been excess
double bluffs regarding location are not u
can be tricky and dangerous for those attendees who miss the
latest news (along with the Sabbat packs) and end up walking
into a large-scale trap
1957 when a conclav
to be

common, bur this

aresult. One such disaster occurred in
s called for Rotrerdam, then revealed
ing place in Brussels a little too late and a litdle wo
secretly for a collection of visiting American elders. These
unfortunate tourists learned too late thar the Sabbat in Europe
and tha they

are just as vicious as their American counterpart:
don't take well to being tricked.

Some have debared (under the guise of security concemns)
changing tradition so that only those invited may attend con-
clave. This notion has been vetoed as often as it has come up,
primarily because tradition demands that any who hear the call
may attend (and changing tradition is considered ro be slightly
t than stopping Niagara Falls), and secondly because of the
concems over putting out enough invitations. Someone would
be forgotten, insults would be perceived, and things would
inevitablyand rapidly deteriorare from there, Thase whosupport
theyounger vampiresalsofear that the conclaves would lose some
of their liveliness without the young ones debatingand partying
Ifnothingelse, the parties and clan meerin hi

Idersthat

of errors about trying to contain a threat without breaking the
Masquerade or alerting those within as to the bubbling crisis.
A chiefof security may choose deputies o assist him, usually
selecting ro have a broad range of skills ar his disposal. Multi-
talented individuals are more likely to be picked than “one-hit
wonders”; a Brujah who can fight decently and who has a good
grasp of Kindred sociery while being an excellent investigator is
considered a much better choice than one whose greatest and
only talent is hitting things and making them fall down. A wise
chief also chooses from several different clans to avoid too much
conflict over “persecution.” People are more disposed to obey a
request from those like them, and a Malk
cl nd that his ravings are at
attention in a way that a Tremere or Gangrel never could
Security chiefs recruit from both theirown towns.

n can make a

mate understa

ting too much

wdacrossthe
networks of contacts in various cities, dependent on the circum-
stancesof thecone

e Ifthe conclave is strictly for trial purposes
in the city, the chief chooses only lo
intemnational conclav

als, but a national or
more diverse palette. M.
es of a hampy to assist with
ters of etiquette to ensure that things go quietly.

requires a
es, security procures the servi
ceram

ny

derable clout due to the immense danger
that surrounds a conclave. They have the right to detain nearly
anyone whao is causing a disturbance or who is threatening the
proceedings. Many justicars grant security license to use deadly
force against any enemices of the conclave, which can include
anarchs, Sabbar, Lupines, any other supematural threats and
even overly rambunctious young Camarilla Kindred. Security's

Security has co

the “children” are kept constructively busy.

In the modem nights, security at conclaves has become
steadily tighter in every way possible. With the Sabbat's artacks
bhecoming more frenzied, and more outside threats o worry
ahout, the Can u
for catastrophe so inherent in having so many potent-blooded
elderssitting in one place. Not a few like-minded Kindred have
made joki
ket
spoken too loudly when a city is in conclave. A sheriff in a city

ad

s

lly concerned about the porential

bout this, ranging from “Ground Zero" to “the meat

0 “accident waiting to happen.” Such jokes are not

neighboring one hosting conclave heard a group of neonates
making similar remarks, and decided to take no chances; the
group was staked and put in storage until conclave had passed
without incident.

The head of security detail is often hand-picked by the
justicar who calls for the conclave. The individual thus chosen
may be anarchon, an elder or the sheriff of the hosting city. She
isresponsible formaking certain that the wrong peopledon’t g
in, thar those people who are in don't cause trouble and that
everything runs safely and withour incident from Sabbat,
anarchs, Lupines or anyone else. Running security can be one
ofthe mostimportant tasks of conclave, and the justicar chooses
carcfully, well-aware thar the deaths of dozens of high-ranking
elders will look bad on even her record. Those who have served

previously as security tell stories that horder on grim comedies
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F s ceasionallystymicd by the elders, bur if the chiefhas
alegitimate concern and voices it to the hosting justicar, he can
expect that the grievance will be addressed and dealt with
Often, the prince loans security the use of certain of his powers,
such as contacts in the police force and city administration, 1o
during the conc

During these nights, younger vampires have brought secu-
ity up to date from the days when a couple of burly Brujah with
swords stood guard at the door with the Tremere reading auras
Discreetly placed metal detectors, heat sensors, infrared camera
and closed-circuit cameras are stock in trade now for any sceurity
director worth his salt. While the elders are disturbed by such
technological toys, they find it difficult to argue their effective-
ness in keeping out weapons and hunters. Some have grambled
that these devices place the elders at the mercy of their younger
counterparts, but a few princes have actually told the more
paranoid ones tostay home if they don't like the electronics. Such
measures have the harpies scrambling to figure our the new
ramifications and matters of etiquette, such as the propriety of
asking rch
the threshold detectors or where to place certain ¢

ave.

n elder o submit to a wand. ter he's set off one of

TRAVEL
Vi
means ava

mpires traveling to conclave come by literally every
able to them. Those still able ro mingle with
mortal society may fly in coach class, take trains, book passage
on ocean liners




A Comeny oF FRRORS

tale is told by Allen Two-Timer, a
Gangrel from Milwaukee,
that city in 1932. The horel chosen to host one of the

One such

regarding a conclave in

conclave's sessions had also been chosen by a collec-
tive of amrunnerstodiscuss their businessand sample
1 few wares. The barrels of rotgut and an elder’s

private vintage became confused on the loading docks,
nd were only discovered after Allen licked some
leaking vintage off his hand that turned out to be
hathtub gin. Realizing the error, he dispatched two

deputies to retrieve the missing vitae while he stalled
the on. The deputies, both Brujah, recall going
thre veral differer cas, including disguising
themselves as waiters, bum-rushing t w and

s offa fircalarm. Finally, the deputies decided to
p off their police
and walked the

contacts to arrest the rumrunners,

selves into the fray and out with the

necessary casks. While the elder was very perturbed

it the delay we Allen a

proper tongue

none except Allen and the deputies were the

ibout the near-miss to the Masquerade. Further-

more, three of the rumeunners who proved parricularly

resistant to arrest later ended up worki

ind one eventually became his childe
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elders who have never quite adjusted to planes), drive or even

hitchhike on occasion. Packs of Brujah and Gang;
wk like biker con

tos and limousines

on motorcycles can make the hi
ventions, while well-preserved vin
ferry Ventrue and Toreador. Malk:
transportation, Dom

ans may carjack their

are unforrunate mortals into hauling
them, orsimply take Greyhound buses (which offer the added
bonus of allowing them to frighten their fellow passengers).

Thase with special rravel needs (such aslargely inhuman
Kindred, monstrous Gangrel, some Nosferatu) need to plan
a little more thoroughly. Many Gangrel choose to travel in
mist or animal form to spare themselves the worry about
commingling with mortals. Nosferatu and other Kindred
who cannot travel by conventional means arrange 1o have
themselves shipped to their destination and having rerainers
meet their boxes at the docks to prevent any accidental
A keeper of Elysium in a conclave city can find

pack

openings.

herself signing for a great many during the

nights just prior to the first meetings.
Retainers can be invaluable during travel, always a
difficult proposition at best and often more so during a

conclave. A ghoul can see to securi ind transportation

after a flight, or lead her moming; gy companion out of
the sun while ushering her to a limo or taxi. Other ghouls
pack their masters into boxes to be shipped and meet them on
the loading docks. Competent ghouled limo drivers are worth

their weight in gold, while a single mortal or ghouled com-
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can take d

panion wh ylight shifts of driving can be invalu

able for those who need to use less luxurious means of rravel

ACCOMODA
The:

acconding

ING

mountof timeacity hasto prepare for conclave varies
lled

for a trial or regarding a single city 1s usually announced only a

wkindofevent planned. A small conclave

month or so in advance. Since the event is concerned with
smaller audience, it needs less preparation. On the other hand,

nal, national or international conclave that is intended

areg

one of the amnual events is usually announced to the public

approximately three to four months before the conclave’s
havemost likely

openingdate. A select few in the city, howeve

leamed the date at least six months before. Some even ¢

that annual conclave sites are chosen a full three years in

advance to allow the prince time to have new hotels built and

ensure that there are no conflicting mortal events on the

calendar. The hosts wmwal conclaves usually inform the

prince themselves via formal letter, which requires an equally

formalreply. Smaller events receive notice vinan archon's visit,

which heralds the justicar's arrival. It is an honor for a prince’s

city to be chosen for conclave, as it reflects the prince’s workig

keeping the peace and defending against enemies like the
Sabh,

concems to host a conclave, hesides being terribly unsafd;

Cities under siege or at war are too busy with other

¢ in a city already
bustling with other mortal eévents. After all, the feeding supply?
is ample, there are enoyizh strangers in town that suspicidns

It might seem ideal 1o Host cone

cannot be rvised by a féw more, and another event in an hsy

town won'eattract the attent

vof hunters or other eneriiics.
livingspace, such quarterstean
rapidlybecome too cldsed Acity's resolirces become straitied to
the limit, and the prince of the hosting city is the one whofeels
the pinch larér. Should a morral visitor or two go missing, the $
hosting city's todrism and eémmerce suffers, If one is looking
for protective cambulage, a careful balance must be struck

Hotvever, inatown caamped f

between too many mortals and not enough
A prince who's just been informed that his city is about play
hast rothe we

1d prompely goes inro a flurry of activity. Hotebsare
evaluated for such things as defensibility, staff and room qualiey
o | ). On
occasion, those with influence in the chamber of commerce and

s built, The

s many vampires is scrutinized, particularly

with reg dheproofing (as well as pliability of st

tourism industries are requested o have new e

problem of feeding

with consideration of the number of Kindred entering the ci

straining resources. Current safety and security are put under the
microscope, with troublemakers cither put on ice or bribed to stay
out of the way. Much in the same way that a city's chamber of
1sheet formortal conventioneers, sodoes

commerce putstogethe

the prince’s staff (the keeper of Elysium and sheriff) inform the

prince of the city's resources so that he may inform the justicar.
It is rare, but some cities do refuse the honor of hosting

conclave, The concern most often cited issheer numbers. If the

city cannot safely support so many visiting vampires’ feeding

habits withoy whoare

ing the Masquerade, the justicars

the bastions of the Traditions

Lupine and Sabbat incursions or otherwise compro

often accept the explanation.

sed secu-

trer. If a justicar believes that the
Iy
ury choose

rity is another rroubling

prince is refusing on the grounds that there is some potentis
dangerous (and illegal) business afoot, however, he
Ally. If the exc
how themselves to be without substance,

ro investigate the refusal persc ses of Lupines

ind feeding problemss

the justicar may then rephirase his request as a command. Afrer
all, nothing is out of order for hosting a conclave — why should

the prince continue tohalk? The prince now has the unpleasant
choice of either refusing the command (and thus putting
himself and his city |
ve to take place, swallowing whatever happens and
firing niew living

and under suspicion) or allowing the
concl

wmgements afterwand.

)
Ronert s Rur esor ORDER
Conclave follows a very specific order, based on ancient
judicia
racy, modern developments and vampiric tradition grafted
onto the existing frame. The resul

and mong

chical court systems, with Greek democ-

is a somewhat staid and

Iministration in action. Those who were
members of legislative bodies in life often claim that they fee
quite at home in the midst of conclave. As a general rule,
ve is to be treated like
Elysiuim, with all the privileges and responsibili

slow, but effective, s

ampires are reminded thar con
es therein.

Seating is traditionally based on age, with the gathered
Harpies assigned to moniror the proctedings(
the Nosferatu and Gangrel, find strength in numbers and
acrange themselves as a clan, grabbing dfilling
a5 members arrive, The youngest vilmpires are Seated in the
“elieap scats,” which wstatly have a terrible view of proceedings
and makeat difficult for the neonates to be seen and beard
{whichis how many elde mhey like it). Coteries datheie
Bestwistay together, but one that has mixed agés may (ind itself
heing broken up due ro the age-related Seating. Thebnly time
A younger vampire may he seared with Spolder one is if she
larly noteworthy
| better be on her best beh

ns, especially

beingescorted by an elder or is herself a partic

ancillac, and then she hs or,

onates and ancillae fill in the “second tier” seating, and a

younger vampire is expected to give way toan older one if a seat

isincontention. Fighting overachair isnot viewed with humor,
and the di

session for such bad beh

agreeing parties are likely to be barred from the

or. Guests — such as ancillae and

neonates making presenfations — are wsually seated near the
d

elders, bu not wo closely, lest someone take offense. Elders
archons typical
s, The hosting justicas

ly sit in front wih the best view of the proceed-
and any others of his standing us
ssembly, seated and perhaps behind a long
Ghouls are almost never permitted in during
| except for reasons of security or testimony

face the

ever during a tr

For a young vampire, entering conclave session without an

Anerve-wracl

experienced guide can be: ingexperience. Sittingin
the section reserved for the elders can be porentially fatal if a

touchy elder takes great offense at the mistake, while the harpi
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RUNNING CONCLAVES

Having read about conclaves, you find the idea

inerij

ring. Wouldn't it be near ra introduce your young
ster than they realized? And now
wut that, vou think about the
logisticsand shudder. How are you going to Storytell this
unwieldy thing? How are you going to keep perhaps 300

players toa world far v
th

ve thought

Mt yor

vampires straight? What if everyone decides to

ignore the major event and thinks it's jusr a pary?
First of all

challen

relax! Running a conclave can be a

, but it need not be the one that breaks you.
The keys to running

essful in-game conclave are
ion, opportunity and atmosphere. Grab your
ook or sit down at the computer and start putting

organi
notel

thoughts together
Who's calling this conclave, and more importantly
why! The mar hand will have a considerable

impact on the theme and mood of your story, Who's
coming to this event? What clans will be represented?
Skerch out who your bi
from the top down; they won't all be elders and justicars.
Will there be a few starry-eyed neonates gawking at all
the powerful vampires! Will there be a would-be anarch
trying to rally the youth around his banner by pointing
out that they're not invited ro the councils? Will there
be a few ancillae who are quite powerful (such as regents
or lieutenants), but who are still treated snippily as
‘childrer

est mavers and shakers will be

Will there be spies and infiltrators from the
independent clans, anarchs and Sabbat ! You don’t have
to detail everyone, but at least | s what the
characters can expect of thase of their clans whe

tend.

Consider

how deeply your players are getting into
Are they planning on sitting in on the
Are they working security derail? Are they
simply there for the party? Find out what your players’
characters plans are before you go too far into crafting.
What sorts of things will th
will they ignore? It makes little sense to put all the best

the scene.

sessions

gravitare toward and whar

clues and fun things into events and scenes the charac-
they miss the
at they won't be in the thick
of things, though; the news will find ways to filter into

ters are unlikely to artend. Just becaus

w ventdoesn’tmean

party conversations, security briefings or simply ralking
with clanmates. Also, don’t plan on getting through this
in one night, unless the conclave was called for a very

'rs are

specific sirting (such as a single trial). If your play
thasingle
and end up
glossing over too much. Plan out a fairly specific time

tabl

goingin 50directions, and you're doing this v
friend or by y

rself, you will go batey

e (such as three sessions) and when it'sover, it's over;

there’s enough going on at a major conclave that cou
ily fuel several months' worth of sessions.

Be assured, you will need ro wear a lot of hats if you're
Storyrelling this by your lonesome. There will be vampires
trying to talk on the floor, vampires coming through the
metal detectors, vampires hosting some kiler room parties
— plus ghouls, plus Sabbat infilerators and any other
things you feel like throwing in. Here is one time you will
probably not want to struggle through this on your own,
Drafta Narrator or a couple of outs
roleplaying work. This option leaves you free to run the
major points of the story while those characters who chose
to do something else have an option besides sitting on

e players to help w

their thumbs. You may even want to consider recruiting
your players ta do double-dury (if someonels charact
sitting
him play the akehell Toreador thavanother characrer is
encounteringataparty ). If you're considering having your
players do double-duty, take into consideration what
informationyatireglvingthesedordary characters I yout
players can be weaselly about where they acquired their
information, be careful about which parts are given out.
Give your helpers a thorough wrire-up on their new
personas, inclu s and motives, and a little time to

read it over and ask any quick questions before throwing &

them into play.

So why go through all this work for a conc
What's it worth to the players? Quite a lot, if it's pres
properly. Chances are very good that your characters

never been out of their city governments or very far afield,
and the opportunity to meet others of their clan who are
not the same old faces may give them a new perspective on
the scope and breadth of vampire sociery. It'sa gre
to plantseeds for new staries with new
enemies made or old ones re
learn of marters that will soon be arri
huned criminal or the mysterious
eing a Kindred on trial firsthand may bank the l’m-nl’ a
would-be anarch’s runaway enthusiasm {which has
disrupring the game) or inflame a staid conservative out of
his complacentbelief that the people upstairs know what's
best for everyone. If you want to get your vampires a little
more experienced in the ways of the world, a conclav

rances

been

character who has a run-in with a Setite at conc will

remember his kind when th

«

e calling in his city,

while another seeking information must learn to pl

diplomat when she goe
to help — for a price.

to visit an elder who may be

Thie Rervis of IMMORTALITYTACTICS AxD SHSTENS

in session — and temporarily out of play — have

ves them the opportunity to meet almost anyone, A




watch and make carty comments without offering much help.
Mast often, a lor mpire who wishes to ensure she makes no
howling gaffes watches others sear themselves first and follows
their example, taking note of any sidelong looks or facial expres-
sions to gauge her progress. Certainly, any blunders made come
back to haunt the young one later in the form of harpy barbs, or
perhaps in unwelcome attention from elders in and out of clan.

Mistakes in seating and sundry other etiquette sound like
trivial offenses, and not a few ancillae and neonates find the
ilous in relation to the business of conclave

itself. Others point out that the conclave and Elysiumare events
in Kindred society that have true pedigrees, and that these
procedures carry the weight of tradition with them. As Elysium
has so mutated over the years uneil it is only somewhat recog-
ble as a descendant of its original form, there
at least the conclave must be preserved as closely as possible to
its old form. Not a few elders impress on their childer and
grandehilder that a conclave is truly like living history. When
one considers that a vampire might meet his ancestral line up
to the clan’s founders, debate in session or clan meetings with
brethren Embraced before his mortal great-grandparents were
bom, or encounter luminaries from history, the notion gains
credibility.

sense that

The hosting justicar opens proceedings and addresses the
assembly, informing them of the business ar hand and what
must be accomplished at conclave. Any vampires who wish to
speak may doso, provided that at least two other members of the
assembly support them. This is perhaps the strongest reason for
cla ries to sit together, as it provides any would-be
speakerwith supportersat hand; on the ather hand, it can easily
hecome a monumental embarrassment if no one chooses
recognize the speaker (and harpies do note those elders and
ancillae who have been so snubbed by their peers; neonat

: Iy let off lightly with just the exper
itself as their punishment). That even young vampires may
addressthe conclave (if they have the courage and support todo
s0) is something that many Cam

il c

1 advocates have fought
the perks for the young ones are few
nd those elders who think to take such away from the
“children” may risk those children tming their backs on the
Camarilla and siding with the anarchs or Sabbat.

Speakers are expected to talk in a reasonable tone and not
interrupt one another. An elder may occasionally override a
young one, though, and few argue the matter. Arguments may
, but violence isnot tolerared. When fisticuffs
(or worse) break out, the head of security himself usually arrives
toescort the combarants outside or to the brigand waiting stakes.
Ifsomeone takes passionate offense toa speaker's remarks and the
ent is not a productive rebuttal, the two are requested to
table any angun hemselves from proceed-
ally duels have been fought between Kindred

s for later or remov

ments started in conclave session.
I), ruptions are not looked on kindly. When the doors to

the chambers are closed and husiness gets underway, the sec

rity chief usually finds a good seat that allows him tomonitor the
entirety of the proceedings. At the fisst signs of a scuffle,
argument or other potential interruption, the chief immedi-
ately inserts himself into the

atter to ensure that things are
cither cooled down without incident or the combatants are
shown the way to the door. Heckle nother matter. A
heckler who is annoying everyone in general is bounced with-
out mercy, while a heckler who is playing Devil's Adve
usually requested (with icy politeness) ro make his opinions on
the floor. Such peaple either shut up immediately or accept the
challenge and are promptly set up to fall on their faces. Those
with merit to their arguments who impress the right people and
survive their abrupe call to debare get off lightly for disrupting
things and a guarantee that they will be warched in the future
bya number of factions; a particul:
even gain status through his gra

are is

arly quick-witted heckler can

standing

Voting on issues is a simple matter — each member of the
assembly gets one vote. Voting may be accomplished cither by
raising one’s hand at the right time or marking one’s vote on a
sheetof paper and placing it ina ballot hox. This isanother of the
perksfrequently proffered tathe young, onewhich wise leadersdo
not try to take away. For all the powerlessness that may plague
themothenwise, the youthreceive (or believe they receive) some
measure of control in shaping their futures, which is one of the
surest ways to entice anyone, Most of the elders, however, are
well-aware that for every neonate or ancilla who votes as she
to further an agenda,
curry favor or save their skins; in fact, mast of the elders present
are probably watching certain pawns to ensure they follow
previously laid plans and vorte as they have been instructed.

A concl: alled for |'ur|\
usually accomplished rel: and d
much fanfare. What the attendees do out of chambers is largely
uptotheirowndevices. Those conclaves called as annual events
or todiscuss multiple matrers take time to work through a docket
of business, then may open the floor for any matters ¢
may wish toaddress. Not a few Kindred take this time to bring up
problems in their cities and regions that have stymied them, such
asabusive elders, growing interference from Setites or Giovanni,
or mortals who are proving too powerful and visible for just one
city to deal with. Speaking may then be limited by the hosting
justicars based on the matter. A call to force a de
powerful prince’s abdication may result in a request that those
whodwellin the prince’s city chambers,
while a prince who is requesting assistance in dealing with

chooses, there are a dozen wha are votin

of trial or a single marter is

rsed without too

Kindred

Kt

r

stdiscuss the matte

Quiret, Prease
The right tospeak is not the right to speak intermi-
nably. The host retains the right to inform a long-winded
speaker that she must either conclude or be seated
And, with debate time in such short supply (especially
durin,

nmer conclaves), filibustering is frowned on

as a waste of precious minutes.

Tt Guane 10 The Camaria




oublesome enemicsmay
old and young alike.

particularly
resporses fro

eceivea bevyofinterested

ConcravesasTriars

A conclave called for the purposes of a trial is focused
sharply on the business at hand, and the justicar presiding
allows nothing to interrupe that business. Such is far less about
granting the a

used o speedy trial and more about getring

things done and over with, as such trials can gobble

i a great

alof a justicar's valuable time. Because of the problems with
time

: can be extremely harsh

security and the time involved, a justicar who finds out b
has been wasted by a frivolous cha

in his dealings with the accuse

most times they are punished

severely, occasionally with

inal Deearh if the justicar is angry
enough

There is nothing in the Traditions body of law that
ants a Kindred the righr ro a trial. Likewis
permitted, there is nothing partic

¢, when trials are
larly modern about the
forms. The defendant is automatical

wssumed 1o be guilty,
ny le
5 have all been pre-
k of proving her
end up being show
trials for the Camarilla’s mighty fist of justice. Those on trial
it conclaves are most often abu despotic princes and
elders, or Camarilla traitors whose guilt has been conclu-
sively provenin thefield. A trial where there isactually doubt
in the minds of attendlees regarding guilt of the
rare and exciting event.

and the burden of proof rests with her defense

she is permitted. Only after the charg,

sented may she begin the arduous t

innocence. In truth, many conclave tri

used isa

Duringa trial, any who have something to contribure to
the matrer at hand, who have supporr from ar least one other
nd who have sufficient courage may speak up either
for or against the de

person,

ndant. Of course, supporting an un-
popular defendant is a risky business, and those who do are

usually well-aware of the need to seek our other |

ing
ments in the event that the defendant is found guiley.
It has been known to happen that someone with particularly
damning cvidence in a case may step up to speak, bur certain
powers-that-be (such as a prince, powerful elders or a con-
certed clan's efforts) threaten any who would support her.

arra

The justicars frown on witness intimidation, and if they
believe that a witness is being threatened, they will stand for
her support to sp

and may even offer her protection. Such

protection, how:

» is usually only good for as long as the

justicars

nd their agents are in a city, and tends to be
conveniently forgotren once the justicars have left

Trials involving ritual combar or ordeals are frequently
very ritualistic, very flashy in asomber mannerand very much
a suitable fare for the accused. Those
lenge a court’s ruling are
are, and they will drag as
n out of the spectacle. Sometimes, the best
they can hope for is a spectacular death that |

focused on findic
accused who have chosen to cha

ecither desperate or too angry o
much as they

ves many

questions in the of its viewers.

THEL eHTALIONIS

Kindred existence is marked with blood, and so is the
punishment for breaking the laws of that existence. Most Kindred
scholars can date the Lextalonis tothe time of Caine, asit follows
the Old Testament precept of “an eye for an eye, a tooth for a
tooth.” [t may well be thar this is the only certain pronouncement
of Caine's that continues to survive into the modemn age without
becoming corrupted by time. Among the youth and less tradi-
tion-minded of the Kindred, the practice is called the blood hunt.

The Lextalonis is tied directly into the Sixth Tradition,
and probably ha ption. The Sixth Tradi-
tion orders that only the eldest shall call the blood hunt, with
“eldest” being taken to refer to the prince. While there may
be other elders in the city who might attempt to call a hunt,
they have neither the right nor the authority o do so. The
calling of the hunt remains a prince’s purview, and a prince
is perfectly within her rights to punish one who would usurp
her Tradition-given right. Any Kindred foolish enough to
follow an overly presumptuous elder's ¢
to the same punishment they would have inflicted on an-
other, although rare exceptions have been made for neonates
and childer who have never been taught otherw

s been since its inc

¢ often subjecred

The blood hunt may be called for numerous crimes,
including:

* Kin-slaying;

* Diableric;

* Wide-scale breach of the
rding such;

squerade or continuous

< e

* Invasion of domain that has resulted in kin-slaying ot
breaches of the Masquer

* Any behavior deemed a sufficient threat to the
of the Masquerade and the Kindred of the city

The hunt is formally declared in Elysium, with primogen and
those present expected tocarrynewsof the declaration back totheir
clanmates, or at least to pass it along the so-called barking chain.
All who hear the call must participate at least nominally in the
hunt, even if they find theactivity distasteful or wrong. Fortunarely
for those who might object to a hunt,
“participating” can mean simply staying out of the pursuers’ way
andnotinterferingwith theirbusiness. Some Kindred find the hunt
exhilaratingin thesame wayasthey might once have enjoye
hunt, reveling in the thrill of the chase and bringing the quarry to
ground. There are few greater excitements than predators hunting
predators, according to these eager hunters, and every city seemsto
have one or two Kindred who place themselves ar the forefront of
the hunting pack. Such excessive enthusiasm is looked on with
some trepidation by afew elders. After all, over-excitement during
the chacs of a blood hunt seems to some ro be an open inv

e

afety

n these fallen times

ation
twa figurative tiger pit. You never know who might “accidentally”
be killed along with, or instead of, the actual quarry.

Aiding and abetting the quarry of a blood hunt is dangerous,
and often a sure means of becoming the next to be hunted. Asa
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For the mos
d repeatedly

it serious of crim

deliberately

s the option of declaris

ictive part in the hunt o

iccomplices of the quarry. Particularly paranoid

Nt uptum in i

ith full knowledge

vation in

ly suffers a prof

o may well be saddled w

uming the angry resi

Ithas happenedthat newevidence comes to light during the

conclave, evidence which clears the hunted one of wr

the acquittal comes after the fact, and

en called, it cannor

hat once the hunt ha;

ch circumstances, the prince or conclave may

inmeasures| ninreparation; while noane

scall the hunt off, the pursuir of

may make an

the quary n

conelave's findings. Th ted may also find himself recenving

surreplitic
ily " look the

window may be

ome princes who must exile a K

1o an outraged populace or when the ac

does not warrant a death penalry bur seill demands pu

The hunted may

flee and seck a new haven in

ng that she may never reru

matterwhorulesafterthisprince, the blood hunt remains ineffect

until her Final Death. The names of those exiled are often kepr

marked in the annals

of city histories by those who style themselves lore-keepers
I'ne Mispecotten Hunt

Ithashappened thata prince has ealleda blood hunt that

sothor that they refuse o

cither outrages the popul

itend, regardless of any threat levied
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against the prince and inform the populace that any who
stand with him are the next targets. In either case, the

situation means blood in the streets. If the populace as a

whole refuses tosupport the prince on a blood hunt, his reign
is ended then and there. Chances are very good that the
justicars have had their eyes on him already, and even if he is
found not guilty at conclave, the Kindred of the ciry have
alre ated they have norespect for him. They will
not follow him if he returns; his reign as an effective leader is

dy demonst

over. The prince may try to maintain his hold through foree,
but such efforts are doomed to failure. In such situations it is
more than likely that he instead falls prey o a hunt d
who may alre

he clared

y be styling himself prince.

by hissuccess

If the elders alone stand in the way of a hunt, things

derably more tricky. In the best of all st

become con: tions,
aconclave may be ordered tosort out the chaos, with the hunt
on hold until the marter is resolved. However, rarely does
common sense thus prevail because rarely is the blood hunt

itself the real issue in these instances. Perhaps a particularly

powerful elder has chosen to square off with the prince, and

she is using the contested blood hunt as a touch-point, Then

in, it could be that the primogen council is forcing the

populace to stand down in an effort to further their agenda

against the prince. Such political machinations muddy the

waters of the Camarilla’s justice system considerably, and

s of the case are lost in the confusion
ally takes advantage of the
chaos to absent herself from the city and watch the sorting-

often the actual meri

Atsuch times, the accused genel

e distance.

out process from a s

MISCARRIAGES O
The(:
doesn't prevent it from being subverted left, right and center.

ISTICE
arilla’s justice isarough and simple thing, but that

The process of the bload hunt, from inception to execution,

provid le opportunities for misconduct, and ¢
ning K

The first place things can go wrong, of course, is the
asy to fraume

s innum
whred have taken advantage of all of them.

actual declaration of the hunt. It is sufficient

a vampire for a breach of the Masquerade or some other
inate come

heinous crime, particularly when powers like Don
into play. More than one prince has been tricked into issuing

a blood hunt on a perfectly innocent Kindred on the hasis of

spurious or forged evidence. Real mastersof the artof inciting
blood hunts can
trick

prince tricked repeatedly in this fashion rapidly beomes an

aprince’s edict on his allies and childer,

g him into removing his own supporters ane by ane. A

ex-prince, or more often, a pile of ashes.

hat game, however, and fore

Twocan play Ty prince

tricked into calling a hunt on an innocent, there's another

who set out to ca wtely. Such hunts

L spurious hunt delibe

are called to eliminate rivals, demonstrate prineely power or

s sadistic tendencies. They also tend to

jus
keep the population jumpy, for while such behavior tends to

exercise a prin

edwhile

lestabilize a prince’s reign, no one wants to be mart

waiting for the prince to be deposed.

Dirty Poot
Just as the blood hunt process is sometimes hijacked for
unscrupulous means, so too can a conclave’s review be

lled blood hunts for

subverted. Even if a prince has
perfectly good reasons, pensistent complaints to archons
fre can lead to a justicar’s review. As
the “where there's smoke,
“sfire” principle, enough complaints — especially from

1 the prince’s enemies

many justicars operate und
th
Kindred of high standing
of inquiry. Once th
ason on the princ

will inevirably lead to some sort
called, then it becomes open

review
, and things get

st wteresting indeed,

On the other hand, na justicar is likely t appreciate
heing used thus, and attempting to manipulate

justicar

is a very dangerous game,

into deposing a prince

of the hunt

can take advant
in unscrupulous ways as well. One of the hardest parts of any

Both hunters and hunre

bload hunt is the preservation of the Masquerade during the
chase. Quarries, particularly those being hunted for breaches of

e wide open during their

that Tradition, oftenrip the Masquer:
flight. Such behavior distanc
mandated {even in the grip of the hunt) to preserve the

m their pursuers, wh

w s them

getsof a hun deliber

Masquerade first and foremost, Other t

ely lead the chase across their enemies” domains, merrily
causing their pussuers to trample everything underfoor. Particu
larly vengeful targets of a blood hune attempr o tum the rables

n the hunters, ambushing and destroying

S many pursuers as
possible. A vampire who is successful at taking out two or three
se an entire hunt to

sretically hunting him can c:
s A hunt that's collectively

of thase th

noia and cl
st likely to provide effective pursuit

bog down in pa

jumping at shackows

On theother hand, participantsin a bload hunt can play
dirty pool as well. Accidents happen, and hunts wherein
ith the hunrers'

et hunters love rouse

more than just the quarry goes down beng
mmon. Many of the most ez

fang;
the hunt

e ¢

s an opportunity to settle scores, take out rivals or

horize

even indulge in un, diablerie, The pursuit of a

hunted vampire also provides plenty of chances to plant
evidence, frame rivals or "accidentally” sneak pecks at rivals'

domains under the guise of searching for the guilry parry

Hunt

DiABLERIFEONT
On occasions of the blood hunt, diablerization of the

quarry is mast often treated with a sort of benign neglect. As
the targer of the hunt is a heinous traitor (else he would nor

be the subject of a hunt now, would he?), he deserves the
utmost penalty,

killer firs that description pretty neatly, On the other hand,

nd having ane’s essence subsumed by one’s

if the hunt is really just a disguised exile, diablerizing the

quarry can draw down the prince’s ire, and it is a given thar

aprince frustrated in this

nner will seek to exrract revenge.

The tradition of the blood hunt does state that the

successful hunter does get o take the blood of the quarry,

though nowhere is it stated that diablerie is either mand
orpermissible. If the target of the hunt has particularly potent
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mits in order to

vitae, the prince may declare diablerie off-
prevent strengthing a hunter unduly; in orher cases, the
sate in the very declaration of the hunt th
the quarry may be thus destroyed. Such a declaration is music

to the ears of bloodrhirsty neonates, who commonly flock to
such hunts asa means of

vancing in generation and power.
Inthe end, diablerie on the hunt ishandled on a case-b
case basis, with per

wssion often assumed to be implicit in the

hunt. In many cases, a prince may fail to block the
diable

tion of the target, then use evidence of the “offense”
on the successful hunter.

TeCHNIQUES

The term “blood hunt” conjures up images of a horde of
vampires storming the streets of the city, pitchforks, torches and
Uzis in hand as they look for their victim. In truth, the actualiry
of the event is far from the stereotype. While a great many
Kindred may get involved in a single hunt, usually it is only the
neonates whoflock together, and they dosofor protection:
the more potent vampires theyare b
conducted by inds

inst

nting. Huntsare more oft

Juals and coteries, combing the city for

s and

evidence of the target’s presence and using ghouls, mor
even animal servants to flush the prey out into the open.
Once the hunt is decl a rush for the
accused'susual hauntsor haven, in hopesof catching him before
hehearsabout (and preparesfor) the hunt. If that tactic fails, the
wise blood hunter takes the measure of the victim's ghouls, allies
.Oft s can be gamered from asuccessful
interrogation of this sort, whilk

ed, there is ofter

useful le;

and cote

horough search of the rarger's
havenor havenscanalsobe helpful. Other experienced hunters
prefer to head straigh for major transit points (highways, train

stations, airports) in onder to catch the accused on his way our
of town. With the advent of the automobile and the helicopter,
such

ticsare less u

ul than they used to be, but the number
of hunted Kindred who still manage to stumble straight into
wstonishi

such traps

ArrerNate TECHNIOUES

Allthingsbeingequal, it should be nearly impossible to
down an intelligent, determined vampire who wants
to get out of town. The
many p o hide and too many ways to avoid detection
Things are rarely equal among the Kindred, however, and
there are any number of strategems and powers that can be
brought to bear to track down a fug

The most effectiv
disposi

traic
are too many roads ro take, oo

€.

tools the Kindred have at their
e their Disciplines, of which Auspex and
urgy are the most effective on the blood hunt
The latter offers the possibility of scrying, at the very least,
med to bring prey to heel. The
former is more useful when one is directly on the trail of
the prey. Heightened $

and assorted rituals des

sesand Psychometry in particu-
lar are useful for keeping the pursuit hot, though Astral

Projection can work as well as thaumaturgical scrying,

ghr within the first few hours of the
hunt, then the chase becomes a giant game of many cats and

If the target isn'r ¢

one mouse. The fact that the mouse in question isas deadly as
any of the cats adds a certain spice to the affair, and a vampire
on ablood hunt who is disabled or knocked into torpor by his

of status while he recovers.
t often hoils down to the fact that
n0 hunter wants ta share the spoils of victory (ie., the chance

target is apt to lose a gre

However, an extended hu

todiablerize or otherwise make use of the quarry) with anyone
else. Greed tends to keep hunting expeditions small

TrueRepList

The Red List has been called, with some accuracy, *
Kindred's Most Wanred.”
powerful and rroublesome off

he

It is the list of the most grievous,
nders against the Camarillaand
its Traditions, those vampires whom the Car

rilla most wants
h and brightening sunsers over half a
ires on the list, called

o see reduced to
her
heen formally accused of crimes ranging from traffic with

sphere. Va nathema, h

demons to diablerie, breaches of the Masquerade to mass
murder. They are, in short, monsters, and the Red List s a
method by which these creatures may be brought to heel

In order to be placed on the Red List, a vampire must
commit crimes of a legendary nature, Merely belonging to the
Sabhat and lead
mile trail of d

nothin

g an attack is caving a thousand.

membered ghouls and destroyed vampires is

STORYFLLFRS: HUNTING ANATHEMA
A group of neonates going to hunt an Anathema is

roughly equivalent roa bunch of kinderg

tenerstoddling
Iy. I they're very, very
lucky, they won't find anything. Otherwise, they may

off into the woods to hunt a gri

suffer the extreme bad luck to locare exactly what they
were looking for. The consequences of such are not
pleasant, but they are usually brief
Anathema make it onto the Red List for a reason. They
rage genera-
tion of an Anathema is sixth, and all have mastered a truly
s specerum of Disciplines. Then throw in their
homicidal manias, their perversions and their general nas-

are powerful, vicious and murderous. The av

tiness, and the full horror of the scenario becames apparent

Inother words, a bunch of 1 2th-generation neonates
inst one. While it is
er cha
1 (o the point of
allowing a character to admister the coup de grace, be

stand a snowball's chance in Hell

certainly possible to include youn,
“hun

s in a

ng the Anathema” plorline, ¢

sensible in how you handle things. Players’ characters are

much more likely to get involved in the events peripheral
wt for an Anathema (say, drawing an alastor's
iding a Red List 0 be
part of the hunting expedition itself. In the end, remem-
ber: The Anathemaare dangerous, to hoth your characters
and your storyline,

to the h

suspicior ampire) than they are

, and should he treated as such.
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more on the scale of the villainy required. Membership on the
List is not limited to Sz
dred ofallcl

amous Kin-

bhat vampires, either; ini
and sects have made their way onto the charts,

ALASTORS
If the archor

and justicars are the law enforcement agen-
the alastors are the secret police. Maving
unseen and unnoticed through the Camarilla, they serve a
variety of purposes at the Inner Circle’s command. Mastly,
however, the alastors hunt the Anathema relentlessly. While

cies of the Camarill

the anonymous existence of the alastors can he adifficult one, it
doeshave itsrewards, specifically a more-or-less universal immu-
nity to prosecution from local princes. This immunity is
occasionally honored in the breach instead of the observance,
and there b

we mber of trials of princes who

uncoveredand executed alastors for crimes committed while on

the job. The balance is gradually shifting roward giving these

roving investigators more leeway, however, as the importance of

ing down the sect’s foes increases in urge

Alastors are usually archons of except nt, who

ccretly recruited

are

by the Inner Circle for promoricn into
As most archons are blood bound to their
justicars, the mechanisms of such elevation would be grounds
if anyone besides the Inner
actually knew the alastors existed.

the secret service

for all sorts of speculation
Circle and a few others
Even among the elite alastors, there are degrees of
eliteness. The best of the best (those who have taken down
an Anathema from one of the top five positions on the Red
List) are known as the Red Alastors, and they apparently
exercise greater authority and powers than their fellows.

Tue TROpHY

2veryalastorwhodestroysan Anathema (andany
who nails a member of the Red List gets recruited to be an
alastor, willy-nilly) receives the Trophy (sometimes called the
Mark of the Beast by the cynical), a tattoo of ink and blood on
the right palm. Alastors with the Trophy alw:
hide this fac

ampire

ys wear gloves to

sunlike normal tattoos, the Trophy never le
vampire's flesh. The mark made by the Trophy is recogr
to high-ranking archons and other sufficiently trained Kindred
{even through gloves); apparently this flaw w:
Trophy so that someone could warch the C:

s built into the
marilla’s watch-
men. If an alastor is easily identifiable to an archon, an alastor
who defects can easily be found and destroyed.

Eouar OppoRTUNITY

Youdon't have to be a vampire to get on the Red List,
but it helps. On very rare occasions, members of other species
have clawed their way onto the list. Ghouls and Lupines are
the most common suspects, but aver the years a handful of
particularly dangerous mortals and other, less common crea-
rures have made appearances. However, itmust be noted that
the Red List isat its core, by vampires, for vampires and most
especially, composed of vampires. Adding too many other
vitation to chaos for all concerned.

boo

s an

There are benefits to the Trophy, however, not the least
of which being the automatic aid it compels from princes and
other Kindred in a position to know what the mark means.
There are also other rewards, including:

* Immunity

blood hunts

® The severance of an
® Permission to create progeny
* A Life boon

* Financial or territorial rewards

existing blood bonds

ned diablerie under certain circumstances
® Instruction in Disciplines
» Amnesty for p

ST IEANSEressions

* Sanctioned slaying of enemies within and witho
Camarilla (within limits)

+ Cl

n friendship

* Safee passage, hospitality, feeding rights and h.

* Retainers and permission to create ghouls

Not all of these rewards are nec
alastor, nor are all of the rew
ng the Trophy

rily given to every
ds announced. However,
n be a very lucrative proposition.

a5

rece!

Note that the hunting of the Red List is not a dury
restricted to the alastors. It is theoretically every Camarill
vampire’s duty to hunt these monsters, as they are all consid-
ered to be under permanent and universal blood hunt. I is
simply that the alastors are provided with the resources and
support to make a full-time go of it.

TueKit
A hunter who brings down amember of the Red List gets
the Trophy, and isalso granted all of her prey's possessions. As
the Red List v ly quite old and very powerful,
the dece: luable. What
is diableriz
ave-to pread
ors about taints and diseases in these creatures’ blood,
warning younger vampires awa
ing it. (It is even rumored ¢

mpire:

are ust

sed's effects can turm out to he quire
asuccessful hunterisnotallowed todo, howeves
the Anathema. The Inner Circle takes great
ru

vy fromdrinking or even touch-
at the bizarre stories about
“Souleaters” came out of a misguided attempr of this sort
when it looked liki misce Anathema might be brought
to ground.) In truth, the rumors are probably just that, and
the Inner Circle is just taking steps to keep potent vitae out

of the hands of relative youngsters.

GeTTINGONTHEL 1S

It's not easy to get on the Red List. There are all sorts of
monsters among the Kindred, and to achieve the sort of
fame that demands the title “Anathem
and a truly warped set of actions. It is only the worst of the
worst that make it onto the list, the vampires whose whis-
pered names freeze even elders’ blood.

kes time, effort

Inordertoputanameonthel
must agree to prosecute this action, one bringing the name of
the potential Anathema forward and the other witnessing the

act. The v

t, the justicars of two clans

mpire's crimes are then read ro the assembled

The Renvetm of baworraumy:TACTCS anp SsTing




justicars and other witnesses, and unless anyone can mount a

sufficient objection (an unlikely event), the document of

Anathema is { and a new name is added to the list. Once
| put on the Red List, the only way off is death
Tul CAMARILIL A
ATWAR
According 1o official Camarilla doctrine, the Sabbat

does not exist. Afterall, the Cam: y over

ill vampires, including those who of the

sect. Technically, then, the vampires of the self-proclaimed
wre really just members of the Camarilla in massive

1al of their true affiliation

Needless to say, expounding o
whike a Sabbat pack is pouring into

s about as effective a defensive tactic as p

r head and Nanny nanny

ood way to get turned into a small pile of ash e

Regardless of the technicalities, the Sabbat is out there

s, Carhayans, the Risen Dea Lany number

s are the Luy
ofotherenemies, allhell-benton the destrucrion of the Camarill,
As a result, the Camarilla has been forced to create tactics and
leS:

wiried up to her

strategies for every contingency froma full nvasion

of a city to the extraction of a prisoner alre

eyeballs for Creation Rites. Declared or not, the Camarillais in

142

awar nstant war for its very survival — and if is meth
snuff, then it

itself aren’t up
istake, the Camarilla’s

have ta be. The price of failure is extermination

STRATEGIES

OFFeNst
Onagrand scale, the Camarilla’s strategy is much rhe same

s was — the idea is 1o make the world
amarilla

1 the Roman En
Camarilla, toass

are Camarilla ones.

Numbers

vampires get

sten Camanlla

offensiv
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ives work through mortal and ghoul pawns

isto locate a neighborhood ina S
is home toa particul

bbat city that
anoying pack, buy up the real estate
high-profile
icked into the construction crew 1o
clear out any “obstacles” to the project, and voila, the €
takes the pack’s haven and stomping grou

wd pour money into urban renewal” project

there. A few ghouls get
amarilla

inds out from under
them and buries them — along with a member of the pack or
three — under tons of nice, shiny new concrere and steel. The
idea behind thic
Sabhar hack, neighborhood by ne
fuls of comba
ol deadly,

and other, similar tactics is to crowd the
ghborhood, taking out hand-
ch time. The process is efficient,

effecrives

et

nd when done properly serves to eliminate
the Sabbar advantage innumbers. By the rime the constriction
finishes, the Sabbat leadership is boxed in withour reinforce-
ments and can be picked off f

m a position of strength,
In a nutshell, the Camarillr’s ultimare offensive strategy is
nothing meore than a process of slow subsumption, rather than fist
ile. Pirched battles tend to make the mortals parnoid (or
), oftenspark riotsand other,

wtrophes among the kine the
make it difficult to keep a city functioning, and lead to massive

conflagrations that can make vampiric existence extremely un-
pleasant. 1Usfar better fromevery perspective tostrangle the Sabbar
out of a city and have a city left hehind afterward.

there are few occasions these days when the
fford to go on the offensive. While Europe’s
perpetual mate plods on toward the millennium, fierce
hattles are raging in North America, and the Camarilla is losir
them. On the East Coast, the Sabbat is taking ciry after city, going
on the offensive after years of tentative aggression. On the West
Caast, the so-called Anarch Free States (ultimately friendly o
the Camarilla, forall theirbluster) are heing overnim by Cathayan
invaders, and to the south squats the Sabbar stronghold of
MexicoCity. North lie the endlessforestsand acresof tundra
theremaining Lupinescallhome. InNorth America, the Camarilla
is in a box, one that's getting smaller all the time

Withthesi itis, the Camarillais determined
wholdon weverylastinchof ground that ircan, Thesectsstratesy
isprimarilyadefensiveonethese days, andone thatisinsome senses
hamstrung by the necessity of maintaining the Masquerade and
otherwise upholding the Traditions, even in the midst of war. A
defense ofacity that blows the lid off the vampiric presence isworse
than lasing the city to the Sabbat; no single ciry is worth the price
of imevocably breaking the Camarilla’s oldest and most sacred
Tradition. Such a move would, in the end, cost the Camarilla the
ity in any case, and the rest of the world not long after.

ation aws dire

So the cordon must be drawn and the perimeter established
early. If the Sabbat never sets foot in a city, there's no chance th
the Masquerade will be broken by those defending the city from the
bbut. Rather than focusingon drivingthe Sabhatout of occupied
temitories, the Camarilla preferstodoitsutmest tokeep s enemies
from infest

y more of its termitory, An ounc

of prevention is

worthse

dsof cure, especially under these circumstances

Moreover, the Camarilla's scrare

y is predicated on bi
pictures, not little ones. Individuals, apart from rare excep-

tions, are ultimately expendable; cities and real estate are
more important. Vampires are, in the end, replaceable. A
Camarilla vampire who is caprured should not expect rescue;

the Camarill

s strategists learned the hard way that it's not

worth losing three vampires and a half-dozen highly trained

These d.

ghouls just to ger a single prisoner out ys the Sabbat
doesn’teven bother kidnapping Kindred for bait, except when

the head of the local C.

narilla forces is extremely inexperi
illible. The place and rthe sect are what matter in

ies, not the individual. In the end, rthe
bbat must be kepr out of the cities and the seer must be

maintair

d; all else must in the end be sacrificed to that goal

CHANOF COMMAND
The Camarilla is not now, nor has it ever been, a military

organi

tion. There is no standing army of vampires waiting

forthecall o

tle. Vampire generalsdon't call their soldiers
ontosome darkling plain, there to stand in military formation
until ordered w march forward ar their highest rate of

Celeriry. If nothing else, pitched bartles with phalanxes and

BenpinG 1HE Run es

Every good commander needs reinforcements. In the
nd, numbers darell. This military truism holds as well for
unpires as it does for mortals, Unfortunately, the Tradi-
tions forbid the most effective method of creating
sabbat is under no such restric-
ns that every Camarilla field commander
goes into the fight knowing she's at a disadvantage — and
her enemies know it, too.

reinforcements, while the

tions. That m

That's why, during wartime, the restrictions on the
Embrace tendrogetloosened justa lirtle bit. Princeshave been
known to offer limited carte blanche to their sheriffs and other
key allies to Embrace as many mortals as they need (so long as
no one gets greedy) and to worry about the paperwork after-
ward. More often, the prince takes it on himself to create
and bond — the reinforcements. The Camarilla corridor in
New York isaprime example of this tactic in operation; should
the Sabbat abandon the city tomorrow, it would be awash in
the Ventrue progeny of the prince, all of whom have been
Embraced in the last three years as bartlefield “promotions.”

Anadditional benefit tothistactic isthe fact thar odds
the “reinforcements” created thus have a fairly powerful Kin-
dred of relatively low generation siring them. Asa result, even
ifthe fresh meatisn’t particularly well-tramed in the art afbeing

ampire, there’s tilla lot of innare power that the neonate
n draw upon in the interests of self-preservatic
betweenancighth-generation Ventrue neonate created by the
local prince and a 13th-generation Brujah andmby created as
part of amass Embrace by a street-level pack member, you'd do
well to put your money on the Ventrue every time.

v wssle
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whamot present definite violations of the Masquerade, and
as such are worthless to the Camarilla cause. A Ventrue
primogen may have knoun Tacitus or Trajan in the flesh, but

isn't in a position to use any of their suggestions.

s are left

In most cities, military or pseudo-military
roacity's sheriff and his childer, though as a matter of course
thesheriffis granted leave to“deputize” other Kindred to help
rever matters are pressing. In reality, situarions
like that often emulate the recruitment practices of the
golden age of the British Imperial Navy, with neonates
plucked from the street and pressed into serv

him in wk

Itis only

rdinary circumstances that the prince
himself takes a hand in issuing orders; that's what he has a
sheriff for, after all. When the prince himself has to srart
fighting in the streets, everything's already gone o hell. More

g

commonly, the prince comes up with
overview

1 general strategic
if how he wants the city protected, what {and who)
he considers mast important and what's expendable,
then leaves the ractics to the sheriff.

nd

Things don't always run smoothly in the heat of batt
and complicating factors like lingering conditionings from
uses of Dominate and the power of the blood bond can make
giving orders an exercise in frustration for even the most
exceptional tactician. While defense of the city does take
precedence over most personal rivalries, it's nat alw,

s easy
to get the impedimentia of peacetime out of the way so that

war can be waged most efficiently

Fronts
Cam ns know
sides. They also know that the Can

rilla ¢ they are beset on all
rilla does nor have the
r, even if that is the specter
n. With that in mind, the Camarilla
makes a conscious effort to

resources for a mult

currently confronting the

sther,
or at least to keep them off-balance to the point where the
acks come one

TS enemies on one

a time, rather than all ar once.
Tothat end, the €
als with the Des

wmarilla’s scions make more than occa-
sional d il. In a hundred cities, the dance goes
an every night. Bargains are struck with incautious Lupines for
swatches of temitory that house Setite temples or Sabbat ad-
vance bases, orwitha Sabbat pack far from home ta*ally ™
a marauding couple of kueidjin (all the while arempting to
maneuver the pack to the front lines ro take the brunt of the
enemy offensive, of course). Such short-term alliances are never
carved in ston

rainst

— treachery and the appearance of new threats
means that these

ances are always short-term; the old ally is
lable to help deal with the new danger. The idea, in the
end, istopreserve the Camarilla, Everything else issecondary —

expern

destructionofenemiesi rilla's
secunity. There are even a fair number of important Camarilla
figures (more than one might immediarely suspect) who hon-
estly would not care what the Sabbar did so long as it left the
Camanlla alome. Alas, then, that vampiric popularion pressure,
age-old rivalries and the manipul
Iyhad ensure that such a state ¢

smethod of safeguarding the C:

ions of the masters of the

n never come o pass.

TacTIiCS
ONTHEATTACK

Itis rare for the €
as there just isn't the n

amarilla to go on an all-our offensive,
anpower (or reasonable facsimile
thereof) todo it properly. Furthermore, the average Camarilla
i

mpire is firmly attached to her unlife — she's been a

vampire long enough to know exactly what she’s risking by
charging the tenement that the local Sabbat has had time to
turn into a deathtrap. On the other hand, the Sabbar troops
that invading C: re likely to run into are fresh out of
the grave and haven't yet had it sink in that they've got all of

nmies

eternity in front of them; ergo, they're more than willing to
mount suicidal defenses. What it boils down 1o is that
Camarill.

those whoknow that they're in en

none more sothan

ampires are naturally cautio

my territory. Any offensives
that these overly cautious vampires launch, then, are likely to
be more than overly cautious. No one wants to risk his
immortal skin unless it's absolutely unavoidable, and even
younger Camarill,

vampires aren't overjoyed about being

ordered into dangerous spots, unless compelled by supernatu-

ral or other my

ns.

As a result, Camarilla offersives are slow ones, marked by
long periods of subv
tal
to fire a shot or raise a ralon in order to accomplish their aims
When the problem is just a single Sabbat pack, roving the
countryside in a souped-up van, there’s no need for acual
vampires to dirty their hands. A phone
police supervisor here, a small bribe administered there, and
suddenly there are state troopers crawling all over the offending
vehicle an hour after sunrise. The matter is taken care of, a lietle
bitmore of highway is safe for Camarilla vampires to mavel once

ion beforehand and spearheaded by mor-

d ghouls. If the scct’s vampires are lucky, they never have

all to a ghouled stare

again, and no one important was threatened — at least to the

Camarilla way of thinking

Even when more direct m lled for, Camarilla

Isures are ¢

tacticians prefer to go for Sabbat support mechanisms

havens, feeding grounds and the like. Clean up a neighbar-
apack’s depredhations st
city's gendarmes. Put up a building on an empty lot, and
suddenly the antitribu don't have slace for their rires any
more. Nudge the local diocese ro send a few priests who really

hood, and all of a sudde louttothe

believe intoaSabbar-infested neighborhood, and there's going

sombra who

to e a True Faith-flavored surprise for any L

ers

¢ not seem il
and with minimal risk to the vampires
The C

too cocky. And while each of these steps m

much, they add up

pulling the strings illa has far greater mortal
resources than its opponent does, and is not afraid to use them.
Berter a half-dozen police officers get killed in flushing out a
basement haven than a single loyal Kindred.

There are t
conflict is unavoidable. Even in these cases, €

nes, however, when vampire-on-vampire

arilla agents
and

vily armed
armored ghouls, blood bound and eminently willing to die o

try to protect and surround themselves with he

The Giuoe 10 1H Camasia




DiaBLERIE
Artacks on Sabbar positions provide one of the few

chances for sanctioned diablerie thar a Camarill
pire is like

vam-
ly ever to see. While there is no official
Camarilla policy on the matter, the unofficial rule
re of business first

lake
us catch you ar ir.”

always been,

and don’t let

protect their “patrons.” Camarilla straregists do prefer surgical
fights as opposed to protracted sieges. Theyd rather pick a
target, isolate it, then hit it hard with everything they have and
overwhelm the opposition through a precise application of

force. Ideally, there is only one target to h 15

ar a nme,
Camarilla forces can't afford wo be strerched too thin or they'll
B earnpad

nder the seemingly endless numbers that the

bhat can bring to bear. So, once a building is targered, it's
taken floor by floor, starting from the ground up, with a ring of
support “troops” onsurrounding buildings and covering escape
routes. Camarilla assaults are thorough, efficient and hloody:
theattackers make certainof theirkills hefore movingon to new

targers. Onee a building is reduced, the strike team moves onto
the next one,
Camarillacany

1 then the next — speed is of the essence. The

ot winawar of atrition, so itsoffensives need ro
be fast and deadly

Camarilla pushes are also bound by the necessity of keeping
up the Masqg, m Sahbat strongholds
are by necessity not rerribly subrle. As such, Camarilla attack

thurn

s theye
down the building they've justemptied every time. At moments

teams need to have some sort of coverin pl

like this, the Camarilla’s decided advantage in mortal resources

comes into play. A noisy but ineffective shootout between the
forces of two Camarilla-controlled drug lords makes for perfect
camofl

UNPIFIC OPERILIoN, 43 any witnesses are more

than likely tosce the entire action — humans and vampires both

interms they understand. Getring construction crews, transit

authority workers,

gas company employees and other morrals in
positions that give them access to lots of yellow rape that reads
“Do Not Cross” o cordon off zones of conflict also serv
Camarilla pu

loud noises ¢

ny banging, shouting, shooting or other
ned as part of the “problem” necessitat-
ing the clearance of the arca.

B}

e expl

ENTY

G 1HE CITiEs

Defense of Camarilla rerritory is ruthless. It is the ciries,
maore than any individual vampire, that the Camarilla must
defend in order to remain a viable entity. One can always
Embrace new Kindred, bur there are just somany citiesavailable
tobe

xeupied, and not enough places to put new ones, Many
younger Camarilla vampires don't understand the sanctity of
tern

wy, thinking it's betrer to retreat to another city and fight

mother night. The elders, the wise ones who have seen the

me played out fora halfa millennium, know better. Every ciry

15 at onee an armory and a source of supplies, not o mention a
nigh-limitless source of new recruits. Moreover, vampires

The Rermi oF ImwokTaum

creatures of place and habir. In addition, Caine’s childer,
part fi

of the grave, prefer securit

rly those who have seen afew decades on the otherside
nd comfortable surroundings. To
such vampires, the loss of a home i
moving a line on a map a few miles. It is the loss of identity, the
violent uprooting of tendrils that h
over dec

more than just a matter of

been carefully laid down

des. For all these reasons, and more, the Camari

defends its own with the fury of a lioness defending her cubs.

Defensive tactics put into play against the Sabbat are
simple: Figure out what and wha in acity isexpendable. Defe
the rest tothe Final Death. Use mortal and ghoul forces to keep
relentless daytime pressure on Sabbat encampments. Bu
down as many buildings as you have to in order to get the
your ghouls
smile for the news crews while lighting the flames, if necessary.

d

invaders, and blame ir on an arson wave

The area can always be rebuilt later, providing opportunities
and rewards for whatever neonates and ancillac distinguish

themselves in the city's defense.

Speed of response rime is also key to Camarilla defenses. If
the Sabhar gains a foothold in a city, then the sect
mass-cr

ating shock troops within the conrested zone. Not only

does this produce more opposition at a nigh-exponential rate,
but it also th If the Sabbar isallowed to
ger “energetic”in its recruiting, the defenders’ resources need to
be split between actual defense of the city and protecting the
Camarilla’s veil of secrecy. The pressure only increases as time
goes by, If the infection 1s not bummed out quickly
be bumed out at all

If truth be told, the Camanlla almost welcomes frontal
ssaults from the Sabbar. Yes, Kindred may be destroyed,
property smashed and resources used up, but in such cases the
enemy is visible, recognizable and ultimately driven off, Infil-

atens the Masquerade

tration by deep-cover Sabbat operatives, on the other hand, is

WaR Coteries

The war coterie is a relatively recent invention, with
the credit (or blame) going at the feet of the late Lodin of
Chicago. Essentially sanctioned privateers (or the land-
going, bloodsucking equivalent thereof), war coteries are
bands of neonates and the occasional ancilla who's feeling
stricted in hercurrent position, given carte banche to go
nto the mean streets and wreak havoe upon the sect's
s. War coteries operate under only the loosest
guielines from the local sheriff or prince, who essentially
wind th nient enemy
and let them go. If the coterie manages to do something

enemi

n at a conve

coteries up, point thy

effective, there's cheering all around and the survivors find

themselvesrewarded (though poe

ally targeted todo the
thenexttime there'saneed). Ifthe
coterie goes down in flames, well, that's one fewer hatch of
potential rroublemakers around, and everyone elsc in the
city gets an object lesson in why haring off after the Sabbar
without strict direction is a bad idea

same thingall overag;

ACTICS AND SYSTEMS




prince worth
certafiable paranc

o deal with the ens

' member, belicy v promises

that the invaders will witl W prince is

oftentimes

Therefore, counter

intelligence measures, Oy hing anarchs

to hang with the Sabbar

narion, o

nares and ancillae enhanced

(withallmemories wiped afterward, of course)

road powers of enf nent to deal with

The lacter, t ne's surprise, rarely

stubborn princes keep on trying it anyway

DEALING WITH THE MENAGERIE

The Sabbat isn't the Caman

la's anly enemy, just its most

rous one. However, conflicts with the
nd whatnot rarely require all-out

cts are the norm. The Camarilla

1 anyone who tre

y aware Kindred refer to the arrange
wnd try nor to rock the boar
Dealing w

pendent clans is a bit trickier. While

1, presumably, crush the

t. Conversely, the
lentsasanally isavaluable weight

on the scal such the Camarilla finds i

nts to the point of ove

lerated in, say

drug

m
ith the Setites,
ndent clans
e Traditions,
no choice but to act

In such cases, the
seneral | solve the
matter quickly: Send al with the

wppease th

Unlike he it, when it comes to the

indeper the advantage of num

y s The Gur




Openand armed conflicr, however, is rare, The local prince
eeding sanctions,” mount a
harassment campaign through mortal catspaws, or even extracr

n clan |

is much more likely to impose

concessions fro
“oll

tho

rship to make recompense for the

fenses”of the interlopers. Aggressive

arfarc onanyone's part,
h, is infrquent. It's just too expensive for all concemed

PrESTATION

While power may be the true currency of the Kindred,
boons and favors also enjoy a healthy trade. The process of

trading, repaying and incurring favors (called prestation), isthe

A w

e incurs them and becomes behalden to his

lifeblood of the vampiric economy,

s vAmpIre grants

favors; a foolish

benefactors. A vampire who requests assistance often enough

soon finds hisentire existence dictated by the obligations he has
incurred; in exchange for whatever tokens of help he requested,

he hecomes a pupper of his benefactors

ACCRUING Dent

The processof racking up

prestation deb is a simple one.
Either a vampire asks another of her kind for assistance in a
er date, or a
vampire renders another assistance in a crisis, with it being
understood that the help will be repaid later, Sensible Kindred

keep very close

matter, in return for a favor of some sort at a |

s on whom they owe favors to, and take great
care not to rack up more debes than they can afford to pay back
at any given time. Prestation debes can be cal

led in at literally
ve the resources o
Some Kindred do make a habir

any time, so it pays to make sure that you hs

pay, regardless of circumstan

of racking up as many debts as possible as a form of protection,
operating on the theory that their manifold eredirors will want

to keep them in one piece in order to collect.

Not all debts are 2

are past i

rued voluntarily, however. Elders

sters at maneuvering younger Kindred into posi-
tions where they have no choice bur to ask for help, thus
placing themselves in an elder's thrall. For example, a corpo-
I

ion controlled by an elder might purchase the building a
promising ne
her with m:

te lives in and immediarely start harassing

ntenance checks, surprise inspections, fumiga-
tions and the like

Eventually the neonate has no choice bur
to seek relief, which leads her o the elder's doorstep. The

favorisextended, and the neonate has placed her first foot on
the elder’s spiderweb.

Expert players at the game of prestation also like placing
potential debrors into perilous situations and then rescuing
them dramatically, thus pl
debr. A favori letring knowledge of a
vampire’s haven slip to a hunter, then swooping in as the

ingthe *hapless victims” in their

tactic involy

hunter makes his move. From the rescue it's only a shore step
tohelping wely
unsafe,”), and, inch by inch, the victim is thus ensnared.

he neonate find a new haven (“This one is cl

INtEReST
It is not ina vampire’s best interest to cash in the favors

she has acquired immediately. After all, a vampire who is

known to owe you a favor is likely to come under suspicion i
you disappear (see page 149), with potentially fatal conse-
quences. As a result, any Kindred isas safe as can he expected

from any of her debrors.

Surety of safety isn't the only reason to hang ontoa favor.
e of the Kindred has a debt hanging over him,
he must always be aware of the possibility of having hi
marker called in. He can't act as freely as he might otherwise,
for fear of being called on to repay his debr. Holding a debt
mpire and insint t might be due
is a superb method of paralyzing a Kindred,
stripping him of hi:

Aslong as

overav ring that repayme

ar any mome

maneuverability and forcing him to

reserve some of his resources against the possibility.

Furthermore, a vampire who owes anather a deb is pe
ceived as being inferior to the vampire whom she owes. This
debt — but
1 powerful peer lets the whole
bout it as quickly as possible. As a resulr, the
creclitor gains prestige, the debror loses it Even better, the
longer the debr ¢

perception anly applies tothose who know about

any Kindred who gets a line ¢

workd know

n be sustained, the more prestige accrues to
thecreditor. Itisin the interest of the vampire holding the favor
tohang onto it 2

long as possible, then, though most creditors

take care toavoid yanking their debtons' leashes too hard or roo

often. Once the debr is discharged, it’s socially permissible for

anabused debtor to take vengeance or
PavinG O

Few Kindred like the idea of having lingering debs. I's
embarrassing socially, painful financially and potentially
hazardous. Asa result, most vampires attempt to pay off their

anoverly harsh creditor.

prestation debis as soon as they can safely do so. As creditors
have a vested interest in stringing those debrs our, the result
Ily

sttempting to do their creditors favors and the creditors

can be a game of cat and mouse, with the debtors frantic:

dodging anything that might conceivably be construed as a
kindness from their debrors.
Debts

were. Itisuncommon f

mong the Kindred rarely rake specific shape, as it

avampire toregquest a detailed servic

Rather, debts are kept nebulous —*“1'll simply ask for your help
with something down the road.” This ambiguiry works both for
and against the crediror. The indistinet nature of the debt helps
keeps those on the short end of pre
they might be aski
arure of the debu is fu

on on their toes, as they
d for. On the other hanc

never know wh

since the itis common for Kindred o

perform some sort of favar for their creditors in hopes of

nceling the prestation debr. Particularly energetic or devious
vampires maneuver their creditors into situations wherein they
can appear on the scene and render assistance, thus wiping out
the imbalance. Such attempts should be made very carefully,
though — if they backfire or are found out, the instigator just
sinks deeper into debt and becomes a targer of derision as well.

Whar fe
¢ incurred. [t is considered bad form to ask for excessive
repayment of minor d

m payback takes depends on the size and type of

ebts; in such cases, the debtor is usually

free to laugh off the request, and the debt itself is canceled,

Tz Rearmi oF DuwORTALTY:TACTIES AND SisTints




more often than not. On the other hand, no vampire wants to

s for too lirtle. De

ro frivol

letadeb

path tobeingm

mny status gain made by acquiring the

In truth, the actual ref of the debr is almost

incidental to the process of p . It is the debt that

matters, the artistry of the creation

o dispersal of the obliga

tion and the webs of all ¢ strung by favors owed

emanded is somehow anti

Actually payiny
climactic in all but the most dire circumstances
When a del

not it s de

finally repaid, however, more often than

blicly. Sample forms of payments include

boons (esy cation, ifthe prince is the debror)

favorite ghouls ¢ il pawns, assistance in financial or

martial aren:

ringin Disciplines or even just the perfor

mance of pu

Kindred lobby

umiliating acrs. Ofte

world
fitions s forbid
debrorkilled

ver hand, a

npire can get atound these e

wnd prestation has been used to eliminate any num

incautious Kindred. The h: s usually end up bei

rhiter of whether the re

payment

capacity in this marter

a Nosferatu! He can't do

SwApS
A< with everyrhing else, the Kindred trade prestation

children trade baseball cards. They are constantly

retrieved, dangled and otherwise moved around so

that it becomes dizzying to keep track of who owes what to

 there is no formal system for trading favors

ne consideration; I'll tell him

f you let Reese know thart | could use his

my lirtle Gangrel problem.” — there is one

debt

sived inthe process. The vampire wh
be informed as to his new creditor

A ble o a perfectly valid

d m

we runs the risk

down
i

1o is a wonderful w

idn'teven feel
f

eath you. The trans

game of prestation asanything else

Formarvrry
ance, it seems that the weight that the Kindred
wors and the lik

At first

i ing ompletely ludicrous.

anything if you don’t pay up, right?

t like ov a Nosferatu a fav w himoff! He'sonly

Wror




DEFINING BooNs

Maost young Kindred les
they're lucky) as the
20th-century v

the art of prestation (if

tof giving and granting favors;
s “you scratch my back,

Unfortunately, more often the neonates

mpires define it

Iscratch yours

come o prestation only through being taken advantage
of by skilled elders, giving them no chance to learn under

more “fo ng” conditions,

Many an inexperienced Kindred (youth and elder
alike) has dug themselves into horrendous debt due ro
their ignorance of the levels of prestation. This is not
entirely thro
broke ssisted the matter by choosing nor
to inform a Kindred abour his porential mistake or by
deliberate misinformation when it suited them (this of
s them the opportunity to “help” the unfortu-
nate one by leveling another debr to have the first one
ed),
The levels del

h their own making; not a few harpies
g deals hay

course giv

renegoti

ined below

re what passes for defini-

tion across most of the Camarilla; regions, ages of the

nd
all play

Kindred in question, previous working relations
extenuatin

g circumstances (such as war) m

part in the negotiations
.

small fav

o boon This is given in retu

such as the loan of somerhing and its return,

1 for some

arfor political support that did not risk or inconvenience

Thesanctity of the prestation system is very impartant to
the Camarilla, especially to the elders who have spent centu
ries carefully accruing favors from others. If it suddenly
hecomes acceptable to welch on one’s prestation deb, then
suddenly those elders’ stockpiles of favors become worthless.
Needless to say, the elders in question don't intend to allow
ble,

major resources in the mini-Jyhads the elders play. As such,

that to happen. Those investments in favors are va

they have a vested interest in keeping the formality of the
pre:

10n syst

n intact

Any attempt by a Kindred to wriggle out of a prestation
debt is met with immediate and overwhelming response. As
soon as the harpies hear of the affair, the offender's reputation
is effectively rrashed. He loses status and finds himself fol-
lowed by derisive gossip. Alliances, particularly those based
on favors give

in the past, wither. Enemies spread slander
about what other agreements the offender is unlikely to

honor, paying homage to the time-honored

Camarilla tradi-
cking a man when he's down. Orher Kindred 1o
whom the

tion of

npire owes favors call those favors due, daring
hreak his word again and dig himself in even decper
The offender has a choice of paying back all the f;

him 1

vors he

owes at once or cementing his reputation as untrustworthy.
The former can place the vampire in a dangerous or exposed
position, and certainly has the potential todrain his resources

the giver's standing. It is expected that the receiver will
return the favor in similar fashion, While minor boons
may not sound like much to worry about, a collection of
them carefully placed and called in can be the prelude o
stating gambit. Most vampires of any sect or clan
consider the acts of g

ade

ting and returning minor boons

and

tobe common politenes ampire who does not do
s0 is considered ro be beyond even the harpies’ scom.
* Major boon — A major hoon is collected in return
for items loaned that did not return or rerurned damaged
(such as ghouls, weapons, artwork), political support that
involved considerable risk andfor inconvenience to the
giveror his standing, and for physical assistance during an
assault that was not life-threatening. Major boons can be
quite dy to

e in the political arena during con-
claves, or during wartime to force the hand of Kindr
who ha

e been slow to offer resources or support.

® Life boon — acular

life boonentails the spe
tion is f

debts thar pre

ses, the
debtor literally owes his continued unlife to the boon-
holder,

befor

mous for. In most

nd the boon-holder can demand quite a bit

considering the debt paid — how much is the
debror’s life worth to him? The collection of a life hoon
atacrucial moment ¢

n force adebtor to vote against his

own di

rly held cause or to betray a friend.

to a critical point. The latter offers the chance to make
whole new round of enemies, as K

dred denied their ducare

rarely forgiving.

urthermore, the reputation one gets for welching on
favors is not easily shaken, and the stench of it will follow the
offender for decades. In the meanwhile, he finds obraining
help from

nyone tobe nigh-impossible, unless he s willing to
pay usurious rates for assistance, Vampires are by nature a
cautiousrace, and a Kindred who breaks faith is the sort of ris

no Camarilla investor wants to assume.

Dean Fnesg
ile the Kindred who artempts to get out of a
debt has ir b

 the one who kills his ereditor to avoid
paying gets infinitely worse treatment. As it is the
elders who hold most of the debrs, rhey're the most
likely rargets for assassination if this practice is allowed
o flourish.

sult, they come down hard on those
who kill to escape paying, The best a Kindred who

takes rhis route ¢:

nexpect is a blood hunt; the worst is
— but re
around, so as to discc

unspe sured that the stories get

rage other would-be killers.
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Pete Hammill

Vampires are, by definition, urhan creatures, and the

from the

Camarilla takes this tendenc
skyser

to extremes. Awid
pers, the Kindred find them
. There

no Elysiums in small rowns or

sheltering streets ar

clves out

highway rest stof

ke marters worse, there are matters

of survival the scarciry of

f prey and prolifera-

Lupines cities offer double incentive for

rory

f Vampire chronicles

especially thase involving the Camarilla (the Sabbat

ality lends itself more experimentation out
¢ borders of the metro)

the Swryteller of a

its), are bounded

it hl.«-xh

have as detailed a ciry setci

1 wide va

fescending in

builc
i i |
bringing it into the W |H of [

intended for Storyreller use only

THe B/\SI( s

Ifyouare g

Note: This chapier is

are a g

Juestions

prepared er about it

willgoplaces in the city you

tevpécechim to. Thepwl

Tiie Crrv By Nocerr:Buiome Youn S

impsters are and if there are alleys they can
directions the streets run and how much

ip out
wis liele
but there

The berter and more fully r

isforyoutoe rolate onthe fl

subaven't mapped

out yet. The our serting

1 put into preparing

for play invariabl Aff during your chronicle, when knowl

creation allows you to let the character wander irs

Nothing wrecks tl  of a chronicle more

completely than a Storyteller saying w't go there," asa

way of covering up for incomplete preparation. Vampires are

lordsof the it — the streets are their domain and they ca

wherever wish. The loss of a ny

thood (cr even a
diminishesboth the vampires'

building) ton artic

r and the reality

e chronicle,

unhaoly sw
[ noments like that, you need to know your city

wid, itsfeel, itsarchirecrure, its industries

atthe processisa rewardingone

L AvING THE GROUNDWORK

Befor icreate the first

vampire with whom ta populate

yOur metr is of the you need ro

moxd, theme a

nder the most

your chronicle: the city herself. Her history,

cenl

y existence are what make up the bedrock




of your chronicle. If you can't answer the following questions,
yourcity isn't ready for your plaers ver, and any scenario you ry
tocre

: will eventually collapse under its own weighr

Reat ORIMAGINED P

The first decision you have ro make is whether or not your
city 15 a real one. There are benefits and drawbacks to either
choice. If you decide to set your chronicle in the Waorld of
Darknessequivalent ofa real world ity alor of the hard work has
already been done for you. The city's geography and the bs

ics of

its history are already in place, and all you have to do is apply
vampiric shacings. On the other hand, ce
history makes for a |
extent; if your players are familia

blished
of research and limits your oprions o an

ruries of est

withlocal history, they 're going
1o take umbrage at vour rewriting it too cavalierly

On the other hand, building your city literally from the
ground upgives youa bl

nk canvas on which to work. History,
your whim. The
fictional city is completely your creation, from top to botte
Unfortun:

| of them aw

location, street maps

ely, that means that you have to create everythin

in it — and that's a great deal of work. There's more toa ciry's
history than edited highlights and more toa city's map than a

hways and a financia

few main hig districr. Once you make the
commitment to create a city, there’s no doing things halfway.

Homror Awav?

If you choose to use an existir s a base, you also

need to decide whether to use your home town. While it can
be temptingtodoso, lokingat your neighborhood with rose-
colored mirrorshades can limit your options. With roughly

100,000 mortals required to support a single vampire, serting
your campaign in a small ciry en if you know it inti-
marely — canseverely limit your Storyteller characrer oprions
Ifyour city can only support three Kindred and you have fiv
players, ce

n problemsof population present themselves. If
yout home town can support a r
does give v

onable pame, however, it
a tremendous hand with Storytelling

One of the main advantages of using your home city as the
basis for your chronicle is the f

ct that you have in-depth
knowledge of the place. Knowing where the clubs, the burned-
outcrack houses and the skyscrapers are reflexively allows youto
moveyourchronicletothase places smoothly and rapidly. Being
familiar with hangouts, restaurants and local

s youdrop
pertinent and real details into your story, and give it the sort of
werite that adds to your players’ immersion and enjoyment.
Ifyouchoose acity that's not your own, ir's always a good
rch it th
it will spawn

idea ro rese

roughly first — and to make sure

eas to sustain your chronicle
There's little sense in investing the time to leam a place
sarisfactorily, on

to discover that the city doesn’t hold
interest for your pl.

ers.

Travel books make excellent resources for this sort of
research, asdo the brochures and p
bure:

nphlets thatacity's courist
1 is more than happy to send out. Many cities also have
weh sites these days, allow

ng for instant access to history,

Eminent DomAaN

)¥e

So you want to run achronicle set in your home city,
but there's already published material on ir. Even worse,
the material that’s in print doesn’t jibe with what you
want to do with your home town how can your
characters aspire to the princedom if a book states very
clearly that there’s an angry sixth-generation Ventrue
who's laid claim ro the throne and who brooks no dissent?

Fear not — you have plenty of options. You don’t
have toaccept the published continuity if you don't want
to— if your St. Louis doesn't jibe with our St. Louis, well,
ir's your

ame and you won't hurt our feclings by changing
it. Your chronicle is implicitly
wish, and that's all there is to it
s a lot of work that's already
»u decide to run a game in a pre-
ated setting. Ifthe settingas it stands doesn't work for you,
but you don’t want to rebuild the city from the ground
there are compromises that you can make. The easiest is ro
run through the published setting, see what you like about it,
wl simply replace the rest. Another is to see where the city
is, decide what you want it o be, ve the plot of your
ime be rthe progression from actual to ideal. Instead of
simply removing a Storyteller character, you can
assassinated in play and the characte

ours, to do with as you

On the other hand, the
been done for you when
en

ind

v him
put to the task of
in world-build-

ing becomes the players” plot twist. You ger what you want

investigating. In that fashion, your exercis
2

out of your setting while the players get to game withour
waiting for you o recreate the entire city.

Just don't stress about what you “can” and
It's your game and your city. !\»unhhmhuhu\-nuwdl

y's
lows you toconcentrate the action in regions you

tourist attrac
high points
know whi

nsand streer maps. Havingan ideaof the ¢

ing time for you to do further research.

WratIs Tue Moon?
Above and beyond the propaganda that tourist center bro-
chures proclaim, each city tends to have amood

dapersonality.
Tdentifying your ciry's mood is a key step in identifying what sort
of chronicles will run well there. A history of warfare and
sprinkling of monuments give a cir r; urban renewal
look
ar your ciry's downtown region and see looming gothic architec.
it s streets und veatliered garg

with lots of glass, chrome and steel provides another, Ify

fles, the locale probably
lendsitself better to chronicles of intrigue and conspieacy than it

does ro random gun battles in the streets

WhvISTT CAMARI T AT
The casy
50" bue that doesn't do a lot to help your chroniicle along

swer to thisquestion is“Because the book says

Instead, you should look at the resources the city has tooffer to
see reasons the Camarilla wanes to ¢
place. Perhaps ther

ntain control of this
s a high-tech belt to the west of the ¢
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Te [PIssiNG MaTcH

The most common pitfall artached ro using your
home town as the site of your chronicle is the know-it-all
uperior knowl-
edge of the setting to derail the story. Getting drawn into
to what exactly the name of the restaurant
with is, or how long ago a particular club
closed, is extremely detrimental to your chronicle. The
other players get bored, or worse, ger involved in the
debare. And if everyone’s debating the minor derails of
ciry geography, no one's roleplaying.

player, whoinvariably atctempts to use his

ar 4th and

The best thing to do if stuck with this sort of player is to
remind him, gently, that the city in the World of Darkness
isnot the real city

nd that things have changed a little bir.
Afterall, this is your version of your home town, not his, and
you have every right to let him know who's in charge.

that the younger Ventrue have decided isthe key ro their future
success, or the city’s port is a strat

ic point for smuggling
wdred in and out of the country. Maybe the city holds fond
memories for certain elders, and they're not willing to re
quish the place, or perhaps a slumbering Methuselah has

commanded in dreams that this city be mamtained for her.

loging what the city holds to keep the Camarilla
there is of mterest to

ng what areas of conrrol are
sible allows you to start thinking about the Kindred who
control them. Knowing what's out there that's attractive lays
the groundwork for populating the city, and also thinking
about the possible conflicts within the ity itself. Ifa city loses
its heavy m wturing sector, the Brujah who controlled
that industry and fed off its successes suddenly finds himself

without a power base. At that poinr, he may seek o take away
the domain of another Kindred, or his enemies may seek to
annihilate him when he's ar his weakest ebb,

QUuESTIONS OF GEOGRAPHY

The physical makeup and layout of your city dictates in
large part what sort of stc n run comfortably in your
game. If your city has just undergone a major urban renewal,
complete with revitalized downtown area and gentrified
¢ not necessarily be suitable for a game
adeclining manufac-
turing base in the face of Ventrue opposition.

WHATDOESTHEMAp L oor L ke
Before doing anything clse, get a map of your ciry (or
create it, if you have to) and look at the town's physical Layour.

s you

neighborhoods, it m
based around a the struggle ro revital

Get familiar with majoraccess routesand important landmarks
{airports, city hall, hospitals, police headquarters, etc.), and
estimate how long it roughly takes to reach them when one is

in a Rotschreck-fueled hurry

ote neighborhood and districe
divisions — being able to tell the run-down parts of town from
the trendy shopping districts is important when it comes to
placing your fictional landmarks. Finally, think abour which

Tre Cirv By N

o be comfort-
nd which ones will find them out of their element.

partsof town your players' characters are lik
able in

WHICH PLACES MATTER

Not all sites are created equal. This is a truth so obvious it
hardly seems worth repeating, but when it comes to mapping out
yourcity it'simportant toremember that fact. Some chunks of real
estate are more desirable 10 Kindred than others. Some afford
financial or temporal power; others offer easy access to feeding or
prime candidatesforghouling. Then thereare transportation hubs,
important parts of the city's physical plant and so on. A Nosferaru
who has his talons in the city's water treatment station has a great
deal more actual power than a Toreador who owns a dozen rendy
clubs; the former can bring the metropolis to its knees, while the
latter offers mortals a hip and happer

ng good time.

t which buildings and institu-
ter to your vampires, and from there to
determine which sites are relevant to which individual Kin-
dred. City hall, police he:
places to start, but they're just start
institution has power or influence,
to get her hands on it. So e:

It is important to figure ¢

tions in the city m:

nd the like are obvious
g points. If a mortal
vampire is going to want
blish which places might
mn advantage ro inhabit or
influence, and work from there. Some possible examples:

adquarters

conceivably afford a vampire

* Prisons — They offer extensive feeding possibilities,
assorted underworld connections and potential ghouls with
all sorts of useful skills

* Airports — Airports offer rapid cransportation in and
out. They also provide tremendous smugg|

ing opportunities,
and can beagrearway tobortleneck arriving Kindred, If acity
has multiple airports, there may well be a power struggle to
control all of the air routes into or out of the city

# Train and Bus Stations — Like airports, only less so.
More important for snagging anarchs and refugees.

# Freight Yards and Working Ports — Smuggling, orga-
nized labor and access to and from a city without the need for
i passport

VisuarizatioNn Tootr s
s helpful o i

Often ne the defining anima of a
city asan individual. Think about the city's history, indus-
try, population and architecture, and then collate all of that
into the ima

e of a single person. Try to avoid stereotypes
— not everyone in Minneapolis talks like an extra from
Fargo, for example. Then again, the defining momentsof a
city's heritage do need to be addressed. Atlanta may have
been burned 13 decades ago, but the marrer seill subtly
informs many residents’ artinudes even rod

ouachieve a working personification of a city's
soul, it can g r o work up other details of the ciry. It's
oftena lotsi re out what goes well witk

Once

person
than with a city asa whole. Remember, what you're going
for is generalities and basics. If you try to work in all of the
derails this early in the process, you'll never finish.
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ion — A city’s colleges and univensities,

* Higher Edu
particularly thase with good party scenes, make for excellent

feeding opportunities. Outstanding students and graduate stu-
nd if

dents can be targeted for ghouling or even the Embrace,

the school has any sort of research wing, there's access to grane
money and the fruits of that research as well. Then again, a
supposed community of scholars might be of interest to Kindred

with

n interest in Noddist or other lore. ...

* Local Branches of Government Departments — The
ability to call in audits, levy fines or shut down plants and
businesses cannot be overestimated. Even something seem-
ingly as unrelated to vampires as the EPA can be used 1o

stol

hamstring a business with hing speed
* Newspapers and Local Television — These mortal
institutions are

ade. Th

sert them o sery

must-h
ab
he Kindred's ends—ma

ve for those interested in protecting

the Masqu ity to kill or alter storie

or to

i kes influence in

ful indeed

these areas powe

* Hospitals — For th
blood. For the ghoulish, the

ueamish, hospitals offer cache:
offer feeding. For the ¢
they offer places to dispose of mistakes.

less,

* City Hall — For obvious reasons
* Police St
local police can call backup to de

ons — Kindred with influence over the

I with pesky epponents, or

maneuver so that there are certain places t
know to les
arks, Public Areas and Stadiums — Wide open
ces offer space to host meetings or conclaves, and gener-
ally offe

* Trendy Clubs and Restaurants — These places tosee
and be seen offe
Kindred of discrimin:
income. Peripheral |

at the police just

ve alone....

plenty of hiding places

plenty of business oppartuniries, feeding for

ory taste and excellent sources of

inesses (narcotics, fencing, ete.) also

often come with rhe rerritory

® Industrial and Manufacturing Centers — Manufac
turing plants are still the economic backbone of their cities in
d labor,

many cases. They also have connections to organi
i utions as well

ks to shipping and often ties to financial insti
* Stockyards — If your city has anything of a livestock
industn nd all-night

it has a perfect last-dirch hiding place

cafeteria for losers in local brawls

* Homeless Shelters and Relief Agencies — Shelrers
offer plenty of victims who won't necessarily e missed. For
the less immediately homicid

, surpassingly effective ghouls

1 be plucked he residents of such places.

* Real Estate

ompanies — Beingable to buy, sell and
ve listings on havens isan advantage many Kindred would

dly pay for

® Fire Departments — Having the ability to delay the

hook and ladder truck's arrival at

1 rivi

s burning haven is

worth a great deal to some Kindred,
* Local Chariti

local businesses. Someone with

These can be rouchstones for many

stranglehold on the lo

1 major charity gets o deal with all of the businesses

who contribure.

office

Service Industries — Power meter readers, phone rechni-
ciansetaliaget intoeveryone'shome. Everyone's. Thatsort ofaccess
ispower, and thar'shefore you get intothingslike tracingor tapping

cell phone calls, cutting off service at strategic times and so on.

* Major Employers — The notion of the company town

isnor dead. Even today, some companies employ (direcrly or
population. Microsoft’s

kes

indirectly) Lln.c segments of a city's
impact on S

nd Mercedes-Benz's on Stuttgart o
thart sort of thing worth raking advanrage of.

* Financial Centers — Controlling individual branches of

banks is fine for gerting petty cash or breaking into safe deposit

boxe

but local stock e

rrers are

hanges or corporare headaqu
where the real money is. A little fiddli

index candowonders—or horrors—for firms that are thus listed

with the local stock

» The Morgue — A well-trained medical examiner isa
vampire's best friend.

iven the best-intentioned Kindred
makes mistakes sometimes, and inevitably one of those
mistakes gets picked up. Having a finger on the man who
writes the death certificates can be a valuable asset in presery-
ing the Masquerade.

* Underworld Businesses — The local numbers shop
Places that sell guns with the serial nunbers fil

1 off. Places o

et assault rifles, explosives and illegal narcotics. The Kindred
don'tworry oo muchabout going tojail, but they doworry about
keing able to kill, murilare, drug or explode things on occ

sion.

.and so on. Nore that this isn't be be-all end-all of what

sorts of places are of interest to Kindred — there's always a

chance thatsomeone will decide to take an interest in the 200

oralocal sports team — nor will every one of the places listed

ihove have a vampire squatting malevolently behind it

Instead, just consider which of these and similar places might
matter to your Kindred, and pick and choose from there.
Wheny
also makes sense ro establish which sires
don't have a handle on. Working

why the Kindred don't ar least influence them can produce

i're handing

it places for Kindred tocontrol, it

and institutions they

twhat these places are and

interesting stories later on, when the characters try to establish

control of these as-yet virgin territories. In the meantim

knowing why no one seems to have a handle on, say, the

utilities (too many rivals mancuvering for it? princely edict?

the local Monitor's haven? another supernatural protector?),

youcansprinkle hintsandominous umorsinto yourchronicle

Waere Do tie Kinnren Go ?
There'sa world of difference betwe

n places the Canvarilla
I

vampires like to spend their time. Just becase a Brujah has

s to have a pallid finger on and those where individual

consolidated his influence ina city's labor unions doesn’t mean
that he necessarily enjoys whiling away his evenings at organi-
sorin factorics. Thereare places where vampires
nd hunt (the so-called “Rack
for most vampire-on-vampire interaction in a given city

), and that's ground zero

Tre Guame 10 e CaMARLLA 4
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your city's Rack ta

st setting uf
cluband letting thing
dofrequentclubs,

»at that. lf your vampircs
hat sort of clubsare they, and wh !

wnisthe

There'sa very g

out where the T b, for example

s aresult, you'll |
to set up more than one club or bar in order ro avoid areificially
forcing all

our vampire: one roof. Don't take the time

1o set up a club that's fre

nted by each clan, thoy

acluk

in go hang out

h —it'sa

waste of tinn

fhavir
meetingfinteraction point. Ifall of the Treme
at Club Erius in

e andl defeats the purpose

- part of the ¢
And if they don'

, they're never going to go

anywhere ¢l
vall

where else

uabletc

hunting ground, make

re to give it somett

identiry

sle attend particular ¢

bs for partic
after all — playlists, DJs, ambiance, decor
cre

w reasons,
nd you need e
kiest of the picky <
especially when you figure in Auspex) t
placesfor

e reasons for vampires (the

rattend. Privat
ler K
it are pleasing 1o Auspex-en

nare all reasons for Kindred o flock
rhispot. Without amenities like these, vampi
ove on toanother place that caters to their whis
On the flig I it how the club deals wath the
Masquerade and breaches there
flocks of Kindred on any given 1
fights, accidental killings duri
crises will arise, and they'll all need t
quietly and ef

nbtrusive feeding, ghoul doormen w

in automatically, aesthe

hanced ser

particular

will simply

Any place that attracrs

Fren:

dealt with quickl

ciently. If a club ¢

| reputation as o t

spot, if patrons disa

als who make

we paying for their drinks, afterall, So g

| club'scleanup, cov

ipand defenses. Y

Cropping UpTHe Town
: to divvy up sections ¢

your city to Kindred left
straint is as important as thoroughness in this
v Camarilla city, afterall. The va
pull the strings of me
work

nd r

instance pires who

tal institutions don'tdo so

ircctly; they
ugh mortals 1o achieve their ends. Furthermore
vampiric control is always subtle and often imperfect; a

Ventrue doesn't casually stroll into the local paper'scity room

s at random. Instead, he calls the editor of the
shoul or may just be a mortal beholden
tohim, and requests that the offending story be killed. He may
offer recompense in the form of additional ad revenue for that
day, or he may “cre;

re” another newsworthy
incident to fill the space. The desired effect is achieved
withou constraint

So remember t

at when you hand out sections and
institutions, you're handing out influence, not total and
direct control. Plan your plots accordingly

oo Your S




Ban NEIGHBORHOODS

Ir's easy to dismiss the bad parts of town. It's simple to

ply and use them as convenient feed)

wre. But it's not necessarily righr ro

take yourstoryintothe lesssavory parts

own, show respect for your subject marrer. Poverry

r are powerful, dreadful things, and cavalier

feeds sends the wro

ses tohell, ther plant
. ectarmalice from city goven Ation
} here are real human beingsaffected by that

decline. Even if your Kindred plumb the worst depths of your

city, remember to ascribe some basic human dignity

ht unprepared when the local mob of Brujah decides

to tear the club’s 1

Rack, they're not
the entire thi ndaclub district
or does it rend tautants! Outlining

s are likely o

the Rack also lays o

{Rack islikel

there. Aitzie
and upper

Ik about being attacked. A club-hased
Rack, however, b

Malkavian ¢

rime whar th

know what

it where the

In other words, it's time t

the characters

n hisden, itonl
i have to get pa

E

re in, and wh

2, of perhaps the Kindred sees fie




HowDoYouGer Taere !

An overlooked aspect of a city's geography involves
aceess, How domortals get in and out— isthere a busy airport
v hub)? What about train lines

buses or major highways! If there's anly one main road

(and which airlines use it a

leading into or out of town, a single traffic accident at
A

n trap a vampire far

enwith nowhere to hide. As an extension of this,

strategic time can wreak havoe on Kindred travel plans,
massive snarl an hour before sunris
from his
it makes sense to take a quick look ar the city's traffic maps.
bottlen

cks and construction
projects are all good to know about, particularly if you

Main streets, parkways, traffic

anticipate high-speed chases in your chronicle
Justasimportant isfiguringout how vampires get smuggled
nd out of the city. K

in ndred travel arrangements

) get

npire has made a fortune by
chit

eserve

peculiar, and more than one v
shipping his fellow bloodsuckers like ¢

rgo. Ports, air fre

ilroad freight yards and the like all ¢
attention as potential points of entry for Kindred.

Where Dot Tuey Go ?
The flip side of picking o

rerminals,

where the Kindred of your

citydogoisdelineating the places where they don't go. Thar's
what the
1 neighborhoods” are, and X-ing them off

more difficult than looking at a map, figuring ¢

quOtE-unguote
your game map. What might be a bad neighborhood to youor
me isn't so much of a hassle to an unliving killing machine

who can shrug off bullets like they're mosquito bites, afterall.

Instead, it takes effort to figure our why a particular part of
rown isinhospitable to Kindred. A tightly knit Carholic neigh-
borhood might have enough ambient True Faith wo keep most
vampir
might have

atbay. Parks or other less

ily developed spaces
ampire-
one line
neighborhoods in

her supernatural inhabitants who aren't

friendly. Or maybe there are just

arnpiic rivalries
of Brujah has its havens firmly settled in th

Tue 'Burss

Your city is not just the city itself. There's the entire
to consider. Which neighborhoods do
the wealthy suburban squires retreat to at the end of the
day, and can the Kindred get there without being am-
bushed by Lupines along the way! Gared communities can
s private hunting preserves, or they can be death-
s tter of perspective.

metropolitan are

serve

traps. Ics all a

Fortunatelyorunfortursséely, the Kindceddon'tmuchlike
the suburhs. There’s a lirtle too much open space, there aren’t
enoughplaces to hide, and the residents still sometimescall the
cops when they hear screaming coming from neighbors' houses
late ar night. An active neighborhood warch assoc
surprisingly good at picking up breaches in the Masquerade

n is

A few Kindred do like to have suburban havens, far
from the hustle, bustle and armed robbery of the ciry
streets, but they're in a distinet minority. For even the

ever-wary Kindred, there’s y in numbers,

part of the city, while their rivals are established
and never the twain shall meer. Take the time 1o
figure out which parts of your city aren't

the southe

o the wes

afe for any vampires
Storyteller
charactersand which anes aren'tsaf for the players' characters.

(and why), whichunesaren’t safe foryour import,

What Doestie Prace Loor Line ¢

While not strictly a question of geography, the matter of
the physical appes
architectural style, should be addressed at some point. A city's
fagade affects the mood it establishes — a skyline of mirrored

nee of your city, right down to its base

glass and steel creates a different mood than does one of stately
trm-of-the-century skyscrapers encrusted with gargoyles, or

one marked by medieval or even Roman ruins. A city wherein

every building and terrace is marked by beetling, glowering

statuary generates anoppressive, paranoiac feel, while the ultra-

modern lookofghass, chromeand steel makesforadepersonalize
alienated setting, Furthermore, no city's decor is uniform; the
breakdawns 1 api-

ted row homes check-by-jowl with freshly yuppified condos

neighborhood by neighborhood, with di

jgure out which feel you want to empha
ay that look (and those neighborhoods) up
your city, and you don't have to stick that

X
and trendy shops. F

¢

meandp
Remember, this
closely to “realiry

inyour g

in marters like this

ter that is more important
ns. Vampire: ures of the side alley and the
boardroom, and you need to figure out the proportions

Building style is also a m

than it se are cre

thereof. While isall well and good for the characters to want.
to duck down an alley and hide behind a dumpster after
killing a Ventrue's prized ghoul, skyscraper districts tend not

to have too many alleys. Define what the regular features of
Are there trees planted in front of

your city's kandscape
every buil
alleys — b

ing, or is there trash in the streers? How about

w many, how often, how deep and do they have
sewert

nel access for the Nosferatu? Docs the city spring for
bright, white street lamps, or are the roads lit in dingy
and orange (if they are licat all)? Thissortof thinking extends

10 the human aspects of the landscape as well. Do the cops

ellow

walk rheir beat on foot, or do they stick t cars and in

Questionsor Brysium
Part of what makes
Elysin

city definitively Camarilla is its

1. These places, cultural centers where violence is forbid-
rt of a city's intellectual unlife.
Without knowing a city's Elysiums —where and whar and how

den against all, rest at the by

numerous they are — you can't knowa city. Therefore, defining

your city’s Elysiums is a matter of paramount importance.

WhHERE IS F1 vsiun
E

strong places that remain inviolate even when

ysiums are the rocks of a city'sfoundations, the safe and

| around
themisch

. Youshould put thought and consideration into

your selection of Elysiums, because by selecting Elysium so
you affe

miay seem obvious just to goahead and pick your city's largest

teverything that happens around Elysium as well. It

art museum as Elysium and letting it go at that, but the

Tite Crv By Niar:Buson Your Sermve




-

obvious cho

always the best one. Choosing multiple
unexpected or just plain strange places to serve

helps give your city

Just the sheer number of places marked Elysium has
profound impact on a city's feel. A city that has but a singl
museun declared Elysi

avery different place from one with
o half-dlozen sites — the latter is clearly a more prosperous and
peacful domain, its Kindred have more time for contemplarion
ofthe arts, there is more culture fostered in the city by mortal and
amortal alike, and multiple Elysiums offers more opportunitics
lorintriguingonsafe ground. On theother hand, the city wirh by

asingle museurn or theater demonstrates that the prinee’s priori-

ties lie esewhere, that the city doesn't have the resources w
supporemuliple Elysiuns, and that the Kindre
have other, more pressing concemns th

ofthe merropolis
the cultivation of art.

There are other, more subrle effects on the city to be
unhnh red as well. For example, the more locales the prince

n, the more bases of power the

es s local harpies
MUﬂ'H\ msalso means fewer prime pieces of downtown
to he handed out as prize domains to the local

oreador, not ¢
mention more places lawbreakers can duck into for sanctuary.

By plotting out how many sites in a city arc designated
Elysium, you can also establish the city's artitude toward

and keeping up the appearance thereof.

culture

WAt IsErvsium

The places chosen for a city's Elysiums say a grear deal
about both the city and those who dwell there. The effects of
labeling a pl
s can be found) and subtle (a museum not chosen as

¢ Elysium are both obvious (here is where the

ter a precipitous decline). Defining the
Hm usof yourciry, not tomention the effectsof your choices,

dous difference in establishing your setting.

ima

Thestercotypica e of Elvsiumisthat of the art museum
openafter hours, Kindred strolling toand fro while making snide
commentsandsipping vitae from wine glasses. While that image
certainly can hold some truth, you should think about whether
it holds enough truth for your game. Is the
Kindred's Elysi
collection of Impressionists or artifacts, fond memories relating
toapa ar piece (“Iwas in Paris when George painted that ome
Tewas the year | finally left my sire’s hausehold andl | was looking for
som,

rt museum your

1 of choice? If so, why — tradition, a specific

e | could spomsor to gam entrance o a cevtain sakon...") or
some reason esoteric beyond human

lerstanding? There's
certainly nothing wrong with choosing a cit
frer all, it has a variery of exhibits to please
the eve, plenty of space for intrig
| vital

'S art museum as

your core Elysium,

ing with or avaiding others,

and a central location ements to a proper Elysium
However, picking the art museum because you think it's ¢
pected, and not for the merits that the particuls
shortchange:

Soify
sart of place should you pick? An ope
. Most

style to appease even the most perfectionistic Toreador; many

place holds,

your story and your city.

central Elysium is to be located elsewhere, whar

house o

ademy of

©

musicisasuperbch

e

have sweeping lobbies as well as secluded boxes and numerous
back stairwells, all excellent places to canduct v
Furthermore, there’s alwa

of intrigues conducted subtly, through hand gestures, passed

piric busi-

ness or to hold cour

s the prospect

plays madly and

notes and urgent whispers while the orchestr:
the opera’s action crashes 1o a climax onstage,

nd libraries and music halls, there are other potential

choices to consider. Theaters, particularly ones with some sort

of historyto them, work well. Many cities have central libraries
f Iso offer the
ranging from exhibits to statuary to suitably

wial to an

nenities ess

Elysiuny

mate

decoration. Art galleries offer many of the same amenities of

museums, but in more intimate surroundings, |

opean cities
rks still in

functioning condition. Manors and castles rurned into muse-

may have Roman amphitheaters or other landm

ums and left behind by their original residents often fir the bill
— particularly if the city's Kind

dvisited those houses cenru-

ries earlier and seek comfortable surroundings.

The trick when selecting a site for a central Elysium is to

make surc it offers enough

enough space, enough culture,
cnough to amuse visitors and enough respect to keep Kindred
fromignoring the place'sstatus. Just labeling
is no guarantee thar the name will stick — good luck enforcing
Elysium status for a comedy clubs or even for an experiment:
theater that's

something “Elysiun

alittle too experimental for the local harpies’ taste.

That being said, you certainly don't have to restrict
yourself t
of the itk
dlrur

just one Elysium. If a city has several sites worthy

-, or the prince simply wanrs to show off how
wny number of locales
can end up as an Elysium. Whar matters is that you know

d suphisticared he might be,

which Elysium is the main one — the one where the harpies

gather and where the prince receives petitioners. You also

res its

might wanr to consider whether the prime Elysium re
ation, or what is happening at the other sites on the nights

| Elysium is dull and qu

when the cent

IT CAN"T RAIN AL THE D AMN T
While it may scem very moody.

ind gothic to have your
chronicle constantly hacklit by jagged forks of lightning, it's
not always necessary. If nothing else, the constant rain
would flood out the Nosferatu and produce all sorts of
interesting rumblings in the city's power structure. Use
symbology like lightning to your advantage, which is to say
sparingly and only at appropriate moments,

Your city's weather and climate can help your storics
along. Unnatural hot streaks can make mortal and immartal
alike irritable and prone to violence. Blizardsand cokl

can seal mortals in their homes, leaving slim pickings fnr
Kindred on the streets. Droughts can lead to fires, and toslow
or inadequare responses from city fire departments. Heavy
rains and flooding might do unpleasant things to Kindred
with subterranean havens. And a ciry with clear night skies
might prove a haza ng Toreador, who stand,
at the beauty of the heavens.

rd to starga

enraptured, staring in awe
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e Ormaybe
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the course of the fighr s entire gt
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payback fror

support network, lea

she’s looki the vampires who sup

! 10 exirac

ported the killers. Then have been

sparked by the mancuveri tal pawns

to undercut the other, and the conflict is simply awaiting the
at hasbeen,

ns. It fits

spriate time torenew irself. In all three cases,

now fulills two f

IVen 2 vampiric twi

nicely into the city'’s supematural history, and it sets up future

plots that are well-grounded in the *historical” past

How Much INrLueNce P
human hist

in the World of

the vampires

The vampiric int

e ¢

Darkness has consistently been overstared, both
themselvesand by outside observers (i.e. folks readir

theg, atmassof |

te). History happens, driven by the
lter that flow of
T

Vampires, with very few exceptions, ¢
estall or tr
e result, Th

are simply oo many humans with too much historical momen

events; they can merely hope to divert it, &

eventsor to ride the crest of the wave toa profit

tum for the Kindred to muck about with things willy-nilly

That being said, in order to see what role vampires have
historically played in your city, you have to out how
chind — and why. It

much of that city's history they were

does no good o

bloody strike in

chevents! W

strikebreaking? Why woule
did they stand to gain? Vampires, like

hey instigate

yone else, have

hings. It doesn't matter if those th

hoosing a dress or as nentous as

sassination — there has to be a reason for

somethir done. Ascribing actions to the Kin
without ascribing motives makes those actions nonsensic
Bear in mind that the vampire behind the scenes may not

for what he did, but as

have had good or intelligent reasd
I

sequence of evenrs becomes much more believable

15 there was a reason thar made sense to him, the whole

Bemnn Crosen Doons
You shoul
creating your Elysium. There's more to a museum than

think beyond the public spaces when

salleries — there are restoration facilities, storage and ware

house spaces, offices and more far from the public eye.

Similarly, an academy of music offers rehearsal spaces,
costume chambers, dressing rooms, ticket offices and the
like. Libraries have document chambers, microfiche storage
facilities, closed stacks, rare hook collec-

FOOMS, preservat

tion rooms and other places thar aren't necessarily obvious,

which provide a wealth of plot hooks. Once you

mate a

te Elysium, you might as well ger as much out

afyour Elysium as you can. Thar meansusing everyavailable

inch of the place, and not ignoring any of it
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WAt HAVE THE VAMpPIRES DONED

Though vampires exist at a slower pace than moreals
they're not always idle or in torpor. Over the
millenniayc
of vampirs

NEUries or evi

city hasexisted, there has been a shadow history
doings running parallel to the record of mortal
events. Knowing what the human beings were doing for all
thase years is only half the story; you have to know what the
Kindred were ¢

ing as well.

Note that your vampiric history should not simply be a
matter of “here’s when the vampires fought, and here's how
they covered itup.” nstead

keep track of who arrived when,
and where they came from. Establish Embrace daes for your
cters, not to mention the stories behind their
Embraces. Which vampires died along the way, how did they
ppened result? Often it makes sense to
mpiric power dynamics of today and then
\mrk backward ro see how they got thar way.

major cha

Just remember that your shadow histary has to be masked
by the real or

A hundred years of vampiric warfare might
make for excellent backstory, but if it coincides with a century
of peace and prosperity in the real world, the incongruity will
strain players’ credulity.

Wanrs

Oneof the most devastating things that can hitacity isthe
of war. Asbloody and brutal as warfare has been in the real
world, the influence of supernatural monsters in the World of

Darkness might even make it worse. What is certain, however,
is that

re touches the unliving population of acity as well
nd that ignoring the effect of warfare on your
city's vampires can |
Mortal Wars
Mast of the cities on the planet have been involved in
some sort of warfare, and the e f that sort of action on the
local Kindred population need to be examined carefully. It
mistake toworry about which vampires were behind which side.
Rather, think about how war affecred your city directly, Was it
burned to the ground, like Dresden or Moscow? If it was, how
muich of the vampiric population was caught in the firestorm?
Did enemy troops oceupy it, making it harder for Kindred to
feed, or did rotal chaos reign? How about the reconstruction of

asthe livingone

aserious mistake.

NIGHTSOFOLD

While cities in the Western Hemisphere are younger
than the Camarilla, much of the rest of the world boasts
metropoli thar predate the sect by centuries or millennia. For
placeslike Athens, Cairo, Jerusalemandsoom, the reasons the
city went down the Camarilla path need ro be laid out clearly.
e vampires who inhabit these places, many of whom
predate the sect as well, also need to establish why they chose
f there was a sectarian struggle in your city's
nd decide why things went the way they did.
It might even be worth wondering if someone out

ts a rematch.

the Camaril
past, map it out

there v

the urban area afterward — which vampires had a hand in
rebuilding the city to their liking! Mortal wars provide
storytelling opportunity to change the course of your ciry's
shadow history; take advantage of it if you can.
Immortal Wars
Vampires wage w

thought not on the direct scale
that mortals do. Even if two of the most powerful vampires ina
given city decide to go at it, you're not going to see tens of
thousands of Kindred lined up in ranks, waiting for the order to
charge. Instead, war between vampires is a more m\uln thing,
played out by mortal pawns and vampiric catspaw ng wars,
political upheavals, riots, overthrows of governments and the
like all provide excellent cover for deadly struggles berween
Kindred. The overlaying violence serves to mask the more
vicious tactics that each feuding vampire puts into play.

Ifyou decide that two or more Kindred went to war in your
city's past, it makes sense to look for upheaval in the mortal
world that could have provided camouflage for the de:
struggle. If you canfind an instance in which the unruly morra
more or less matched the philasophies of the Kindred you
scripted as going at it, so much the better. Otherwise, think
about when it makes sense for there to be immortal combar in

your setting, and pick a moment in history to fit.

Note: You may want to wait on this particu
building your city unti
population (see below).

ar aspect of
ter you've filled in the vampiric

What Agout Tinpern
While it's not necessary to know a
about your

bsolutely everything
ty's past to run a good chronicle in it, knowing
the odd bit of historical trivia can certainly serve its purpor
Putting factoids from 10 or 12 centuries past into the mouths
of your older Kindred serves nicely to establish the re:

ism of
their age. Having a vampire stroll onta the scene and an-
nounce that he’s three centuries old stretches credulity — the
moment seems staged, and as a result the char:
acquire the respect his age should gamer him. But having him
walk into Elysium, garbed impeccably in the wardrobe of
yesteryear and dropping conversational tidbits about the
measures he and a friend had helped institute to control the
outhreak of yellow fever among the kine back in the 1790s,
he acquires a bit more of the aroma of historicity.

addition, every ciry's history is full of bits of just plain
old-fashioned weirdness — rains of frogs, the odd political
suicide or socialite disappearance, rich eccentrics building
strange housesand the like — that canfit nicely intoacampaign
as evidence of vampiric maneuverings gone awry. The rain of
frogscanbe laidarthe feet ofan incomperent local Tremere, the
disappearances and suicides might be the evidence of anything
from abuses of Dominate to cover-ups for Embraces and so on.

ter doesn’t

In

Also, remember th
influenced an event doesn’t mean that things turned out the
way the Kindred wanted. Vampires
times to absolutely spectacular effect

ust because a vampire might have

crew up, too, and some-
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QUESTIONSOF
[PopuraTionN

acity issuitable fora vampire game without a population
mpires. As de as your history might be, as fascinating
, without a suitable flock of living dead in place
enemics, informants and other bodies for your
players to interact with, your city isn't complete. You need to

s your setting

toprovideall

know who lives in your city, who visits it, where the residents
are likely to be found and where they stand on a whole host of
ape is simply so much

issues. Otherwise, your detailed ciry

EOTEEOUS scenery.

WhoLves Trere P

The first thing you need to do in creating city's

population is to establish how many vampires the city aceually
supports. A good rule of thumb is one Kindred per 100,000
mortals, and population statistics are generally pretty easy to
find. Note that this number can be adjusted up or down,
depending on the feel you want to establish in your setting. If
you decide that your city should have a wide-open, sparse feel
op the number of Kindred. On the other
goingforafeve

ish, overcrowdedambiance, increase the vamy

population. Just be careful not to increase it 106 mu
prepared for an in-play culling.

think
, the six
main clans should easily predominate, with a few straggling
Gangrel as well. Minor ¢!
so on should make uy

Once you know how many vampiresare in yourcity,

about the clan breakdown. As your city is Camarilla

ns, bloodlines, Sabbat invaders and
ny fraction of the Kindred population.

THE PRINCE AND DOpUL ATION

In large "sclan breakdown is determined by
what clan the prince is. As the prince alone has the right of
ed creation, it only makes sense for her to reinforce her
position by Embracing enough progeny to protect herself
properly. Furthermore, the right of creation makes an excellent
favor to bestow on thase to whom the prince owes boons; odds

AT, YOur Ci

o

unlir

are that m

ny Kindred thus gifted are from the prince's ¢

WrioMane Who ?
After yougetarough by
time to think abour lineages.

lown of numbers in place, it's

This step is more important
than one might think. While the Toreador might have five
members in your fictional city, how exacrly those five are
ted can m:

tremendous difference in the clan’s power.
A clan comprised of one elder with four progeny certainly
presentsadifferent face to the city than doesa“family” of five
Toreador of successive generation. Mapping out how the

vampires of a single clan are related, if indeed they are, also
helps you est

Note: At this point in the process, you should prabably
be giving at least preliminary names to your Kindred. This

ablish the relarive power of the various clans.

serves as a tremendous aid in keeping the tangled web of

vampiric relationships straight.

SIRES AND CHILDER

Asimportant as know
how the parties relare afterward. Poor sire-childe relations can
weaken a clan’s hold on a city; strong ones can unify the clan
into a nigh-unstoppable force. Also rake into consid
blood bond: nd their effects on
childer’s affection. (Some of those bonds might be fragile or
broken, whic good to know.) Finally, it’s worth
thinking about siblings in the blood — multiple childer of the
same sire

2 who spawned whom is knowing

leration
voluntary and otherwi

h is alw

and any rivalries that might exist there.

THE LUUNWANTED

Bearin mind that not every childe is acknowledged. Caitiff
aren't part of anyone’s equation, but they do need to be taken
into account when you're populating your city. How many
Caitiff there are, who created them, and how likely it is that the
act will be traced back are all questions ro ponder. A Caitiff's

quest for her parentage can make for an interesting plot thread,
especially if the trail leads back to the corridors of Elysium.
Remember, the creation of a Caitiff is a violation of the
Traditions
that sort of ticking time bomb into your ciry's foundations gives
you something earthshaking to spring on your players later on.

d is theoretically punishable by death. Building

THeLesseRs

Vampires aren’t the only ones intimately wound in the
city’ . There are ghouls to consider as well.
While a ghoul isn'r necessarily as important a part of the city
as one of the Kindred (particularly if he's part of a particular
vampire’s large stable), it make sense to know where rthe
ghoul numbers stack up in your city as well. The more ghouls
aclan has, the longer its reach in the daylight hours, the more
ce in the city and the more soldiers it can call

eyesithasin pl:
upon

n times of cri

If there are particularly prominent ghouls (police offic-
e

s, reporters, politicians, etc.) in your city, it often makes
sense to figure out whom they're beholden to. Mapping the

web of favors and allegiances down to the mortal — or mostly

mortal — level goes a long way roward figuring out who's
inclined to help your players' characters and who isn't

THeDistovar OpposITioN

Atter the basic framework of the city'sCamarilla population
blished, then you can start thinking about who doesn’t fit
in. That designation includes anarchs, members of the unaffili-
ated clans like the Giovanni, and Sabbar packs
Needless to say, you dan't want to stock up too he
these, otherwise yourCs

is es

nd infiltrators.

avily onany of
ruptly ceasestobe Camarilla,

narillacity

Ifyour city has an anarch population, make anote of how
many of the anarchs are homegrown (and whao their sires are)
and how m

followingan

are imported rabble-rousers; a blood hunt

narch from his home city onto your prince’s turf

can make foran interesting story. The independents’ connec-
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tions and rargets in the city need to be delineated; knowing
which Kindred the lone Setite is dealing with and which ones
he's got in his pocket is an important difference. As for the
Sabbat, know

whomit's tar,

here it’s holed up, what it's after and

cted or subvertedalreadysets up Sabbat-relate

plotlines down the road.

IraNsIENTS

If your game is set in a small city, your players' coterie

might well be 50% of the vampiric population. This can make

for shore-lived chronicles, with the coterie ganging up on the

and rakir

of the city's Kind x them out one by one

A possible solution lies in bringing in transients. Think

1bout which vampires are frequent, infrequent or even vaguely
1, an archon who has

regular visitors. A pack of roving Gang

with a member of the
inarch who thinks the

wsy mark can all beef up your vampiric numbers

acenturies-old romantic entanglemen

primogen council or a rabble-rousing

city's an

temporarily without overstuffing the city

JoB DESCRIPTIONS

Since your city is held by the Camarilla, it should |

prince, sheriff , harpies and so on. Establishing

whichel ters fill those roles is imperative

The er

positive or ne

re of the city takes its cues,

om the prince. Start defining the power

structure at ¢ ind the rest flows downhill from there
WHO'STHE PRINCE?

Before you fill our the rest of the Cam

la hierarchy,

you need to define and establish your prince. Who is she?

How old is she? What is her clan, and is this her first time

holding a city? If not, why did she leave her last post — and

who pushed her out of it? If so, how did she climb to power,

e as a result?

ind who's plotting vengean,

T'nie WeIrp ONes
It can be tempting to treae your city like a salad bar,
we vampire from each clan or bloodline. One of

urt, right?

You only have so much spac

for vampires in
this city, and by the time you finish including all of the
es, you won't have room
dor and others who should
be making up the meat of your story. In addition, one of

minor and extremely rare lin

for the Brujah, Ventrue, Tore

the defining characteristics of the Gargoyles, Lasombra

antitribu, ctc: is that they are extremely rare. Having one

in a city is enough roexcite comment and cause specula-

tion; having several in' place for anything short of a
conclave is beyond the bounds of coincidenc

It's wiser and easier to stick to the basics, se;

lightly with one or perhaps two of the rarities, Otherwis

you run the risk of having the sideshow become the main

evenr, and having your plot crowded right off the sts
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Economy
1f you establish your web of character relationships and
find that there are two or more that essentially have the same
allies, enemies and functions, it’s worth your while to com-
bine the two. You only have so many Kindred to play with,
and redunda

cy wastes one of your most valuable resources.

be on stage a great deal in your campaign, which means that
they'd better be ready for the spotlight. The politics of these lesser
figures don't matter as much as their personalities do. They don't
make policyso much as they enforce i, and asa result figuring out
who they are and how they're likely to react to the characters is
of paramount importance.

THe UNTITLED

The ruck and run of the Kindred population of your city is
left without titles, which is as it should be. However, that doesn't
mean that those left out in the cold aren't thinking about
climbing the ladder of power. You should think about which of
your Kindred are ambitious (and whose positions they're
targeting) and which ones are content where they are. Clan ties
may play

to this

s well; the Tremere elder may frown on a
younger clan member's desire to be sheriff, for example, but may

encourage his protégé to take the role of scourge.

Porrmics: WHo Hates WHom ?

Once you have a rough idea of who the vampires in your

| fir together.
ind favors owed
interactions,

we, the last step is to figure out how they
patronag
primes future plots based on those v

Establishing friendships, alliance:

In a sense, what this part of city creation boils down to is
writing the personal histories and ambitions of your horde of
characters. The trick is to make sure that if you've got 30
Kindred in your city, you don't have 30 free-floating individu-
als. Makeagoal of having each and every Kindred link toat least
three others. If there's agood reason fora character to have only
an ille

one connection (sa ate childe whose exist

1 ence is
known only to his sire), that's fine, bur a character who only
seems to work well with one or two other Kindred doesn't lend
himself to enough stort

s for you tokeep him around. Nor all of
the relationships you establish berween characters should be

amicable (conflict isevery Storyteller’s friend), but they should

be real, passionate and vital. Vampires are creatures out of time.
Their hatreds and rivalries are nurrured over the centuries with

each insult and dig, every setback and petty triumph. That

intensity of relationship has to come through when you map out
how your Kindred feel about one another. Mild dislikes and
ffection have no place in the web of vampiric relation-

vague

ships; such delicate emotions are reserved for mortals

Some of the questions you'll probably want to answer at
this point are:

Who supports the prince! Who doesn't, and who's
willing to do anything about it?

Who's been talking to the Sabbat, or other outsiders?
Convers:

Iy, who's loyal, and to whom?
Who owes other Kindred favors? The pecking order of
prestation is important in determiningwho can lean on whom

Who loves whom? Love blossoms even among the
unliving, but a spurned suitor can take a terrible vengeance.
Whose politics jibe with whose? Who are the anarchs!
The rraditionalists? The wild cards
ing to kill to buttress his position?
Who are the diablerists, and who died in that fashion?
Is anyone looking for veng:

Sonversely, who's will-

ce, or even those tell-tale

streaks in the aura?

Whoisambitious, and who's a target for that ambition?
Whar Kindred are seeking to climb in the power structure,
and what are they willing to do to get there?

These simple questions, and the questions that their
answers raise, should help you establish a solid framework for

your city's Camarilla politics.

Wuere Do You
GoFrom Hege?

By this point, you should know where your city is, whar
i's like, what it looks like, what's important in it, what
happened in there, what really happened there, who lives
there, what they control, whom they like and dislike and
what they're trying todo about it. While creating every detail
zed) city is the work of many
e done enough to have ar least a

n fictiona
lifetimes, by this point yor
workable setting for your chronicle. You've done your prepa-

of a fiction (or e

ration. Now it’stime to use the conflicts you've set up and the

wi've established to start telling stories.

TEMPLATES

Below are statistics and very basic wri

history

che-

ps for ¢

typal characters whoare likely tobe found ina Camarilla city
The statistics, descriptions and other traits are only a starting

point, and you should feel free to modify them as you wish

when populating your chronicle serting. Bear in mind, how-
ever, that so-called “stat creep’

enemies a chronicle can have, and that the characters pre-

is one of the most insidiou:

sented here are designed with their stats as is for a reason.

CHARTS

A rremendous help in clarifying your vampires' tangled
relationships is the so-called coterie chart. First, space out
your major characters' names on asheet of paper. Then draw
arrows between those vampires who interact. Finally, write
descriptives along those arrows, establishing how each half
ofthe equation feelsabout the other. You'dbe amazed athow
easy this sort of quick reference makes d
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STREET CATTIFF
Background: Seduced and abandoned, a street-level
Caitiff is a vampire by defaulr. He's spent his brief time as a

vampire ducking from the sheriff, the scourge and anyone else

e for an ally but afraid o

he imagines is after him. Desper
trust anyone, he sleeps where he can, feeds when he can and
waits for the inevitable end.

Street chic is the best a Caitiff can hope for

Imag;
shirts, jeans, jacker and boots scrounged from a thrift store
or worse. A hagg Imarks
of a lone Caitiff on the streets, and odds are he's got a visible

rd face and haunted eyes are the b

air of nervousness about him
Roleplaying Hints: Trust noone, and keepaneyeon the
exits at all times. The whole world is out to get you, and your
only hopeofsurvival is tokeep running. You desperately want
to find someplace to belang, but no one will have you, So

instead you run.

Clan: Caiuff
Nature: Rebel

Demeanor: Survivor

Generation: 13th

Physical: Strength 3, Dexterity 3, Stamina 4

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

: Alertness 3, Brawl 2, Dodge 2, Intimidarion 1
twise 3, Subterfuge 2

Skills: Drive 2, Firearms 2, Melee 1, Security 2, Stealth 3

Survival 2

s Law 1, Medicine |

Knowledges: Academics 1, Compute
1, Potence 1, Presence 1

s: None

grounds: Allies 1, Contacts 5, Resources |

irtues: Conscience 3, Self-Conrrol 4, Courage 4

Humanit

Willpower: 7

ANARCH
ground: Embraced withour warning and thrust
the anarch bided her time

ANGRY
Ba

into the Cas

st her will
1 escape. Now she’s out on the mean streets

arilla ag:

until she cou

looking for revenge and bload, working to gather ; with

whom she can take down her hated sire and all he stands for

from head to toe, an anarch’s
nce is a challenge. She wears w
ts her well — biker jackets are a particular favc

yele or combat boots. An anarch always

Image: Radiaring to

wtever looks g

every gl

and prot

as are morc
1 nice shiny pair of 455, worn visibly, can prevent

vrmed
alot of arguments.

Roleplaying Hints: Anywhere you go is your property
2 you've got, and make sure

Defend your turf with everyt

authority’s eye while you do so. You don't have

1o spit ir t
cause, you've got an agenda, and the difference is importal

eve in; you're more interest

what you be

Youwon't

in finding a way to survive so you can win

Clan: Brujah
Nature: Rebel

Demeanor: Bravo

Generation: 13

Strength Jexterity 4, Stamina 3

Charisma 3, M , Appearance

Mental: Perception 3, Intelligence 2, Wits 3

Talents: Alertness 2, Brawl 3, Dodge 2, Expression 2, Intimi

dation 3, Streetwise 3, Subterfuge 3

Trz Gume 10 THE CAMARLLA
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: Animal Ken 1, Drive 3, Firearms 2, Melee 2, Security
2, Stealth 2, Survival 2

K

Computer 1, Invest

ion 1, Law 1, Medicine

Presence |
Thaumaturgical Paths: None

Backgrounds: Allies 2, Conracts 3, Resources 2
Virtues: Conscience 3, Self-Control 3, Courage 4

H

Willpower: 8

nity: 5

NEONATE

Background: Just brought into the world of the Camarilla,
the neonate is still working from a jumble of half-truths,
myths and misconceptions. He's nor quite sure what he’s
supposed 1o be doing yet, only that the consequences of
failure are terrible ind Just beginning to understand his
new status, the neonate is taking the first few steps toward
coming into his true power

Image: The neonare dresses much as he did in life

consery

ive suit, power tie, black shoes and a near mustache
(though he's finally abandoned his glasses). He's just starting
to realize that he has other aptions, and is beginning o
experiment — though the stereotypical cape and cravat are
miles beyond what he'd conceive of trying.

Roleplaying Hints: Lord it over the humans, but
cower before your s

e and his peers. You don't know

much, but you know your place on the food chain

and
attom. Search for allies among vampires of

it's near the
your age and generation, but look over your shoulder for
ipproval all the while

ind the rest

your sire's Flinch from garlic,

running water, crosses but once you

The Cry By Niger:Bun
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discover that rhe

ocky

rends are only stories, you run the risk
of getting ¢

Clan: Vent

Demeanor: (

Generation

Physic 3, Dexterity 2, Stamina 2
harisma 3, Manipulation 4, Appearance
Mental: Perception 2, Intelligence 2, Wirs
Talents: Alertness 2, Empathy 1, Intimidation 3, Leadership
2, Streetwise |
Skills: Drive 1, Eriquette 2, Fire
Knowledges racy 2, Computer 2, Finance 3

Backgrounds: Generation 1, Herd 1, Influence 1, Resources
Virtues: ce 3, SelfC )l 3, Courage 4
Willpow
Humanity: 6
Willpower: 7
ANCILLA

Background: H: behind the Masquerade for

1 centurt

the

ncilla is comforeable wirh his existence anc
oks to advance himself within his ho
g to carve out a niche an
wre the goals ro

and he is laying careful plans

domain. Whip, sh
which the ancilla

th

Imag the style of decades long gone
the ancilla looks as if he has stepped straight from a
Frank Capra film. In appearance he be a sad




little m

don't lc

the ancilla’s eyes cold and hard and pred

reveal his tr

Roleplaying Hints: Agree with t

while exerci
Watch for

ite yourself fr

your ultimate

merely a ste;

everything is

Cor

Generation:

Physica
Social: Char

Mental: Perc

Talents: Alertness 3, Brawl

Skills: Drive

Knowle

lges
Politi

Disciplines:

Virtues: C

. with

Clan: Treme:

urgical Paths: Blood 2, W/
rrounds: Contacts 4, €

a sad little smile and soft hands that

ok like they've ever seen a day's hard work. Only

ue nature

your authority over those beneath you
s to befriend, and be careful to disassoci.
eout of favor. Kee

; every move and alliance you make is

om those whe our eye on

everyone and

oad to power. In the
expendable to your ambition.
re

wniver
Architect
Qt

Strength 2, Dexterity 4, Stamina 3

isma 2, Manipulation 4, Appearance 2
nee 3, Wits 4
. Empathy

eption 4, Intel

Leadershiy

L, Etiquette 3, Firearms 2, Stealth 2

: Bureau 2, Finance 3, Camarilla Lore 4

Auspex 3, Dominate 3, Thaumaturgy 2

ither Control |

3, Herd 2, Influence 2,

nscience 2, Se

Humanity: 5

Willpower:

HIDDEN SOURCE

Background: The hidden source sees everything that

goes on in ch
When i

Turns to, or ;

whom she trusts know

o fi

nous clothe:
asmuch as

is pract

said for her

bald visage
most of the
her own

ractical one

e just has to h

¥ — or at least she talks to peaple who do

he ¢

iat's needed, she’s the one ever

ne wha can meet her price. The

tin touch wirh her; everyone

Wi

that, if they need her, they're lucky

nd her

u, she wears volumi

fel

floppy hat to cover up her appearance
her

ity the same can't be

ed ar ined by the sewe

ically unidentifiabl

ce — wrinkled and covered w

a nightm

is something out o
time the Nosferat
Obfuscare has its cc

Roleplaying Hints: Don’t come out of the shadow

unless ye

or mol

Trade infc

m for favors

idedly

weadeal

but always keep the b

Tie Gume 1o
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M

inyour fa

your appearance

mpires
very small soft spot for the under
kicked down

like to be hated
Clan: N
Nature

Demeanor: Ci

ner

Generation: 1
2, Dexterity 4

Manipt

Physical: Stren,

So Ch

Mental 14, Intellig

Talents: Acting 3, Alertness 3, Brawl 1, Dx
Streetwise |, Subterfuge |

Skills: Etiquette 2 1, Se

Knowledges: Bure
Finance 2, Inve
Lore 2

Disciplines

Thaumaturgical Paths: None
Backg
Virtues:

»unds: Generation 2, Cor

Humanit
Willpower: 5

SCOURGE

has the rof life ar

Always trav

to enforce at least a few of the T

g with ba

Hated and feared by those with s

is Majesty the pr

ver unauthorized K

weapon, toshock

can't see past a person’s boks. Keep a

ou know v

Stamin
1 3, Appearance 0

e 2, Wits 4

curity 1, Ste

Ia Lore 3, Con

ortitude 1, Obfuscate 3, Porence

wacts 3, Influences

cience 3, Self-Conrrol 3, Courag

othe

the prince’s mandate

ething to hide (such as




urge is one of the most despised Kin

for purposes of intimidatir

¢ toward ease of movement

onscience 1, Self-Control 4, Courage §

Lovar Gruour

Background: Service, loyal service, is all that the ghoul
knows now. By day he still holds his day job, but the charade
of office and burcaucracy wears thinner every day. Nig]

when it's ime to serve the master’s wishes with his me
skills — that's when the ghoul feels alive. He'll do anything
to make his regnant happy. Anyrhing.

Image: A slightly disheveled businessman, the loyal
ghoul is v

cly attractive, in a fleshy, middle-
way. Hissuit is a few years out of fashion, his
1 his hairline recedi

sort of

wsses a bit thick

but he rad

ates an air of compe-
wce. He carries a pistol, which he of course has no idea of

0w 10 use,

hose pain-in-the-ass anarchs out

al: Strength 4, Dexterity 4, Stamina 3

2, Firearms 4 ‘\Lln 2, Securiry
l\nuulnlu\ Camarilla Lore

elerity 1, Fortitude 3, Protean 2

Rnlr]\\.l\‘ g Hints:

very well, and have no t

i know your chosen field very,

le slapping down anyone who
questions your cxpertise, Well, anyone except ye

gnant,

the one whose | | is so very, very sweet him you'll

kill without hesitation, steal without a sece

lie in a heartbeat. Somed

if you're very, very

might make you a v 1s well, but in the me

At you can to make him happy

Li.m N/A

Nature: Masochist
Demeanor: Conformer

Generation

Physical: Strength 2, Dex
2, Mar

rity 3, Stamina |

Sacial: Charisma lation 4, Appearance 2

Semva




eption 3, Ineelligence 3, Wits 3

clarion 3, Le

, Subter

2, Etiquette 3, Securiry

imarilla Lore 3, Finance 3, Investigation 2

\uspex 1, Celerity 1
Paths: None

ounds: Allies 2, Contacts 3

Thaumatury
Bac

Virtues: €

Influence 1, Resources 2

onscience 3, Self-Control 4, Courage 3

Humanity: 7

Willpower: 5
SHERIFL

Backgroun

nd every

Vs nightmare

swhi

sresponsible for enfore

loes this with an iron hand inside

1 velver glove that's Wi of AT anarchs and
troublemakers understand only one thing these nights, and
that's force
he sheriff isa looming, | ing presence — six
t of muscle and mean. While he can dressup for

liences with the prince, the sheriff's scarred and

vlar-and-denim ensemble

mere mac

Roleplaying Hints: Play stupid and ler the anarchs get
overconfi

There's nosense in showing them that you've
tsmarted them until it's time for the
roll

whining from t

ne to end. Insults
vit well

the off y

ou do your job and ind the

e vampiric brats is proof. Uphold the city's

law to the lerter, and add a few codicils that you think are

worthwhile

Clan: Brujah
Nature: Judge
De:

Generation: 9th

Monster

Physical: Strength 4, Dexterity 3, Stamina 5
Social: Charisma 2, Manipulation 5, Appearance 1
Mental: Perception 4, Intelligence 3, Wits 5

Talents: Alertness 3, Brawl 3, Dod

2, Intimidation 4,
Leadership 3

Skills: Animal Ken 1, Drive 3, Firearms 4, Melee 2, Security
3, Stealth 1, Survival 2

Koowledges: Camarilla Lore 4, Politics 2, S:

Discipline

Auspex 3, Celeriry

. Fortitude

Presence 4
al Paths: None
Allies 2, Camarilla Sta

13, Resources 2

Thaumatur

Backgrounds:
I

Virtue

s 3, Generation 4,

onscience 2, Self-Control 5, €

Humanity: 6
Willpower: 8

TREMFRE INTERROGATOR

The Tremere interrogator
her clan and her city, thou,
dence art all

Background rves both

1 the former takes prece
Through a

thaumaturgical expertise and a

times. combination of

cerailed understanding
of pain and its applications, she makes sure that those
whom fate delivers to her unveil all of their secrets. Not
everyone has access to her talents
her invaluable

wut those who do find

ge: Thoroughly modern in her

wtor prefers severe business suits

ippearance, the

d lab coats for

when she gets down to work. Her face s all angles and edges,
n the
e slender and graceful, and she always wears black leather
gloves to protect them

giving hera raptorlike visage. Her fir ther hand,

ers, ¢

Roleplaying Hints: You have many interests and tal

ents, but your work supersedes them all. In conversation,

you're the one who asks the questions — long-winded stori

bore you, and you prefer to get straight to the point. Yo

hard to like, but casy to work with, ar least from the outside
Your patients probably find you less charming.

Clan: Tremere

Nature: Autocrat

Demeanor: Perfectionist
: 1th

Physical: Strength 3, Dexterity 3, Stamina 3
ma 4, Manipulation 4, Appearance 2

Generatior

L CAMARLLA




never, ever let yourself grow predictable. You hold the

reputation of everyone in the city ir wds, and you

know it

Me: : P ption 4, Intelligence 3, Wits 3
Talents: /

122, Alertness 3, Empathy 3, Intim

ges: Bureaucracy 3, Camarilla Lore 4, Compurer 2

: Gallant

Finance Investigation 4, Law 3, Politics 3, Sabbat Lore 3

% & G e 1 Demeanor: Celebrant
Disciplines: Auspex 3, Dominate 3, Fortirude 2, Presence

i 3 Generati

Physical: St

al Paths: The Lure of Flames 3, Hands of

Des n 2, Blood 1

Backgroun
Herd 2, Inf

: Camanilla Starus 3, Contacts 4, Generation 2

Talents: Acting 3, Al

cainers 2 tness 3, Empathy 3, Intimidatic

Virtues: Co ontrol 5, Courage 3 Leadership 3, Subterfuge 3

Humanity: 4 Skills: Eriquette 3, Firearms 1, Music 3

Willpower: ¢ Knowledges: Camarilla Lore 3, Linguistics 3, Occult 2
Polirics 3

HARDY Discipli spex 3, Cele 3

Background: The py is the arhiter of style and status

in the With a flock of her peer peers out from "
I 3, Contacts
Elysium to bestow good fortune or venomous malice with but
word. Everyone courts her favor — especially those who

“onscience 3, Self-Control 5, Courage 4

Humanity: 4

A vision of redatory

Willpower: 8

s makesastatement with herappeara

5 past, exquisitely tailor layupt

Heeper oF FLysium
B:

ound: The unliving can appreciate grace, heauty
. ind art far better than can the living, who have but afew brief

laying Hints: No one ’ :
5 ; . s to contemplate it. The keeper of Elysium preserves
for the Kindred, enforcing the laws of Elysium and

wult you has commiteed an unpardon:

; he artifacts of culture and inspiration f
I well to flarrery — if it’s done well hut 3
mpires of the city’s




Image: The keeper of Elysium dresses soberly, but in

expensive clothing than can come from any era of human

is sober

history, depending on her whim. Her demeanor

ind reserved, but she sees everything that goes on in her

those who would violare

win, and deals harshly wit

m's sanctity

Roleplaying Hints: Elysium is your garden. Share

ur treasures with those who show a genuine interest

ind feed the frauds to the harpies. The peace and tradi

tion of Elysium are paramount to you, and you deal

harshly with any violators. You can call on the m

tire city to do so, and have resorred to th,

on multiple occasions

Cl
Nature: Celebrant

Tore

Demeanor: Pedagogue

Generations 9th

Physical: Strength 3, Dexterity 3, Stamina 3

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

thy 2

Skills: Etiquette 3, Firearms 1, Melee 1, Music 3, Security 2

Talents: Alertness 3, Emy

Knowledges Law

Camarilla Lore 2, Computer 1, Finance

uistics 4, Politics ience |

Disciplines: Auspex 3, Celerity 1, Presence 4

Thaumaturgical Paths: None

Backgrounds: Camarilla Status 1, Generation 4, Herd 1
‘ n

Influence sources 3

Virtues: Conscience 5, Self-Control 4, Courage 2

Humanity: 6

Willpower: 5

The Lovar Opposimion (PRIMOGEN)
Background: Ith

s finally clawed her way to the top of the local branc

taken centuries, but the prime

Now she speaks for all the Malkavians in her city,

arries a great deal of weight on the primogen

h the curren

She doesn't agre

wi

well, on much of anyth but isn't ready t

ve against

him — vet. In the meantime, she moves in council

thwart his aims, never crossing the irrevacable boundary

f open rebellion.

Image: The Malkavian primogen dresses as a prir

proper woman of the mid-1800s, modestly g and with

downcast countenance. She hasalways appeared this way, s
faras anyone in the city remembers. Perhaps she always will
Roleplaying Hints: You did not achieve your age o

on by wandering around in nd pajamas

bunnyslippe

¥
Your madness is a cold and terrifying

hing,

ng pe

wbition to help you achieve the bloody he

ound your

of the prime

senship. You are not ready to m

ainst the prince, but in the meanwhile you enje

more than thwarting his will

Malkavian

Nature: Fanaric

Demeanor: Penitent
Generation: 8th

Physical: Strength 3, Dexterity 5, Stamina 3

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

Talents: Alertness 4, Dodge 3, Empathy 3, Intimidation 3,
Leadership 4, Streetwise 2
Skills: Animal Ken 2

Stealth 3

Etiquerte 4, Music 3,

earms




Knowledges: Bureaucracy 4, Camarilla Lore 4, Investigation
inguistics 1, Medicine 2, Poliries 3

Auspex 4, Celerity 3, Dominate 5, Obfuscate 4,

3, Law 3,

Discipline:
Protean 3
Thaumaturgical Paths: Non

Backgrounds: Camarilla Status 4, Contacts 5, Herd 3, Gen

eration 5

Virtue
Hu

Willpower: 8

Conscience 4, Self-Control 3, Courage 5

nanity: 3

SENESCHAL

sene sth keepsit

He wh e prince must first convinee the sen

eschal e seneschal is the

1siness;

keeper of the keys esence. Publicly subservi

ent but never cra ls far more of the city than

vhis o

Image: Tall, gray-haired and impeccably groomed, the

seneschal is the very pi entility, His suit is black and

immaculate, his cane silver-|

lled and his manner pre
I
cisely polite

Roleplayi fints: You know where everyone stands in
the city, and where all of the bodies are buried as Always
be poli t leave no doubt as to w lly runs the city

You have the wce's trust n to use his

withority; use both wisely

eanor: Co
Generatios

Physical: Stre

Alertness 4, Brawl 2, Dy
Leadership 4, Subterfu

3, Intimidation

Skills: Drive 1, Etiquette 4, Firearms 4, Music 2,
Stealth 4

Knowledg:

Security 4,

s: Bureaucracy 4, Camarilla Lore 4, Finance 4
n 4, Law 4, Lic

Sabbat Lore 3

Investigat wistics 1, Oceult 2, Polivies 3,

Disciplines: Auspex 4, Celerity 4, Dominate 4, Fortitude 3,
Obfuscate 2, Presence 4, Protean 3

Thaumaturgical Paths: None

Bac

Generation 2, Herd 3, Influence

grounds: Allies 3, Camarilla Status 4, Contacts 3,
3, Mentor 4, Resources 3
Retainers 3
Virtues: €

onscience 4, Self-Control 5, Courage 4

Humanity
Willpower:

Prxc
Background: The prince has been a part of the city for
centuries, ¢

though he has only been prince for a hare

handful of decades. He has spent his entire unlife here

bing

rom the ranks of the swarming neon:

ind now

= holds the entire city in his grip. Within his domain, his is

e pawer of life and dearh, of creation truction, and

ses that power as he pleases

The prince cuts a terrif

nd-tailored suits of the latest fashion, ¢
re. His hair
the his living days, and he rarel

ely but deceptively mild blue,




Roleplaying Hints: Youare the prince. Yourword s law
Brook as little

and others must be respected, you make the final decisions

pposition as possible. While the primogen

nd you make them stick. If anyone u have the
of
enemies forget it

Clan: Vent
Nature:

ion of calling the blood hunt — and you never let your

©
Aurocrat

Demeanor: V

nary

Generation: Sth

Physical: Strengrh 4, Dexterity 4, Stamina 4
Socia
Mental:
Talents:

Intimidation 4

15, Manipulation 4, Appearance 4
Perception 5, Intelligence 5, Wirs 5

Alertness 4, Athlerics 3, Bra
Leade

13, Dodge 3, Empathy 4,

hip 5, Subterfu

Skills: Drive 1, Etiquette 3, Firearms 2, Melee 3, Srealth 2
Knowledges: Camarilla Lore 4, | s 3, Law 5, Linguistics
Politics it Lore 3

3, Celeriry 4, Dominate 5, Fortitude 3,

Presence 4

Thaumaturgi

Allies 3, (
Generation 5, Herd 4,

Backgrounds: amarilla Status 5, Contacts 5,
Influence 4, hu wirces 4

Virtues: Conscience 4, Self-Control 5, Courage 5
Humanity: 4

Willpower: 9

RoviNG ARCHON

Background: It’s been a half-century or more since the

roving arche

+home city. Since then, she's been in the

s traveling from city to city to investigate

employ of a

whatever her superior tells her to. Her presence is always

wccompanied by fear, for anarchon is both a power in b

srown
right and a potential harbinger of a justicar's faral attentions
wrchon certainly looks

Im Dressed for travel, the

unimpressive

Her sandy-colored hair is cut raggedly short,

and her clothing is drab khaki
le

that have scen too many

miles. She carries a siv n, loaded wirh silver bullets, for

safety between the cities, but she never uses it on Kindre
After all, she d
Rolepls

Your mission is to discover whether what rln\ re hiding

oesn't need to.

ng Hints: Everyone has sol to hide

actually matters. You have a low bullshit tolerance and a

short fuse — you've seen every scam and every ruse before,

ind they're nor going to start working now. If you see a

problem, you are more than capable of dealing with it

yourself. Call for backup only if things are about to go
completely to hell; atherwise you're utterly self-reliant.
Clan: Toreador

Nature: Judge

Tt G

Demeanor: Martyr

Generation: 9th

Physical: Strength 5, Dexerity 5, Stamina 5
Social: Charisma 3, Manipulation 3, Appearance 2
Mental
Talents: Alertness 4, Athletics 4, Brawl 5, Dodge 4, Empathy
2, Intimidation 4, Strectwise 4, Subterfuge 4

reeption 5, Intelligence 4, Wits 4

[/ m—
Skills: Drive 2, Fircarms 4, Melee 2, Repair 3, Security 3
Stealth 4, Survival 3
Knowledges:
Medicine 3, Politics 3, Sabl

Discipline

Camarilla Lore 4

Auspex 3, Celerity 4, Fortitude 3, Obfuscare 3,

Presence 3

Paths: None
Backgrounds: Camarilla Status 3, Contacts 3, Generation 4,

Thaumaturgi

Resources 2

Willpower: 10

JUSTICAR
kground: Elected by the Camarilla’s Inner Council,
thejusticar has the power to

hring even a rogue prince to heel
Invested with the authority to strip a prince of his authority
or destroy an entire generation of Kindred, the justicar is the
(

rown, it's already too late

marilla’s court of last resort. When the justicar arrives in
all hell has broker

time for the cleanup ro commence

wse and it's

TO THE CAMARILLA




Camarilla’s business

weight of centuries with him. He dresses with the rimes
most comfortable in the tunic and palla of his breatt

centuriesago. When in public, however, thejusticar dresses for
effect, dominating any room he is in with his presence.
Roleplaying Hints: You arc all business — the

ind woe betide anyone who tries tc

stop you. You have no compunctions about using any and all
of your powers (legal, supernarural or physical) to do what
needs be done. You only deal with problems of an
carthshattering nature, so whatever has drawn you to the
city is serious indeed,

Cla Ikavian

Nature: Competitor

Demeanor: Ped

e

tion: 6th

Strength 5, Dexterity 5, Stamina 5
Charisma 6, Manipulation 7, Appearance 3

nce 4, Wits 6

Talents: Alertness 5, Athletics 4, Brawl 3, Dodge 5, Empathy
2, Intimidation 5, Leadership 3, Subterfuge 2

erception 6, Intell

Skills: Animal Ken 1, Etiquette 4, Firearms 4, Melec 4

Bureaucracy 4, Camarilla Lore 5, Invest

Knowle
4, Law 3, Politics 4, Sabbat Lore 4

Disciplines: Auspex 4, Celerity 4, Dominate 5, Fortitude 3,
Obfu
Thaumaturgical Paths: None

ate 5, Potence 5, Protean 3

Backgrounds: Allies 2, Camarilla Status 4, Contacts 5,

( ration 7, Herd 2, Resources 4

Virtues: Conscience 4, Self-Control 4, Courage 4
Humanity: 5

Willpower: 9

The Cirv Br N
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There 1s a natural assumption that a game of Vampire
is, by default, a Camarilla game. The book is called Vam-

pire: The Masquerade, after all, and who else practices the

Masquerade but the Camarilla? The connection seems
logical enough, but it's still not necessarily correct. There
natters of tone, style, mood, theme and definition that
After all,
Camarilla were all there was to Vampire, we wouldn't have

are
v

if the

cheonicle uniquely Camarilla

to worry ahout thar pesky Sabbat now, would we?

ATTHE HEART
OoF THINGS

There are several core elements to Storytelling: mood,

theme, plot and conflict. To Storytell a chronicle based

around the Camarilla requires integrating those elements

with the demands of using a sect that hides behind a
Masquerade while pulling the strings of the martal world
narilla unique
Masquerade, the Traditions, the Inner Circle, the justicars

the

There are things thar make the
and 50 on — and all of these can be used to make your
chronicle unique as well. The trick is touse those tools thar

e essentially Ca me essentially

imarilla to make your g
Camarilla as well.

CApPTAIN VAMPIRE TO THE Rescus!
Ashas bee
of the Camarilla are most emphatically not nice. They

stated carlier in this book, the vampires

havea vested interest in avoiding wholesale slaughter of

humans, but that's about it — it's a long way from that

position to ca

ing the Kindred as noble, unliving pro-

tectors of hy

nanity. Vampires, even those vampires
who follow the Path of Humanity, are not superheroes;
they don'tstalk the night looking for bad guys to beat up

o the local gendarmes to

and leave them, a pint loy
find. While indivicual vampires may work to prorect

individual humans, the Camarilla as a whole does not

work to protect humanity as a whole. Altruism is an
ng the Kindred, an
pire who puts others' good ahead of his own is exposing

expensive weakness an

any vam-
himself dangerously to his enemies,

RoO1EpPILAYING
AND ROLLpPLAYING

There's much more to Storytelling 4 game of Vampire
than simply serting up the next rum's worth of bloody combat
While situations wherein characters are forced ro use their
assorted skills (represented in the game system by rolling dice)

TALES OF IMAGRNATION AND MiysTERY: STORYIELLING
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do come up, they shouldn't be the whole game. Every time 10-
sided plastic polyhedrons hit the table, the illusion of the story
is shattered, and you as
players’suspension of disbelief all over
strengrhs is its c:

in. One of Vampire’s
ty to support chronicles of intrigue and

While Vampire

versatile game, the Camarilla by
definition lends itself better to certain sorts of moods than
others. This is a sect built on tradition and respect, on well-
There is a
sense of restraint to the Camarilla (at least in front of others),

disguised ferocity and obsession and contempt.

emation, and Camarilla-based stories lend themselves o that—— a willi 1o abide (however grudgingly) by the laws laid
sort of thing especially well. The traditions, customs and built- — down theoretically for the protection of all. With the adop-
inconflictsofthe Camarillagive youawide paletteof Storyrelling  tion of the Path of Humanity by the sect's vampires, there is

rools, and by restricting yourself to using just one, you're
shortchanging both your pl:

ers and yourself.

Furthermore, you should recognize that the most impor-
tant aspect of Storytelling a Camarilla chronicle is not
es and rolls, bur rather making your game
enjoyable. If the coterie comes up with a brilliant plan to save

themselves in the face of overwhelming opposition, but the
dice roll falls ju ke sense to allow the
characters to succeed in any case. If the

short, it might m
characters are
e would
be dropped without getting off a single shot in response, ir
might behoove you to fudge the rolls in favor of your players
s0 as to make for a better game. If necessary, you can always

ambushed and you roll so well that the entire cotes

wark this sore of dews ex machina mercy inco your plot later —
perhaps you can later hint that the ambushing party was
ler orders not to wipe out the entire coterie, but rather just

to put:a scare into them — and thus advance your chronicle
even further.

Finally, you should think about the very meaning of
success and failure in your chronicle. When a player produces
a handful of 3s and 4s on a roll with difficulty 6, it's easy 1o say
“OK, youfailed. Next!" Instead, try to make those failures mean

something. Perhaps the characrer’s shots went wide, shattering

windows all along the street and covering the area with broken
glass. Maybe the failure was on an attempt to leap from rooftop
to rooftop, and by failing the character ended up crashing
through the
ascribing context to failures on rolls of the dice (and successes
aswell), youmake those rollsapart of the story. By leaving them

indow of a top-floor apartment instead. By

just as failed rolls, you lose an opportunity to draw your players
even further into your story.

Moon

The mood of your game can best be described as the single
emotion that best sums up your chronicle. While any chronicle
waorth its salt has more than one mood to it — hor and heavy

combatshouldn’tevoke the same emotional response as playing
politics

v Elysium, after all — each story should have an
overarching sense to it. Giving your chronicle an emotional
unity helps you be consistent as a Storyteller. If you know the
sartof emotion you're tryingto invoke, youcan direct your plots
and play your characters in such a way as to emphasize that
feeling. On the other hand, if you go into a chronicle with no
clearidea of what the underlying mood s

ould be, there’sa good
chance that this lack of direction will manifest itself in arcas of

plot, character motivation and more.

a mood of regret or longing — at least among those Kindred
young enough 1o remember what it was to be mortal. And
there is birter hatred for those who would rear down rhe
Masquerade and destroy the sect. All of these senses and
feelings should be taken into consideration when you're
working up the basic mood of your chronicle.

WhiTTLING IT DOWN
While you should cor

ider the entire gamur of moods
that the Camarilla can inspire for your game, eventually it’s

best toselect asingle one to serve as the core emation of your
chronicle. Often this deci
decisions you maki

ion goes hand-in-hand with any

bout your plot. Chronicles with a mood
of sadness or longing probably shouldn't be combar-inten-
wistful Kindred moping around firefights have o way of
asualties in short order. By the same token,
chronicle centered on hatred might be a bit awkward if th

central plot is about a vampire’s quest to protect his mortal
descendants. It's
reconcile those two elements, bur you shouldn't make a habit
of making more work for yourself than you have to.

certainly possible, with some effort, to

The primarycriterion inselecting the essential moodofyour
chronicleiswhetherornot youcansustain tharmoad throughout

the entire storyline.

mood that works terrifically for single

nesmight not be strongenough tosustain the whole chronicle.
For e

is ar the heart of your story, you may
find yourself hard-pressed tokeep the game goingifthe characters

ammple, if vengear

sertle their old scores by the third session of play. While setting
up instances centered around other moods is an excellent
Storytelling technique — a steady diet of regret or hatred or
nything else can get tiresome very quickly — you want o
in flavor of your game with the scasoning,

A few moods that work well for Camarilla-centere
games include:

oid

confusing the

* Fear

The Sabbat is coming. The elders are whittling down the
ranks of their childer. The Antediluvians might be waking.
The Lupines are growing bolder in their raids on the city.
Anarchs are inciting younger Kindred to revolt. Any and all
can and should make for a heady brew of
mong your city's Kindred, allowing you to establish
amood of fear that perm

of these worries

paranoi:

es your chronicle.

* Regret

Your players' coterie watches mortal existence recede

into the dim and distant past. Parents, friends, lovers and

children grow old and die — all without the characters.
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Occasionally there isa reminder of humanity, perhaps in the
form of a mortal who reminds a character of what he used to
be, but that reminiscence just emphasizes the characrers' loss

once it passes. Chronicles with a mood

regret often center
on characters’ attempts to hang onto the last shreds of their
Humanity, often in the face of the inhuman demands of
existence among the Kindred

* Mystery

The characters have entered an entirely new existence.
Everythingabout their very being is strange tothem, letalone
the customs and perils of their new world. Playing up the
aspect of alienat

n and confusion that mystery presents can

make for extends

hronicles of discovery, especially if other
Kindred are trying to keep the truth from the coteric

* Hatred

The entire myth of how the Kindred came to be is rooted
in hatred, and the Camarilla does little to disgrace that
legacy. Chil

hate their sives for plucking them into a state

of unlife. Sires hate their ambitious progeny, who look with

hungry eyes at their elders. The clans war with each ather,

when not uniting to confront the hared Sabbar. Just as deadly

is the unspoken self-loathing many Kindred feel, driving
them to commit acts that risk destruction

* Ambition

Mortal concerns pale when a human receives the Em
brace, but immortal ambitions can make for an acceptable
substitute. The desire torise ingeneration, in status, in power
or in rank can drive a vampire to commit acts both unspeak-
ble and superhuman. A sense of ambition can drive your

players’ characters to greater and grearer heights of achieve

ment — or can lead them to crushing weights of failure.

* Respect

The Camarilla is built on respect for tradition (and
Tradition). A chronicle can easily be constructed around
neonates’ attempts to deal properly with their elders and the
strictures of their sect, particularly when defying either might
be an easy way to get ahead

* Loyalty

Loyalty can be a difficult thing to situate at the heart of
your chronicle, but when used properly it can drive dynamic
storylines. The loyalty of childe to sire, of members of a coterie
to one another and to their clans, and the overriding loyalty
each vampire should feel to the sect — any and all of these can
be called into question or tested at a moment's notice. What
happens, for example, when a neonate is offered prime hunting
grounds in exchange for setting up
destruction? The stresses and demands of loyalty — particu

amember of his coterie for

larly when the blood bond comes into play — make for fertile

material for a wide range of chronicles.

If mood is the central emotion of your chroni
the theme is the central

Whereas the mood
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summed up by an emotion, the theme can usually be summed
up as an abstract idea — rradirion, for example, or antiquiry.
The events of your plot should support your theme and
highlight it, using the mechanisms of the story to get across
the central point of your chronicle.

THEME AND THE CAMARILL A

Certain themes lend themselves better ro Camarilla
chronicles than do others. The very makeup of the sect
mpires dictating policy to younger ones — fairly
screams for themes of rebellion and oppression, The fact of

older v

the elders’ existence speaks more to themes of age and
remembrance; chronicles that contrast the Kindred's past
with their present often have such themes. Palitical games

can centeron themes of intrigue and betrayal, while horroris

another perennial favorite when the characters are up against
Kindred more monstrous than they are.

With its heritage of formaliry and tradition, the sect does
offer innumerable tools for reinforcing any theme you choose.
The indifference of an elder to a neonate’s plot can be used o
spur the youngster's incipient revolt, or to demonstrate the

elder’s age and perspective. The timeless elegance of a meeting

ium plays up the sect’s rradition to some, while exposing
stagnation to others, what the Camarilla gives you, and
you'll find plenty of material to support your chronicle's themes.

Prot

The plot of your chronicle is nothing less than the story

irself, the sequence of events that propels and supports your
chronicle. Without a plot, all you have is a disconnected
SCACT

ng of events with no coherent framework or direction

With a strong plot, however, you have a skeleton on which to
drape the other elements — mood, theme, character develop-

ment — of your chronicle.

SINGULAROR PDLURAL P

While having only one plot going at a time offers the
pleasures of simplicity, you might want to explore the notion
of having multiple plots running simultancously. Bear in
mind that in a sect like the Camarilla, wherein open warfare
is theoretically prohibited, plotting is the only way to get
ahead of one’s rivals. You, as Storyteller, should take your
aracters’ plots (as determined by their personalities) and

<
make them your chronicles' plots as well.

Consider this notion: The Kindred aren't going to stand
around courteously and wait for one another's schemes to come
rofruition before initiating their own, afterall. Why shouldn'tthe
Naosferatu primogen be working to undermine a particularly
snobbish keeper of Elysium at the same time two Ventrue are
nd
rvive in the face of new
m that closes down mental institutions, dumping his
entire herd onto the street? Bear in mind that just because your
characters are plotting doesn't mean thar their plots will impact
y of the time. After

struggling over control of a new hi-tech corporate campus
Malkavian neonate is trying tc

legisl

your players’ coterie all the time, or even

all, if yourchronicle travels from boardroom to museum to luxury
suite, odds are that the plight of the lone Malkavian won't be a
matter of much concem. On the other hand, knowing what that
Malkavian is up to and making sure to advance his storyline (ro
yourself, at least) means that if one of the player's characters takes
abite out of that Lunatic’s exclusive property, the machinery to
make a story out of the incident is already in place

Runn

ple plots also lets you give pla
1fyour Elysium plot doesn't appeal to half of your troupe, then
perhaps starting a second plotline involving a power struggle
on the streets might pique their interest. There's also the
appeal of differently paced plots, wherein one platline only
pops up every third session or so, while the vampires’ night-
to-night activity deals with entirely different matters. For
example, the coterie might be caught up in a struggle to
n community,
1d as well as

rsoptions.

influence the city's newly burgeoning Russi
which requires nightly immersion in thar w
constant challenges from riva
those

Is. At the same rime, however,
me vampires might be under observation by a |
Tremere elder, who decides to test them every so often in his
own inimitable fashion, The twoplots co-exist and occasion-
ally inrera bets
the coterie’s rivals to see how the group handles adversity),
but they appear with different frequencies. One serves as a
change of pace for the other, and as a reminder that Kindred
existence is much more complicated than just gerting from
point A to point B.

Remember, the Kindred are cre
Some have spes

(when, for example, the Tremere aids and :

wtures of machination
t decades, if not centuries or millennia

developing their schemes, working through others who often
don't even know they're part of some elder being's plans
These ancient schemers are your creations within the bound-

aries of your chronicle; every Kindred's personal agenda
should double as a porential plotline for you to use.
Bic Prot, Lirtee Prot

The scale of your plot is something to consider carefully

On its basic level, the Camarilla functions city by city. As a
most plotlines should operate within the boundaries of
asingle city. Whether those plotsare asg

resy

andiose asattempts
to overthrow princes or visits from angry justicars, or as
personal as a single vampire's quest to earn permission to
Embrace a terminally ill loved one is a matter of raste, but the
ty is the unit by which most Camarilla plots are measured

Whethersuchplotsare“big” or“small” generally dependson
how many other Kindred are involved, and rthus what the
consequences of the plot might be. An attempt by the coterie to
overthrow the local prince, forexample, iseffectively a “big” plor,
as the prince has enemies, allies and childer

Il of whom b
their own agendas ro be satisfied) that the storyline must bring

into the mix. Such chronicles frequently have large casts of
Storytellercharactersandcomplex websofcharacterinteraction,
and they can be difficult for inexperienced Storytellers to run

well. The bigger the plot (and the more earthshaking its potential

consequences), the more complex it is likely ta be to run.
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On the other hand, *small” plots usu
few individu

lly only involve
ed. They can be
ampire’s relationship

s, and are much less complics
ng or combat intensive — ;
with his mortal family, or the coterie's struggle to establish
itself in a small city with only a few resident Kindred — but
they are generally less complex and less demanding than
2" plots. Bear in mind, however, that a small plot doesn’t
have tostay small together. The mortal who spends too much
time checking in on his family might draw the ire of his clan
elder, whodecides toteach him and hisfriends a lesson, or the
settles could become the target of an
ct-finding mission. However, small plots serve as

rolepla

small ity the cotes

archon’s

v excellent way to practice for bigger ones, in addition to
making for good chronicles by themselves

Camarilla plots are not limited to the city scale, how-
ever. In theory, the se

worl

t encompasses every vampire in the
wnd its members can reach thou

ands of years of ag
Plots involving the sect as a whole, or the schemes of elders

and Antediluvians, certainly qualify as *big" plots. Con-
claves, hunts for vampires on the dreaded Red List, bold
moves in the Jyhad — all of these work through the institu-
tionof the Camarillac and scale, If you're going to create
anarrative on this scale (and the framework of the game can
certainly support doing so), just be prepared to do the legwork
necessary withsuch an ambitious chronicles. A conclave (see
page 130.) is much more than just throwing a few thousand
vam| nd letting them go; you have to
work out the arrangements, agendas and problems that go
with the conclave as well. On the other hand,

res into a single room

aplotthat uses

such grandiose devicesc

,ifdone well, inspire awe and some
spectacular roleplaying. Just make sure you're up to the
challenge before trying it.

[PLoTTING THE CAMARILLA

Using the Camarilla as the starting point for crafting your
plot means that cere

choices are already
defined for you. If you're going to run a Camarilla chronicle,

in of your narrativ

and trad

thereare function: ons of the sect — the Masque
the Traditions, the city'’s vampiric hierarchy and so on — that
must be taken intoa

le,

ccount when you're constructing your plot
Rather than being a handicap, these pre-existing constructions
can work for you, giving you the building blocks of a solidly

constructed narr

Plots centered around the sect usually have one of three

main foci:
* Defending the Camarilla

Theeasiest plots to construct, stories that revolve aro

nd

n be out

defending the sect ¢ ind-out action fests, with your

players’ characters going toe-to-toe with the Camarilla’s
enemies. Such plots can be simple slugfests or cat-and-mouse
chases after infiltrators. Either way, though, the plot revolves
around the Camarilla being on the defensive.

* Advancing the Camarilla

Storiesto advance the Camarillacan involve improvingthe
sect in terms of territory, power or policy. A plot to advance the

StAvING AT HomE
t Storytellers will no doubt notice thatat the
rate experience points get handed out, even the slowest-

Observ

learning characters acquire ludicrous amounts of pows

Tin
a few short months. Extrapolating that trend across the
thousands of years that elders have existed, one comes up
with staggering numbers of dots’ worth of powers,

Thenone looksat the statistics provided for pre-made
characters, and doesn’t see quite so many dots as all that.
The discrepancy can be troubling.

Ther reason for the differential: Vam-
pires don't spend all their time running around doing things
that, in game terms,

. however,

gamer them experience. Scouring the
streets fighting the Sabbat, meddling with elders and other-
wise exposing one’s self o mortal danger is not standard
vampiric behavior. With immortality a certainty, what vam-
pire is going to risk his eternal existence any more than
necessary Most Kindred spend the vast majority of the
hiding behind ghouls
and plots and re
don't

time
nd mortals, tending to their concemns

lutely avoiding danger. As a result, they

up knowledge of new skills too quickly

Player characters, needless to say, are the exception
to this trend. They're out in the trenches, doing deeds of
daring and otherwise picking up new Abilities and Disci-
plines. Bear in mind when Storytelling that your players’
characters are advancing at a much faster rate than their
peers in the city, and don’t let them get too fa
everyone else too fast

ahead of

C
attempred assassination of a particy
bishop. There are less obvious w

of ads

narilla can range from

n assault on a Sabbat city © an

arly competent Lasombra

ys to.center plos on the norion
vancing the Camarilla as well: Struggles to remove incom-

petent elders or princes, attempts to make sect policy or ways to
madernize fossilized practicesall fall under this rubric, and all offer
interesting challenges for cl

cters,

* Working With the Camarilla

Working with (or within) the sect can cover any number of
plot ideas. Attempts by the characters 1o advance politically,
machinationsbyelderstouse orabuse their lessers, situations where
theMasquerade must bedefendedand othersuch storiesall fallinto
this category. Such plots are marked less by open conflicrand more
by politicking, intrigue and sub

uses of Disciplines.

SIGNATURE DEVICES
One of the best ways to n
Camarilla is to use the

ke your game distinctively

1 customs of the sect

litions

s core

elements of your plotring. There's no sense making your game

Camarilla if you don't take advantage of some of the story
elements that the Camarilla has to offer. Consider the following:
* The Masquerade
Inm

ny ways, the decision to create and maintain the
Masquerade is the defining feature of the Camanlla, Much of
the sect’senergy can be tiedupin the maintenance of this veil
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to hide the fact of vampiric exist

nce from the vast seas of  do some things
ty. Plots can revolve around artempts ro repair the
Masquerade be e of new or existing breaches, chara
ming of the need of the Masquerade {and
unwelcome attention for doing so), or finding new and hetrer
ways to uphold the deception and trying to convince elders
to accept the ne:

* The Red List

d can’t do others, you disrupr the natural

flow of the story.

Instead, think about where the c
the storyline.

actersare going with
e if there's any way you can direct them back
toward the pre-planned plot gently. Introducing Storyteller
characters who are tied strongly into the abandoned plot
works well for this sort of thing.

gled notions.

Ortherwise, the best thing you can do is take your pre-
Anyone on the legendary Red List is probably far, farout  planned plot and shelve it temporarily, letting it slide until
of the average coterie’s league when it comes to combat.  the characters are ready to give it another go. The vampires
However, you can still use the rumor nF aRed Lmt \"Implm to  of the Camarilla are nothing |f not patient. If they can harch
stir up all sorts of plot-ha aplot lh:lnp.uli:;l o

nothing says that the |
ifother Kindred de; rm]nintlwlu
® The Traditions

Thc T

g can wait a few weeks to

dwd] in p..rfu( harmon:
the Masquerade is preserved perfectly
erful place to live, but it honestly is
gering for Storyelling. Conflict, the

fun to play with, as newcomers t
struggling to learn new laws before th
over a misinterpretati

* Conclaves ing. Note that conflict isnorautomatically equivalent

at. There are many, many ways in which the Kindred
usclves against one another and their enemies, and
olve bloodshed — at least not immediarely.

Conclaves are certainly Can
of all the sect’s vampires (or at least as man
a gathering that has the potential for all sorts
Putting that many Kindred in one place a
potential for innumerable plots. Old enemi
lovers re-appear, ancient riv
plays are spawned — the possibilities are endless.

* Archons and Justicars
The he:

Ir

{A hine: If the !
pflict you've esrablished, it's time o start looking for
ent plot sced) should form the core of your plotting.
area of contention you establish should somehow

don't figure

Ct can inspire story

Es
2
=
¢
=
=
5
5
5 B
a
2

can produce all sorts of fre

zied behavior on the parts of th
whoha

something to hide. The actua

arrival of an 4 mhnm

worse, her superior, can really shake the metaphorical tree. HEBasics
for what comes down at that point, well, it’s up to you. The obvious and basic
* Elysium he Camarilla itself against its enemies. Establishing an

Elysium means intrigue and the endless quest for socid
status. In a setting where use of Disciplines is prohibite
vampires must resort to more subtle means ro achieve thei
ends, and thar makes for more subtle plotlines.

ainst them” conflict right off the bat helps to establish the
haracters as actively pro-Camarilla. By swinging into the fra
against the Camarilla’s enem

s — and those enemies can be
ISabbat, unaligned vampires, other supernatural beings or even

CaLAMITIES i
A SENSEOF AGE 1
arilla plots often have lineages stretching back |

Tonoone's surprise, pre-planned plots have a lemming
like habit of going astray. Characters don't open the doof

they're supposed to or kill key witnesses accidentally; intggat i centuries. If you involve older vampires-in your storyline, |
coterie conflict diverts Kindred from viral clues. And so i} youshould make certain tosee how farback theirinvolve- |
goes as the players’ characters go off on wild goose chases ment inevents goes, and why they got involved in the first |
while your beautiful, meticulously constructed plot either place. Realizing that the characters'life-or-death struggle |
falls to pieces or re 1 is just the latest, minor skirmish in a private war that’s |
In situations like that, the worst thing you can doasa  1asted since the Reformatian does wonders for establish- |
Storyeeller is to attempt to force your players to adhere to ingasenseof perspectivein yourchronicle If you're going §
your plot. Such efforts are rarely subtle, often naticed and ' us¢ old Kindred, make sure you use their age aswellas |
nted. By telling the characters that they have to their accumulated statistics as tools in telling your story. §
The Gt 1o e CamasaLa
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aw the line as to
gainst. A
with this sort of conflict at its heart doesn't necessarily have to
be just astraight-upslugfest. A quest tofind a Sabbat infiltrator
Jone Ravnos from stealing the prince's symbols of
office clearly sets the Camarilla, in the form of the players'
tits enem nothing wrong with a
good old-fashioned brawl in the streets with a bloodrthirsty
pack of Sabbat neonates, but there’s much more to lining the
Camarilla wmies than simply having everyone
n, fangs bared and Usis barking.

¢ hunters — the characters clearly d
whom they are for, as well as whom they are

vamy

story

OF 1o Sop o

There’

coterie, up aj

nst its.

charge into a scn

CONFLICT WITH THE SARBAT
The S

there are a wide

and
¢ of stories that can make use of this
s the Camarilla works through and around

abbat is the natural opponent for the Camar

arict

oppesition. Wh

maortals, the Sabb:
the(

w

ts 1o ride roughshod over them. While

marilla is built on rradition and formaliy, the Sabbat was

bom in chaos and anarchy, and looks to mere custom for its

HKrowinG TooMuch 1

It cannot be overemphasized that when you cross over f
other supernatural creatures into your game ignorance is |
hlm Th\ line I\rwun pl: ycr knowledge and Lhnmnr‘
edge must be ined vigilantly,

iarity hrmh contempt. Remember, your coterie doesn't

know anything about what werewolves, mages, ¢tc. are
really like — they're lucky if they've been taught the basics |
of being a vampire. So when a scruffy bum responds toa |
rtempt at feeding by metamorphosing into a |
ie-foot-tall column of rage, fur and fangs, the characters |
should not respond with a shrug and, “Oh, it's a'Bone |
Grawer in Crinos form. Bob, flip me the book so I can see |
what Gifts he's likely to have.” The players might know
what a Bone Grawer is, but the odds are very, very long
against a given character knowing what one might be.§
Instead, the characters should react with the shock, fear |
and horror appropriate to seeing a puny mortal mutate into
a hateful and terrifying killing machine.

1f the characters survive, they will probably urvd\.rv
stand that they've just come face-to-snout with a Lupine. |
They may, if they decide they need to know more on the i
topic, uncover the fact that Lupines supposedly live in
tribes and have some sortof magical powers, but little more |
unless they decide to devote their afterlives to the study of |
the beasts. Allowing your characters to know too much |
about their fellow travelers — or letting your players ger |
away with sneaking out-of-game knowledge into in-play |
goalongway toward lessening the impact |
encounters with oches supernatural beinigs shodlhhave. - |

Players who consistently metagame should be disci-
‘plined in some fashion, preferably bystripping experience |
from their characters. Afterall, characters whosound like
they've just read the rulebook, and wha can quote it}
chapterand verse, really don't sound like characters atall. |

neonate

ituat

B

guidelines. While the Camarilla putatively has laws togovernits
members' dealingswith both the world at large and one another,
the Sabbar respects only brute strength and ma
From these seeds of difference, massive conflicts can grow.

cunning,

At a core level, conflict with the Sabbar can be seen as
military. The Camarilla holdsa cit
two sides tussle bloodily. That sort of conflict is an excellent way
tokick-startaplotwith thes ns— throwing
afresh coterie into a combat situation does much o establish the
vampires whoare trying tokill them as antagonists — but it's not
theonlyway rouse the opposition of the Sabbat plot-wise. A strict

the Sabbat wants it, and the

dict of combat, combat and more combat gets dull rapidly, and a
never-ending fightin the trenchestokeep the

abbat out of town
can get murderously boring after the first half-dozen battles.
The S
half-millennium by being repetitive in its tactics. So consider
all of the ways conflict with the Sabbat can play itself out.

at is smart, after all. It hasn't survived the past

Spies and recruiters from the Sabbat constantly
borders. Neonates and even more experi-
enced Kindred succumb to Sabbat blandishments (or are
kidnapped) and go over to the other side. Packs of antitribu

constantly chipaway at the Masquerade, forcing the Camarilla

rempr to

cross Camari

toexpend resources to defend it. All of these instances — and
Il of the plots that can be spun from them —

revolve around the conflict between the two great sects.

ConrLIcT Wit OTHER Su|

1ts a truism thar v

by extension,

RNATLRALS

n the World of Darkness
like vampires. To Lupines they re comupted targets, to be annihi-
lated on sight, Mortal v

ry few people

rds have a track record of performing
unpleasant experiments with vitae — vide the origins of Clan
Tremere. Too many ghosts were created by sloppy or callous
vampi
counterparts. And thereare even stranger monstrositiesout there

for wraiths ever to be too friendly with their unliving

that hold no love for Caine’s childer, e

1 the suppasedly

civilized ones whao dwell in the Masquerade's shadow.

So far, so good, but why conflict with the Camarilla in
particular! The institution of the Masquerade provides much
he answer. By using mortals as tools, the Kindred trample
other supernaturals” interests underfoot. A Ventrue with her
fingers in the housing indusiry cares litile thai the three new
slopments she’s putting up to gain economic advantage
rival might be situated on top of territory sacred to the
local Lupines. The city's sheriff doesn’t know or care that
there might have been a metaphysical connection hetween

«

the cabdriver he just murdered as part of a cover-up and a

d ghost. By involving or discarding others,
indred draw the ire of others as well.

Defending
presents a unique complication for €

nst the assaults of supernatural foes also
narilla vampires. After
¢ to maintain the Masquerade,

all, theirs is still the responsibi
no matter what they might be confronted with. So after the
walls stop dripping blood, summoned lighening stops streaking
from a clear sky and assorted enraged werewolves have finished
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HuNTERS IN DACKS
While the fictional Van Helsing may have worked
mself, there are dedicated and powerful
« ations in the World of Darkness that view the
.mln ation of the Kindred as their goal. The still-active
Inquisition, using a combination of faith and rechnology,
works tirelessly to rid the world of vampires and other
monste jovernment agencies from the mysterious
Project Twilight to more mundane branches like the CDC
and FBI have all stumbled across vampire-related anoma
reness of the

essentially by |

toward an awa

lies, and may be working
Kindred presence. Occult groups such as the storied
wther knowledge on vam
pires, and none know why they seek it. And then there are
of hunters blessed (or cursed)

Arcanum work tirelessly to

FUMONS — jUst rumot

with supernatu wers themselves

For more information on established groups of vam-

pire-huntersin the World of Darkness, see The Inquisition.

tearing the place up, it's left toany vampires sill standing to try

ing so takes valuable energy and

to explain away the mess. Dx
resources that the Kindred could be usi
ets for the next round of assa
wintain the Masquerade, even in the

todefend themselves,

thus making tf

and so on. The

fuce of magick and claw, purs y Camarilla twist on

nash

ConrLict Wit HunNters

Just because the Kindred see me
wtals necessarily like it. From time imme-
sters

and prey

s plaything

doesn't mean tha

18 have done their best to hunt the

The names of the boldest of these

morial mere b

0 have | them,
ers have been immortalized: Theseus, Beowulf, St. George
ffers fewer heroic names, that
Joesn't mean the uy ike back has vanished. The conflict
between Kindre hose humans who would tum the tables

tic one, and one that holds not only

on them remair
lives, but also the Masquerade irself in the

ce.
Conflict with vampire hunters usually takes two forms

; of hunter and prey,
slayers of Kindred it’s
unted

The first is the cat-and-mouse

except

at when it comes to wou
wh
Often such chases
Kindred desperately
kerevenastheirfe
the next targets

d who's being
ps, with the pursued

the hunter a

never quite sure

w into closed lc
rid themselves of their homi

i

ow vampires distance themselves

cidal
for fear of bec

conflict with hunters is more subtle,
erous. While some modern-day Van

w to rid the world of vampires is with

The other way t

though perhaps more
Helsings thi
stake and I
veapors. These Buncer ssek o spread knowledge of vampir
hatter the Masquerade imrevocably and to
vinst all of the monsters in its midst. The

ers see information as their ultimare

very existence, to
rouse all of humanity ;
1e Kindred whoseek tosilence

battle between these mortals
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them is a constant one. Killing one such mortal merely makes
othersbelieve inhermessage; meanwhile the Kindred who gon
the strings of the media seek to have self-appointed supernatural
nvestigators branded kooks, crackpots and worse. The bartle for
the heartsand mindsofacity, andultimately, the world, canmake
forafascinating campaign as the Masquerade teeterson the brink.

StoRY InbAas

There are any number of stories that can come from
setting up a conflict between the Camarilla and its enemies.
The following are basic ideas, but they can serve as a basis for
amore involved plot

® The cor
going missing. Investigating, they discover a Sabbat war parry
recruiting reinforcements for an assault on the city. Can the
coterie make it out in one piece! What if they're ordered o
go back and infiltrate the would-be invaders

ie norices the local Cairiff and anarchs are

all else

fails, how can they help to stop the attack?

* A newcomer to the city turns out to be a Sabbat mole.
He g atime, recruiting them
and tuming them against one another. Can he be stopped, or
will the Kindred tum en masse to the
the possibility of betray:

s after the coterie one member

! And what about
? An ambitious neonate can go far by
selling out her friends to the sheriff as less-than-loyal citizens.

* There'sa Sabbat infiltrator somewhere in the city, and
it's the coterie’s job to find her. Can they shake her loose
before she weakens the local Camarilla too much? And how
can the
of the ci

investigation proceed when all of the other Kindred
guilty
don’t want the corel

nd innocent alike — have secrets they

uncovering?
* The vampires do something to anger a pack of Lupines
wholiveon the

kirts of the city. Can they even figure out

what they've done before the werewolves tear them to shreds,

and is there Is? And if not, wk

can

they do

* A member of the coterie kills a mort:
Unfortunately, that's
b

during feeding.
not the end of it, as the mortal returns from
wl the grave to haune his murderer as a ghost. Now the
unquiet soul is doing its best to ensure the vampire's destruction,
and it doesn't care whom else it gets

in the meanwhile. Is there
¢ to free the besieged Kindred from these unwelcome

anywa
artentions before they turn fatal for the entire coterie?

* The coterie gets sloppy and leaves behind evidence
that a team of professional vampire-hunters picks up. Slowly
butsurely the hunters close the net o
rest of the cit
fate. Can the v
even if they de

the coterie, evenas the

s Kindred population abandons them to their
mpires turn the tables on their pursuers, and
:

what about the inevitable next wavi

local professor goes to the media with astonishing
ampiresreally exist! In the confusion surrounding the
artempts to suppress his information, the professor dies
possibly at the cote

news:

s hands. Now his students and those
whabelieved him are convinced of the truth of what he wrote
the man died for it, after all — and are seeking to spread

their gospel as widely as possible. It's up to the coterie 1o
contain and defuse the situation, but with each passing night

more and more mortals join the crusade....

INTERNAL CONFLICT:
HinpDRED VERSUS KINDRED
Ithasbeen stated, only halfin jest, that if the Sabbat really
wanted to destroy the Cam Il they really had to do was
leave it alone. While this may be a slight exaggeration, there
is no denying that the internal stresses of the sect keep things
interesting for all concerned. Neonares strugale for survival
against their peers, ancilla attempt 1o climb in power (often

rilla, -

over the corpses of their predecessors), elders plot and scheme
against one anoth nd even the clans themselves exist in
. There is conflict a-plenty — and thus
more than enough grist for a Storyteller's mill — within the
Camarilla’s borders. If you don't want to look out of the
Camarilla for enemies for your players’ characters, rest assured
that there are plenty already inside the borders.

only an uneasy pea

LookinG Up: NeoNATES

There are numerous reasons for neonates to be hated.
First of all, they are weak, and in a society of predators the
strong always despise the weak. Even the most promising
newcomer to the Blood is easy meat to the weakest ancilla,
and rest assured that the ancillac take every opportunity to
reinforce the truth of the notion.

Neonates are also only years, or on some cases hours,
removed from their Humanity. They still act on occasion in
very human fashion, making mistakes that will be repeated

less and less often as they grow accustomed ro their new
status. Some Kindred loathe them for the incompetence thus
displayed, others for the unwanted reminder these fledglings
provide of earlier, more innocent times. Either way, the mere
fact of a neonate’s stumbling e:
other Kindred's ire.

tence is enough to eam

There's also the
than just
statement,

matter of politics. A neonate is far more
nother inexperienced vampire. She's a_ political
favor fulfilled, a prize ghoul rewarded or snatched
away from a rival. She's a potential successor to her sire — and
competition to the rest of her sire's brood. She will eventually
seek rerritory to govern and hunt in, and that territory can only
come from the possessions of another Kindred. In the end, every
vampire who is or who stands to be hurt by a neonate’s Embrace
has very good reason for hating, or seeking to destroy, her.

There's even the notion of rivalry between neonates. Ina
crowded city, when the numbers of vampires need to be culled,
the culling’s going to start at the botrom. It's
maost likely to be sacrificed 1o the pressures of population.
Getting ahead (or disposing) of one’s peers

neonates who are

A more than just
hyper-competitiveness; i’ a question of survival. Multiple

h

childer of a single sire may have especially intense sibling
s a result, but the pressure comes from all sides.

Besides, other neonates are generally the only other vampires

rivalrie:
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O~ CoTeriE BUlL pinG
A coterie makes sense not only as a plot device tokeep |
your players’ characters rogether, but also asan in- gamcmulj
for keeping them alive. A solid and well-balanced coterie |
safeguards its individual membérs against bullying and ran-
dom violence, while establishing a few built- in allies for each

on the vampiric block, and neonates wha expect to survive
know this. Furthermore, few neanates really know theii
outs of their ne

nd

status — sires often teach their childer

enough to survive, but little more — and as such are con-

stantly running into rrouble spawned from myth, legend and
ast the
N

ignorance. While most neonates can count on at I

cursory protection of their sires (the boon of creati

an

ter. Ar the same time, coteri
good pi or the dead
going to encounter if he su

cha

ves long enough. In addition, |
a coterie situation is a wonderful learning environment for |
new players, who get to work with mare experienced players |
in ascenario where the stakes are riot yet carthshattering.

With that in mind, you should encourage your players
to build a stable and workable coterie for their characters. A |
strong coterie has a good central raison d'étre (a common foe,
princely fiat, acquaintance from before the Embrace, a
shared blood bond, a mutual ambition) and a willingness to |
wark together. No coterie lasts long if one of the characters |
issimply out to eliminate his fellows; the same holds if there |
are two characters locked in a bitrer feud. The former
scenario tends todevolve intocycles of vengeance; the larrer |
often wms into a grandstand for the two rivals while every-
one else sits around and takes notes. A good coterie has
reasons for gerting together and staying together, not flying ¢
apart. Those tend to arise on their own soon enough

Once the reason for the coterie has been established, it
muakes sense ro make cértain that there’s a level playing field
within the group. If one member of the coterie can ride |
roughshod over the rest, it’s not going to be much fun to play
oneofhisdoormats. Coteriesare colleetions of peers, coteries |
of neonates especially so. So if one characrer appears over-
powered or simply doesn't fit the concept of the group (a
biker Gangrel who likes breaking things dropped among a
flock of intriguing Toreador and Ventrue, for exaniple), it |
can get disruptive. If you feel that a character simply doesn't
work within the confines of your players’ corerie, you can and
should use coterie stability as a reason to get that player to
think about modifying his persona to make the game run
more smoothly.

that neon nd a chance

conflictisa

} neonate-on-neonate

picking on someone your awn size

ase

Itisthe external pressure from older and more experienced
Kindred that forces coteries of neonates to form; it isthe internal
pressure from freshly budding rivalries thar causes them to split
apart in the end. A coterie of peers, all of similar experience and
potential, is an excellent sury Within a stable
arching your ba

ival device.

ssomeone ck, and there's

enough: comblned: firégiower: presenit. ' eicciuruge. Kindrad
looking for someone to bully to look elsewhere.

Stories involving neonates always involve a high degree

of paranota. There'salways someone gunning for the new kids

one, and few Kindred wish t throw it away

||ght|\} the relentless Darwinian pressure of van
ence can take its toll. Any neona
the enmity of at least a half-dozen other Kindred, all of whom
will take some form of steps to deal with the upstart.

iric exist-
te worth his salt has eared

HiGHer GROUND: ANCILLAF
ill:

wve theirunliving adolescence don't b

Neonates get picked on; anc + et targeted. Those
Kindred who sur

ny easier than the neonates do, they just have a slightly

eit

different range of rivals. For one thing, ancillae have be
e that the Camarilla equiva-
s ceiling is at least as permanent as the mortal
at the top, and a great many immortal
killing machines who'd like to keep it that way. The only way
ro ascend in power is to cre
easy targets waiting. Beside:

around long enough to recogn
lent of the

n opening, and there are no
any ancilla who looks like she's

CrLimMBING THE L ADDER

By the time a vampire reaches ancilla status, the simple |
thrill of unliving existence is pretty much gone. After a few I
mmortality becomes less of a gift and more of a
terrible, oppressive weight. Ennuisets in ascruising clubsand §
leaping across rooftops lose their charm. Simply existing is ]
no longer enoughy; there has ro be some sort of goal that can |
give an ancil nights meaning,

decades

i
For many ancillae, the answer to this dilemma .vf..
boredom s politics. Witha complex hierarchy of officés and |
titles already in place, the Camarilla offers any number of |
attainable and visible goals for the ambirious ancilla. Exist- ¢
then becomes a grand strategy of maneuvering one's |
predecessor out of her office and oneself into” it. Such |
intrigues can make for excellent low-combat, high- twwnn '
c}-mmctm as the characters arempt 10 destabilize the !
“superiors”while those Kindred seek tofend offthe ancillac's |
challenges. Success can bring new challenges — how do the |
characters handle their newresponsibilities, and how are the
deposed Kindred's patrons responding o the loss of their |
catspaws — and new story ideas. On the other hand, evenif |
the characters fail at their attempeat social climbing inter- |
esting plot developments can come out of it. Their former §
rivals might seek vengeance, and other Kindred could well |
see the defeated characters as easy targets. Kicking a coterie |
when it's down i a favorite habit among the Kindred, afrer |
all. And just because a coterie’s down doesn't mean it's out |
— defeat (if the characters survive) is jusban excuse to seck 1
vengeance and start plotting anew. ]
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competent to claw her

ay 1o a position of power is going o
attract a great deal of attention from older, more established
Kindred who may not fancy the status of

Ancill
billties come the consequences of f:
responsibilities. All competent
some form of don

also have responsibilitiey

vin or teritory,
keeping an eye on a newspaper
look after one’s arca properly wi
other Kindred, and the atteng
think they can handle the

Neonates can also be a problem for tim
The newly made Kindred often

velincoterigs

- out forany lor

neonate is no gre
and well

at challenge for an ar
med ones can be,

Of course, an :mnl
ancillac. If there's a single office open —
m or prince’s dogeatcher — there m]l
hungry ancillae who feel they can tum the
advantage. That perception inevitably |
ing, astheimmortal equivalents of middle management
each others’ throats for a shot ar the comer offi
fighting is rarely overt — a vampire who can't m:
rivals out of a posting isn't devious enough o \lz!n—
can include allies, ),hu(il&"pn iy
s mortals. Blackmail, seducion ard the
use of the mental Disciplines are all common tactics in this sort

worst

reputations and preci

THe OLD ONEs
Asingle elder canbearerrifyingantagonist foracoterie
of neonates. It matters little how they firstattract his enmity

— perhaps rivals of his sired them, o he fears their ultimate |
ambitions — but his attentions can provide endless plot |
ideas, His stratagems to injure them can range from the |

blunt (sending his descendants, ghouls or mortal pawns to
attack the coterie) to the subtle (infriguing against them |
and their patrons) to the monstrous (taking out hiswrathon |
their mortal loved ones and allies). He should act through
ever more powerful servants, raising the level of opposition
every time the coterie provesequal to his challenge. He may
even welcome the coterie’s continued survival as an excit-
ing game to leaven his otherwise dull existence. In the
meantime the neonates slowly ascend the ladder of power,
leaning about politics and what it takes to maintain one's §
position in the ever-so-treacherous Camarilla. Should the
characters achieve a reasonable level of success and power,
afinal confrontation with the inimical elder is notout of the
question. In the meantime, however, the elder hasservedas |
the mover and shaker behind any number of chapters in |
yourchronicle by merely staying true to hisclassand hisfear. |

wae e

ofstruggle, and any Kindred who goes in with a sense of fair pl
is liable to be eliminated from the running very early indee

EView From e Hinr: Frpens
E marilla have achieved dizzying heights of
fraid of falling. While unlife may
he elders, it is precious, and they will go to
nischs to :wuld risking their immortality. Elders have
they see other Kindred as rivals and
ers. They know the temptations that younger
ying experienced those same urges centuries
the lengths to which ambitious vampires
targers of those ambitions are.
wihotelders' unnatural paranoia is the
wratihétrehilder and other, less experi-
d vampires. The togic is simple: Younger Kindred who
off-balance andat eachgthers” throats have neither the

dance is intended to sap the ability of neonates and anci
to rebel against their sires and grandsires, while leaving them
strong enough to remain useful tools. Maintaining such a
delicate balance takes skill and centuries of practice; elders
whodon'tacquire the knack often find themselvesdiableri
oralone in the face of well-prepared oppasition

Elders loathe ancillae and neanares for what they might
become; their peers they hate because of what they are. The
struggle between elders for status, dominion and power never
h elder works ceaselessly ro undermine her ri
All fear the approach of Gehenna, and seek to fortify the
selves against the true Final Nights. For many, such preparation
includes setting up one’s peers as easier targets for the ravening
Antediluvians. Other elders prefer to concern themselves with
the hereand now, and see others of their kin ing threats
to their existences. Still others play the game of the Jyhad to
alleviate ennui, maneuvering aga Is for centu-
ries in order to ensure having something to do every night.

For more information on
of this book.

sing elders, see Chapter Eight

In1HE BLOOD: SIRES AND CHIL DFR

Some of the most bitter conflict the Camarilla has ever
known has arisen between vampires and those who created
them. Few Kindred everasked for the Embrace; even those who
did desire it often rationalize their longing away. In such a
situation, it is only natural that a vampire's resentment arises
against the one whosentenced him to unlife. “Ididn’task to be
Embraced!” is the all-too-common cry of

neonate who is just
discovering the downside to his new status. Meanwhile, sires
see their childer grow in new and unexpected directions, and
begin ro fear them. “How long,
“before he comes seeking my blood? When the twisted influ-
he blood bond is added into the equation, it is no
surprise that too many Kindred share only a lineage and birter

many older Kindred wonder,

ence of t
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hatred with their sires. Much can be d
vampire whose sire

one with the story of a

10 longer trusts him, and who begins
throwing increasingly deadly obstacles in his path

CranVersusCran
Conflict is not limited to age or cla

. The uneasy balance
between the clans of the Camarilla is difficult to maintain at
the hest of times, and these are hardly the best of times. The
Ventrue look down on their peers, and make no secrer of their
disdain. The v'estand the presence of the Nosferatu,
while the Sewer Rats revel in dragging the other clans into the
muck. Soit goes among the clans of the Camarilla, on both the
nd scale and the imm

areadorc

liate one as well

It is extremely rare for two clans to go o war, even in so
city. Fighting in the streets hetween the

I the Ventrue is a clear invitation to the Sabbat, after

limited a scale as a sing|

y'sassorted vampire populations may hate
one another, they recognize that if the antmibu march in,
everyone loses. Instead, theclans (whennotengagedin
strife of their own) seek to weaken one

temecine
nothers' influences and
ative strengths. If a ciry's Brujah benefit from local heavy
industry, the Ventrue may act in concert towreck the companies
whoown the plants. Why? Because doing so deprives the Brujah
ncial and human resources. When the heavy industry
. the workers are laid off, organized labor's influence
nd the Brujah'sability to marshal strength in the field
s.Once the Brujah ha
can force concessions from them, then import high-

beendeprived of theirsupport,

‘entny

tech industry to revitalize the city's economic base and recoup
their own resources lost in the man

ver

Such plans can take decades or even centuries ta come to

are patient. The intention, after all, is
not to wipe out the other clans nst the Sabbat are
still needed, after all — but rather to weaken them and make
them subordinate. How vicious the inter-clan conflict be-

allies ag

comes depends on the city and the individual clan members
involved, butitisneverst

tic. Just as individual Kindred jostle
nother for relative status, so too

against one o the clans,

any cases, conflict between clans in a single setting
can be traced to the personality conflicts of individual mem-
bers of the respective clan:

Asthe elders' hatred grows, they
draw their childer and their subordinates into the conflict,
which thenspiralsout of control

Such petr
diminish the intensity of the harred rhar the two sides can

y Origins inno way

generate, but the scenario goesa long way toward explaining
how the Nosferatu and M,
Ibe at each others’ throats in the next.

Ikavians can have a grudging
alliance in one cir

UNHOL Y ApPETITES: DIAF

Power is one of the most basic sources of narmative confli
Among the Kindred, power is defined by blood. Itis lirtle wonder,
then, that some of the fiercest conflicts (and best stories) within
the

ERIE

marilla are spawned by the lust for potent blood.
Technically, diableric is condemned by the Camarilla
except in certain unigu

circumstances {blood hunts, dealing

with enemies of the sect, etc.). The use of the ability that
Auspex grants to read auras is supposed to be sufficient to
flush out diablerists, who are thus condemned by their own
vital energies. Al
legislating mor Elders spend sleepless days pondering
who among their childer might be brave enough to attempt
blerie. Neonates dwell in terror of stories of elders who can

ampires are no better than mortals

liy

d
only subsist on vampiric virae. And 5o it goes, as the spectre
of vampiric cannibalism infuses every Kindred with fe:

That'snot tosay the fear isunfounded. The lure of ascending
generations isa powerful one, and more than one elder has been
devoured by hisungrateful progeny. Such attempts
orlongertobe
yourp

an take years
ompleted, and the construction of such (whether

wers' coterie isthe hunter or prey is up to you) can provide
an interesting thread 1o an ongoing chronicle. The siuation
growsevenmore fascinating if there sevidence that the proposed
diablerie is tacitly supporred by someone high in the city's power
- Princes don'talwayslike todo their own dirty work, and
stakable evidence of diablerie can be more than enough
to.condemn the prince’s catspaws in this aff

I

SrorvyInFas

Stories wherein the core conflict is contained entirely
within the illa are manifold. The trick is not creating
such a conflict, but rather winnowing down the potential
conflicts to a manageable number. For exampl

e

Vi1 AnAND JULIET

Conflict between clans can doany number of intriguing
things to a previously tight-knit coterie. When two of the
group’s members’ clans go at it, odds are that someone on
h side is going to call on the characters to do their clan
duty. Things get even more problematic if one vampire is
ordered 1o “do something” about his opposite numberin the
carterie. At that point, individual loyalty is placed against
clan loyalty, and the consequences are dire no matter which
choice the characrers make. If the coterie's Kindred stay
loyal ro their coterie, their progenitors will most likely notbe
amused, and may take drastic measures to bring the errant
ampires into line. On the other hand, if the characters bow
to their dury, the coterie may well be rent asunder forever, a
development that likely has dire consequences for the
chroniicle. Of course, the vampires cén alivays try o fakie
carrying out their orders, but if the deception is discovered,
the consequences will assuredly be extremely unpleasant.

Note that this sort of story idea doesn't hinge on
romantic love between two characters. A simple respectand
working relationship between two Kindred is more than
enough to work from in such instance:
heen told he needs to s

Onceavampire has
botage his working partner, he is a
vt wonder if that partner has heen ordered to
do the same to him. Suspicion and fear ine ly replace
trust. The bor e stretched, if not snapped.

n the coterie ever recover? It seems unlikely....

fool if he doe:

ds of the coterie
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® The coterie cams the enmity of aslightly older gang of

Kindred, who see the characters as unwelcome competition.
The older vampires have more skills, more standing in the

city and a better grasp on their Disciplines. How can the

neonates survive!

® The prince’s sheriff has decided that it's open season

on neonates, and does his level best to goad the coterie into
committing actions that will allow him to lower the boom
Can the neonates avoid the waps being laid for them, and
what happens if they don't?

* One of the ciry's elders decides that the coterie reminds
herof her first coterie. This isn't necessarily a good thing, asshe
eventually killed the rest of her companions off, but in the
meanwhile she takes an unhealthy interest in the neonates'
doings, going to far as to amange “situations™ to see how they

might react. Will the younger Kindred figure out what's going
on before the elder ups the stakes, or throws her toys away?

* A member of the coterie has a rival — a jealous ghoul
who thinks that he should have received the Embrace instead

of the character. The ghoul is now doing everything in his

power to rectify the “mistake,” up to and including making

attemptson the character'slife. Unfortunately, the characrer's

sire values the ghoul's services oo highly for him to be killed
out of hand. So how does the character protect herself, and
what does the rest of her coterie do about it?

® The city’s keeper of Elysium is removed from her p

by the primogen council for gross incompetence. Ev
ambitious ancilla in the city immediately begins positionir
himself o

the next to take the job. How might a coterie of

ancillae react to this opportunity? Would they throw their
weight behind one candidate, or would it become every
Kindred for himseli?

* A coteric member’s sire becomes obsessed with a

neonate, leadinghim essentially toabandon hisother childer
His enemies sense weakness and move in, plucking his
supporters one by one. Can the coterie convince the elder to

return his attention to where it belong:

and can they possibly

survive long enough to do so?

* There are new neonates in town — in other word

easy pickings. The coterie moves quickly to show these
whippersnappers where they fit into the pecking order, but
get asurprise when it turns out the neonates have a powerful
patron. Can the ancillae avoid offending the neonates” sup-

porter, or is it already roo lare? Who will end up teaching a
lesson to whom!?
® The coterie is a collection of relatively experienced

Kindre

prince, unfortur

ethaps even the city's primogen council. The local

rely, is an incompetent buffoon. How can

the coterie manage his removal without exposing the city 1o
attack? Will a member of the coterie be chosen to replace the
prince, and if so, what does that do to the fragile bonds

holdin

® The characters are dispossessed elders searching for a

the characters together?

new city toclaim. They think they stumble acrossa lucky break

Tauss o Duacianon
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when they find a metropolis that has recently been cleansed by
a justicar, but other elders have the same idea. The struggle for
power becomes even deadlier than usual, as neither side has its
usual machinery of ghouls and childer in place to fight their
battles for them. Final Death is a very real possibility

s to the city's Brujah being
a Brujah in the coterie, the other
members have to decide what to do about their erstwhile
companion. Do they ignore the matter, hide her until the
situation blows over or tum on her? And what happens when
the crisis ends — if it ever does?

* Anincidentat Elysium lea
ed. As there's

* Twoeldersgetinto
of their respec

toussijuabbleand deuw the rest
ve clans into the fray. While neither clan is
represented in the characrers’ coterie, they are alternarely

recruited, bribed and threatened to pick a side as the battle

lines are drawn. Which way does the coterie go, or can it stay

neutral! Can it even afford to do so?

Or1HeR FORMSOF CONFLICT

There's more

o conflict as a storytell
nt. Emoti
device, and can make for a more intense roleplaying experi-

ence th

bloody const

I conflict is just as powerful a

v the wildest battle in the streets. The struggle to

break an unw

wted blood bond can be as gripping as the

struggle to cleanse the Sabbat from the city. The fight to

nce on the Kindred

remain calm long enough to plot venge:

whao diablerized a character's sire or lover can be as terrifying

as facing an angry elder in her haven.
Vampires are no longer human, but they remember

being human, t

greater or lesser degree. Some neonates

might not even recognize the difference, and therein lies

fertile ground for tragedy. Consider the case of aneonate torm

happy He has loved ones he must
abandon, but he can’t tear himself away from re turning to

from a relative

istence.

them. Perhaps he breaks the Masquerade, confessingall in an

S0 WHO'STHE VILLAINT
The term “villain” is a relative one when it comes to
Vampire. After all, the protagonists of the game are §
blood-drinking, unliving corpses raised from the dead to |
feed on the pulsating vitae of the living — not exactly |
your textbook role models, The anggonists you life up
foryour chronicle may not be “bad guys” in the traditional
sense, because the “heroes” can be pretty damn bad on
their own. In fact, the “villains” of the chronicle may be
mortal hunters out to stop the bloodsucking fiends’ rein
of unholy terror, something that the majority of people

would probably regandéds an admirable goal.
So bear in mind when you're creating your Vampire
ins that they may not be all that villainous. Yes, rabid
bbat packs may. be. far, farworse then your plavers’
characters ever dreamed of being, but antagonists for the
Kindred come from both ends of the spectrum f

S

attempt to eam their sympathy; perhaps he seeks to Embrace
one orallof them in violation of the Traditions, justsohe can
be with them forever. Stories like this can provide plenty of
tension and strong roleplaying without necessitating that
your players reach for their dice every third minute.

N&MPS&SANI)ANIA(JUNI‘)IS

Behind every nefarious plot stands a nefarious plotter.
While your characters may be the center of your stary, they
need an opposite number, someone against whom they can

strive and compete. Without an opponent against whom the
coterie

in react, there's little tension in your chronicle

Instead of a foe t

skirmishes that de
hand, if
communal haven is actually a disguised Sabbar pack looking
to sofren up the ciry, s
and back

avercom

\ere’s just a series of smal
olves quickly into boredom. On the other
turns out that the anarchs who trashed the coterie’s

enly all of those one-off gunfights
lley ambushes become part of a pattern. Your

mes more focused. And, by setting up an
ultimate enemy, perhaps the bishop or cardinal behind the
an the city, you set up the characters’ confrontation

with that enemy as the natural climax for your chronicle.

illains don't just happen, though. You need to con-
struct the ultimate nemesis of your chronicle carefully. Afrer
all, most of your plot developments must flow from him and
his choices, especially those dealing with the characters.
With that in mind, you need to start thinking about wha your
characters’ enemy as much, if not more, than what he is.

Itisa fact that novillain worth his salt does things simply
to be villainous. Even the most sadistic Tzimisce or bad-ass
Baali has a goal, something he's t
aplan, an overriding goal that he

i a minor obst
goal. Any actions he takes are not predicated on stopping the
chronicle’scentral characters; they are directed raking care of

ing to accomplish. He has

ants to achieve, and the

entual

n his path to his

cle

his own husiness, If the coterie interferes, too bad for them

GROUNDWORH

The first step is to figure out what the prime antagonist
wants. A host of relared questionsspring from that one. W1
is he after, and why? What will he do to obtain that goal, and
how soon must he accomplish i a greater
power (a higher-up in the Sabbar, or a superior in the
Inquisition) to whom he must report, and if so, what happens
if he doesn't make fast enough progress! Will he bargain? The

Does he serv

answers to these and other, similar questions provide an
aper

ional framework for your prime antagonist’s actions. If
you know how
you'llat least

he'swilling to go hat he's striving for,
eahandle on how he’ll react tosetbacks and

nd what his next move is likely to be.

triumphs
sis— hi
beliefs, powers, authority and so on. A good rule of
ake the most prominent features of the players’

You'll also want ro figure out what your neme

species, sec
thumb is to

characters and invert them for the nemesis. If your troupe plays
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acorerie of high-Humanity neonates seeking to restore their lost
Humanity, an aged and amoral Tzimisce with a pack of hungry
ghouls works well as an antagonist. This approach works on a
genenal level aswell — if the characters are sneaky, devious sorts,

setting them up against a brute who relies on sheer force o
achieve his ends provides both contrast and a challenge. After
11, if the characters’ usual bag of tricks is suddenly rendered
ineffective, the coterie will need to try something new — fast —
or else risk ending up as ash on the wind.
Also bear in mind that the
himsel

llain doesn't necessari
as 1. Perhaps hie has idealistic motivations
actions. There is always the possibility thar your villai

just for personal gainor power, but there s also every char

your nemesis character to believe, honest|
t he's doing can add a fine morajg
Doing soalso cuts down on the amoun
scenery chewing your villain is likel
believes that killing off the coteric it
he'snat likely to indulge in maniag
y of the other stereotypi
nd turn him in

PravinGTHeE DarT
It is imperative to remember
has a personality. He does things £
characters thwart one aspect of his plot, don't )
with everything ar his disposal. Instead, role,
inside hishead and considerhow he’s going to
Is this setback a minor annoyance! Or is it
n behavk
your plot becomes more believable as a result. 1l
The Plot Demands, he'll scem conerived, and, dentually, s
will your chronicle. Let the story follow charicrer,
than the other way around.

hammer to come down? If your vills

@ reacts Al

You might even want to consider the archvillain to be
your character in all of ¢
coterie is irrevocably doomed as a result. Otherwise, climb,
inside his head the way your players hop inside their c!

ters, and play him to the hilt.

HeNCHMEN, HENCHWOMEN AND OTHERS

No good archvillain ever works alone. Even the most
maniacal madman needs henchmen to run errands, do the
dirty work, take the fall for plans gone awry, obtain victims
and so on. More to the point, it doesn't make sense for you to
spend hours cre ain
only to throw him inte a deathmatch with the coterie
immediately. In a situation like that there's no sense of
dramatic rension, and no time for the characters' dislike of
the villain to grow to the point where defeating him means
something to them. If your archvillain appears on the stage
toosoon, he's an obstacle, not an object of hatred. You need
totake time tostoke the characters' loathing of their nemesis,
and that means holding him back until the moment is right.

ing an interesting and well-drawn

unless doing so means that the §

ather &

Inth ktob

though, t age.
Someone needs to be confronting the coterie each session,
keeping them busy and stoking the flame of their dislike. That's
where henchmen come in (or ghouls, as the case may be).

This approach, which works best when you throw ever-
more powerful subordinate nemeses at the coterie, draws out
the characters’ road to the final confrontation. The best way
to stretch the time between introduction and climax, in
many cases, is with encounters with the servants and hench-
en of your villain. After all, it's highly unlikely your main
Santagonist is going to be doing all of his legwork himself, so
ant him some hired help. Think about what sort of person
he is, and what sort of servanis he's likely to have. A Sabbat
hbishop has packs and other subordinates to turn loase,
hile a hunter with True Faith likely has a flock of true
ievers who just might be willing to die for him.

The next thing to consider is how the henchmen come
gntact with the coterie. Odds are low that they'll wander
duce themselves as The Villain's Servants, and then
o whip out the TEC9s in best Hong Kang cin-
nion. Rather, it makes more sense to have the
ie across the henchmen busy running an un-
g for their boss (say, staking a friend of the
stop to it, and then discover a connection
Of course, that sets the players up in
chvillain nicely, and he now has an

disposed of before they become a
e characters get to their main
pater the power and resources of

st be overcome each time.

B of having your villain only
e. Thisis the modern era, after
name of the game. Give your

employ one sol
all, and diversi
and give your players more of

&

approaches, A street gang, a
ghouled police grecinct, a crazed (but Dominated) arsonist,
blood bound childer— all of these can be part of your vill
arsenal. If the characters never know what to expect next,
they t plan too far ahead — and can’t get complacent.

n's

You might want to consider henchmen as personalities with
jonship to yourarchvillain as well. Are they just hired thugs
and bound ghouls, or is there something more? Did the villain send
someone he cared about to work evil on the coterie? And if so, how
will he react to his subordinate’s failure — or death? Making your
henchmen more well-rounded means that you can spin more
complete plots off from their failures — and their successes,

arels

FOFS FOR THE SECT

Some villains are more appropriate than others for a
Camarilla chronicle. While the Sabbat is the obvious choice,
it's not the only one. Consider the following:
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® Other Kindred
A rival within the secr might be the ultimate enemy for
the coterie. The srruy

e for advancement and power in the
ly

inside the sect adds interesting complications to the

marilla can get de nd placing your
villa
coterie’s attemprs to strike back. Perhaps the villain is an
clder who wants the coterie climinared. Any move the
cters make against him is going to look bad, and may
welldraw in the rest of the sect to defend the antagonists. On
the other hang

it the drop ofa har,

cha

pethaps the “villain” is a rival coterie or
individual vampire gunning for power. The pl

yers’ charac-

ters are rivals, and rhus they must be eliminated.

* Mortals

» vampire-hunting have the shelf
Iy

v good

Most humans who

life of a cold beer ar a ballgame, which is to s

v practic

none at all. Those few who survive, however, get ve
t what they do. Armed with faith, technology and

ybe a few supermnatural powers of their own, top-flight

indeed

just m
mortal hunters should be sufficient to put the fear of God
literally, in so
¢ The Sabbat
The default ene 2, the
bbat. Setting up your ultimate villain asa higher-up in the

c cases — iNLo any coterie.

Camarilla game is, of cours

Sabbat allows you to throw endless waves of neonates and
angry packs at the coterie, raising the stakes cach time. If the
ly they'll
be overwhelmed. The only choices they have are to retreat,

coterie simply tries to fend off each attack, eventua

ar to try to press forward and find their true enemy....

DeAaTH

While death may be the end of all things for an individ

it opens up new doorways and opportunities in a Camarilla
chronicle. When one of the Kindred meets the Final Death,
suddenly her ghouls are masterless, her holdings are up for grabs
and her position in the ciry's hierarchy is wid

sen. Allof these

spell opportunity for a coterie of ambitious yor

ng vampires.

Tue Greatr CHam or Feening
Oneof the l of Vampire: The Masquerade is
that no matter how powerful the characters get or their
rivals might be

e

Iways someone more powerful
squatting above them on the food chain. If your coteric
gets rid of your hand-crafted vills
ber thar someone had to sire him — and thar sire may not
be too happy about the way things turned out. You don’t
want o work your way up the ladder of generations too
quickly, lest you ¢

too quickly, remem-

e

d up seemingly forced to rrump all-
powerful player characters with Cainc. (Note: If your
chronicle gets to this point, scrap it and start over Beings

of such power are so far removed from human concerns
that roleplaying them becomes a theoretical exercise, not
game.) but remember that you always have a bigger
hammer ar your

Then again, the coterie may not be the only ones vying
for the dec
sudden vacuum in the city's power structure can

property and titles. The creation of a

w all

those around it into conflict, if not open war. Just bec

use one

of your players’ characters wants to take over for a recently

deceased scourge or sheriff doesn't mean that he's going to

pull it off — and the competition for the joh can be deadly.
DEATHASA
STORYTELLING ToOOI

Some storytellers shy away from using the F
their chronicles. Killi

al Dea
i a character off is rather permanent,

hin

afterall; once you scatter someone’s ashes on the wind, odds

are she’s gone forever, That sort of permanence can be scary,

few Storytellers want to lose the services of a favorite

character ad infinitom.

Others see the death of a Storyteller character as some-
thing to be gotten over with quickly. The victim dies, his
ashes are swept up, and the universe rolls along with one less
vampire in it. Doing so avoids messy complications, but it
robs the Storyteller of one of the mast versatile tools in her
arsenal — the power of life and death.

The abilicy and willingness to kill off characters, even
important ones, is extremely useful to a good Storyteller. By

sending a vampire (or even a familiar mortal or ghoul) into
the hereafter, you establish that death isa re
of your world. The death of a characrer, e
demonstrates that there are conseq
of

and potent part
en a minor one,

ences to foolish actions,
W very high.
udemonstrate that youare

ailure is both very real

and that the pri

Perhaps most importantly, onc

willing tokill off any character, from mortal to primogen, the

characters know that no one is safe — not even them.

KICKSTARTING PLOT
The death of a Storyteller character can get a story
s. Any vampire, whether of high
in the Camarilla. Killing that
and starts all of the
other Kindred of the city scurrying around it. If the vampire

rolling inany number of v

status or low, has a p

vampire leaves a vacancy in thar plac

had holdings, ghouls or other possessions of value, the vul-

tures immediately start to circle, seeking to profit from his
death. Friends of the deceased tighten their defenses, in case

arful of
being accused, ready their alibis and seck to discredit those
who might accuse them. Rumors of diablerie or Sabbar

they're next on the hit list. Enemies of the victim, f

infiltration might well fly.

msider:

From all this chaos, strong plots can arise. C
* The coterie might be assigned by the prince or sheriff
to uncover the murderer. If they do so, they can expect an
impressive reward. If they fail, they just might become the
next victims. Then again, what if someone
the prince -

perhaps even

doesn’t really want them to succeed?

# The deceased held a position of some prominence in

the city, and now that office is vacant. Does a member of the
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coterie think she can take over that role? What rivals does she
have for the title, and how far will they go to seize it? What

about the rest of the coterie, which may be linked to her

ambition wh

her they want to be or not? And what chal-

lenges will the prince set her and her rive

« The charactess falk under suspicion of having fur-
Ired. The prince ives them 48 hours to
vd the
real murderer, or Thy
was the blame cast on the in the first place, and who is

dered another K

clear themselves, or else face a blood hunt. Can they fi
t prove themselv

s innocent!

responsible for framing them! Worstof all, what if one of the
characters did commit the murder, a possibility that can

never e overloc

DreatHOr A CHARACTER
Few players enjoy seeing their characrers red
ndable; hours, ifnot months or

uced o
tion isunderst

been poured into that charact

ashes. Ther

and no one

years, hav

ants to lose that kind of investment cavalierly. On the ather
are rendered immune o the

W

s characre
ame balance can suffer. A Storyteller who

hand, if playe

ultimate penalty,

refuses to make characters pay the price for foolish actions
rapidly finds himself ranning a game wherein vampires regu-

¢ because they know thar, in the end, they are

larly rempt

ally completely safe. That knowledge drains much of the

rension from a good Vampire chronicle.

On the other hand, wiping out characters arbitrarily or

rodemonstrate who'sreally in charge can be just as damaging
Players will quickly leamn to avoid a chronicle wherein their
carefully erafted characters are liable ro be exterminated ar

Storyteller whim. In the end, balance is necessary. Players

should be aware of the fact that sometimes the metaphorical

dragon wins, and Storyrellers should make sure not to use the

ultimate penalty unless the situation absolutely demands it

CONSEQUENCES

i opposi

saction

Forevery action, there isaneq
fashion, for every action a vampire takes, there is a
consequence. Nothing happens i the Camarilla without
cingaffected. A mortal is killed
ones start supporting hunters. Maybe he

In simil:

inafeeding?

something else

Perhaps his
ibrace by an elder wha, deprived of her
i, the killing might break

was targered for the Ei

childe, seeks vengeance. Then ag

the Masquerade, sending both mortal and immortal authori-

ties after the unfortunate murderer.
The point is that everything in a Camarilla city is

connected. Every action impacts the plans, plots and wishes

of ather Kindred, and they will react as a result. Vampires are
notused to being thwarted or balked, and take steps to punish
from perform-

those who do so. Anything the characters de

avor for another Kindred o killi

ot afavorire childe,

ing
has immediate
the €

should be, too.

nd profound consequences in the world of
ware of this, and you

amarilla. Your players should b

PreventaTiveE MEASURES

There are some steps you can take to make sure that
the death of a character doesn’t cause out-of-game hard
feelings in your roleplaying group.

* Warn your players at the start of the chronicle
that character death is a real possibility, and reiterate
that warning periodically.

* When a character dies,

make sure the killing
If the character has at least a small

doesn't look vengeRi
chance of escape, the player usually feels hetter about
things. On the other hand, pulling a dozen Bru
bruisers out of the woodwork to finish the job of the first
50 you sicced on the character reeks of a person:
venderta, and makes for a bad situation.

® If a character's death seems likely or nigh-inevi-
table, ralk with the player about it and get her inpu.
Perhaps the character can go out in spectacular or heraic
fashion, sacrificing herself to save the city.

® Once a character dies, take some time ro chat
things over with the deceased’s player. Let him know
that you still want him in the group; it's just that his

characrer is gone. On the other hand, don'tuse character

way of letting a player know you want him
gone. The mutilating effect this sort of thing hason your
plor thoroughly wrecks the game for your other players.

death as

* If one player's character kills another, don'rallc
ave to start. Make sure that there are no hard
feelings between the players, and make sure that the new
ts brought in isn't gunning for the old

le

aracter that g
murderer “just as a coincidence.

NG AWAY WiTn I

letting your ch

wters know that there are

repercussions to their actions is one of the most important

things you can do as a Storyteller. If the coterie breaks the

Masquerade with abandon and nothing happens to them,

the

they're not going to worry about the Masquerade. At

that point, one of the tentpegs of your chronicle's rension ge

uprooted. Instead, if the characters do something “wrong
“foolish,” make sure they pay for it. Thar doesn't mean that
o
minor misstep. Rather, it means that if the characters break

you should tati

y waste every vampire who makes a

the Masquerade, hunters or policemen should come sniffing
around. They may not find the coterie, but they can make life
interesting forawhile. By the same token, breaking one of the
Tradirions should b

ingdown theire of the local prince. [f the
ters whao break his laws,

prince doesn't come down on chs

then he stops being an authority figure and becomes

toon. By making certain to show your players that their

ters will be held accountable for what they do, you

in the inregrity of bath your characters and

your chronicle
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If you do not raise your eves, you will think you are the

highest point

Antonio Porchia, Voces

The Camarilla is not a homogenous body. There are

stratifications and classific 1, ranks and hierarchies. And,

maost importantly, there hose who are on the inside,

those who are on the outside, and those who straddle the

boundary as best they can.

For the Camarilla does not have clearly defined bound-
aries. The shadowy elders who stalk the salons and Elysiums
are officially of the sect, but what about the willfully rebelling
anarchs (so many of whom secretly return to the fold)? How
wbout the ghouls whoserve the organization but still have not
tasted de

nally watchful Inconnu? Whar relation do they have to the
keepers of the Masquerade?

all. Alas that the answers are as shad-
owy as those who hold them.

Good questior

UNLIFE AMONG THE ANARCHS

From sunset on, I feel the troubles lining wp w hit me.

harsh tone to the

There’s smoke on the evening wind and an exere
sound of the car horns. Children’s 2
with the last sun of summer

cte warm
The voi empty
sound of shouts in a cement tunnel; of wor nto the angry
green and yellow of a brewing summer storm. There's bad juju

coming, no doubt

Ipndlmyjacketaroundme andkeepmy headdosn, hoping. Maybe
if Lheepalovwprofile,the trowbles willjust eass me by, 1 spend the evening
donbling hack aned walking into the wind, trying to keefp myself ahead of
the bt karma, sl the sad
oclock ! real

let the b buck catch

rap ] can el closing avanend ey leg.

Byni T conld never be o bucky. 1just pick a spot andl

b. It takes its own sweet time to do so

They come for me in the restaurant, just four men in cheap

conservative suits they're nat comfortable wearing, They ¢

and talk quietly to the maitre'd,

me in

is ignoving me with a

visible determination. One of them is Ki d; I can see he

asnow-pale orange awra with streaks of blue. The other thre

is gho

like white h
- Maybe the ghouls re
of the ghouls stay at the door, the
10 collect me

e cops on their day job —

The Lick and on
other two come out ta
Halfway to the t
start ca
back

who cares

They

wgly little strang-man's smiles

le, they realize know they're there

hing my eyes, then tossi
ad forch. One pops his ki

kles and smiles ar me. My hand

my steak knife abme
C like crow ughter spiraling up into
the nighr. Laugh dead and alome
brought 1o bay behind tempered plass and civility in the heart of the
asphale jungle

own, andthe badmojo feelings

round my head

ng at poor, failed, miserable

Auwes, Enemes o Onairs
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I can feel the Beast vising in me as my body tenses and the
bload inside me ebbs and shrinks away. Like a burning train
shooting down a tunnel toward some impossibly bright light, like
anorgasm of angerand hunger, it is rising toward the light. ! can't
let that happen herve

I show them the knife, and they slow, become more serious.
They spread out, their eyes on the knife. Watch the knife. Laok

atit. Pay attention to the knife. The other diners are beginning to

notice. Keep watching the knife. My every hairis sianding on end,
and | strap doun the Hunger with ivon bands. [ break for in, knife
in hand, and one of them steps in front of me. He grabs the hand
that holds the knife and tries to tackle me

My claws are our. | swipe at his restraining wrist, and he
yelps. grasping the mangled mess 1o his chest. Blood powrs out

from between his fingers (oh God blood oh God not now) , and

Twave the table knife in a convenient excuse. My hip sends a table
spinning acvoss the voom as [ spring for the kitchen, for the fire
door that a 20nothing dishwasher used 1o sneak throwgh on break
so she could smoke cigaretes she'll never need again. They rail
Police! Stop or we'll shoot!" Buz |
v't, not here, shoating would mean 1o many

behind me shouting,

know they w

questions, and hitcing me world mean even more; how can bullets
stop the dead?

1 tear blindly up che steps, scrabbling on all fowrs, sprawling
ta bark shins that never bruise. Then I'm smashing through the

fire door and onto the voof . The blinding, perfect beauty of the
and 1 Let my purse dyop to my side. The maon is
a hairline crescent, a sickle on the horizon, and cerement-thin
clowds ave painted on the city's gray night sky. If 1 could breathe
then this scene, seen from this pe

night strikes m

fect evrie, would leave me

breathless. T nom and bring the gun out of my purse.

1 can hear them down there, on the steps, creeping up like
thieves. Their breathingis havsh, and the leather of their shoes grinds
agamst the concrete treads of the five stairs. They're listeming to me
listen to them. Behind and beyond e, the susswruss of the city gains
lozens of id

ties — car doors, sivens, tire

on pavement and
breaking glass. A thousand smells, a thousand sounds, and thou-
sand shades of black and sodium-arc ovange

And then et it all slip away, and fire the revolver into the
fire stairs. Ome of the gh
voice comes up from below. “He isn’t angry with you, Sarah.

uls shricks, and half a minute later,

That's why he sent s — to tell you it was okay. He knew you'd
come back. He wants you to know he loves you.”

He's an emissary from my sire, then. Or maybe just the local
scourge tryingwords ta stow me dovn long enough for him o grab

me. The Kindre .
caress. A Iying lover. An adulterous, conniving lover, but one

s voice is honey, as deep as still water, a lover's

with hands that make yow come back even though you know what
going back will mean. Like bitinginto a warm, vipe plum — warm
and sweet like blood on the tongue. Like blood on the wongue, a
voice you could just sicand listen to for howrs. 1 shake my head and
blink. Will 1 go back? No — | remember

The howrs of his snuffling professions of etemal amour had
Histened to. How mansy pleas to share blood had there been: first

romantic, then demanding, then violent? I didn't ask for him to
stalk me for six months and murder me in the name of his love
When he killed me, he didn't even know my name, Let him find
some other victim to be his edelweiss, some more willing actress
toconscript as the leading lads in his perperal ragedy. Whatever
er go back. 1
take the first few crunching steps om the roof and shue the wreck
of the five door behind me. Distantly, ! can hear the gh
to move again.

1 turn 1o the edge of the building and the perfection of the city
night. Thear them walking up the siivs now, calm and wnworried

he paid this emissary , it was wasted. | know 'l ne

uls start

Trun, and the Beast surges to run with me, invincible. ! leap,
black arrow against the gray night sky. The Beast springs withme.
full of the joy at the night and the black glee of the hunt
The change comes over me as | plummet through the night

my corpse a frigid falling star from the black expanses of the grave.
My arms and fingers stretch, an ecstatic agony, while the world
grows huge around me . The colors fade to grays, and [ stretch my
wings to the embrace the city, with her great black vistas and
soaring towers of heat from the gritty concrete helow. Dead

muscles tense, driving me through the darkness that is my home
1 will never love him for this. Ever
But one day, I think that I may leam to love myself

WHO ARFTHE ANARCHS P

Vampiric society is stifling in a way that mortals cannot

the deck s loaded a dozen different ways

loesn’t bring encroaching

. Increasing ag
senility to the Kin

1, but increasing power. Barring Ama-
ranth, theav

ampire will never surpass hersire, because
the Curse of Caine diminishes in potence with every genera
tion. From generations-removed sires come orders to perform

tasks the elders cannot be bothered to dirty their hands with

ably, the most arduous and repulsive tasks pass down

To many neonates,

ons to the youngest proy

ft of immortality scems to be little more than slavery at

an cternity of menial labor

Inearly nights, rebellious childer generally fled their sires”

clurches to some remote location where they immediately set

he cycle they had so recently escaped.
“hildren of Caine come to cover the world to its

upshop perpetuz
Thus did th
remotest comers. In modemn times, however, every comer of

the globe is spoken for. As the world gets smaller, the options

for runaway Kindred grow fewer and fewe

lew

fter the fall of the Western Roman Empire thar
Kindred overpopulation first became
and Asia Minor
where they were living were unable to drift a

ssissuein Europe

se

r the first time,

mpires who didn't like
and find a
new home (or die trying — usually at the claws of a passing

Lupine). Unwilling to eschew the ciries, with their casy

feeding and diversions from the potentially deadly ennui of

centuries, Kindred were forced ro form society. Inevi-

tably, that society was based on the coercive power of elders

over their progeny.
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Justas inevitably, thiscoercion bred resentment, hate
and rebellion amor

the ancillae. After centuries of sim
content, the dam brol

in what came to be

as the Anarch Revolt. For decades, vampiric soci-
cty was awash in b

rodshed and chaos, as the young set

upon the old in search of freedom and potent vitae, For

good or for ill, there are few records of the revolt. Maost

Kindred who survived the era are unwilling ro ralk abour
the chaos rhar culmir

d in the Inquisition and the
formation of the sects; most of those who survived lost
friends and paramours.

Bur those who don't know history are doomed to repeat
it, and with few survivors of the Anarch Revolt willing to
teach theirless

s, anentire generation of Kindred is stalking
the nights, ignorant of what has gone before. The anarchs of
today are the distant descendants of those long-ago rehels,
ignorant of their heritage even as they rush blindly down
their forefathers’ path

TiHE MAKING OF AN ANARCH

While worried elders and uninformed neonates talk
about the “the A

rch Movement,” anarchs are mosely just
anatchic. There ate as many different kinds of anarch as there
e Kindred sick of being used as pawns, catspaws and menial
laborersby theirelders. Even so, the modern anarch isa far cry
from the revolutionary firebrands who shattered the world of

the Kindred during the Revolr. Today, the anarchs are almaost

an institution in the Camarilla

While it's hardly a universal occurrence, running away

from one's vampire s city of Embrace is a fairly common event

in the lives of young Kindred. The flight usually occurs
between 10 and 30 years after the Embrace, often after an
extended (two- to five-year) depression. This sort of lengthy
funk is jokingly referred 1o as the “Terrible Twenties™ by
ancillae whohave seen it all before, bu t

othing funny

thout it toanconate who's just suffered thre

as many years

of servitude as she lived t ¢ the Embrace

Most sires hold a nec
nd 10 vea

e suh stragudion for between five

frer the Embrace. When her sire isn't using her

15 a menial servant or ignoring her, a neonate is ta

life among the Kindred, usually via methods o

include ‘reciting their lessons”. After a decade or two of

rhe one rthing thar a neonate ally wants is out.

The average Kindred who wnarch” usually flees

Kindred

OF some

iety for the open road, the unspoiled wilderness

ther imagined utopia between six months and two
years after pre

sntation. Some si to great lengths to

prevent their progeny from escaping, but even the most

closely supervised progeny can find a chance to escape if he

works at it. After presentation, the neonate is considered

responsible for his own actions and capable of upholding the

Masquerade on his own, so there is no reason for anyone but

AL, Exewies axo Omieis
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a sire and his ghouls to pursue an escapee. Experience has

1 that chaining one's progeny up in the basement is
gy for dealing with
cal impulses. Exposure to fire, mutilation and excruciating

prove
generally a counterproductive strat

torture, while use

xtensively, have also proven ineffecti

All of these methods of coercion result in progeny who are
not only unproductive, but who are resentful as well.

n that the average city's polirics are a hothouse of
bloodchirsty and vengeful offspring can be
ity. Progeny with unpopular sires may acquire
assistance in escaping. Even blood
bound progeny can eventually break free of their regnants.
actionaries and control addicrs who
a, sires whosee their progeny slippingaway
n gosachilde isnot worthsuffering the Final
back anyway.

their master’s enemie:

While there are a few r

just don't get the

usually just let the
Death over,

Tre ANARCH
SUBCULTURE
Wio Are THey P

Many of the neanates who take ta theit heels find them.-
selves part of the anarch subculture

nd in the end, most of them com

a nomadic socicty of
Kindred who range far and wide across the highways and
byways of America. The r

sjor strongholds of this mobile
J down the East and West Coasts, along the
Boston-Atlanta and San Diego-Seattle metropolitan axes.

sociery run v

The anarch subculture is composed of vampires who
have fled the influence of their sires. These rebels are often
called Lost Boys, either in reference to Peter Pan's band of

runaways or the movie of the same name. While some flee

before their presentation (or are never educated in the ways
of the Kindred at all), most anarchs usually run after having

been presented to their prince and released by their sires

Those unfamiliar with Kindred society usually don't have
with other Kindred to find the anarchs,
however some Caitiff fall into the a

enough contz

ch lifestyle by coinci-

dence, fortuitous or otherwise.

While the stereotypical member of the anarch subcul-
rure is a Camarilla Brujah sired after 1900, there is an
of Kindred involved with the anarchs.
in mufti trying ro adapt to modern culture

immense variety
Ancient vampire
rub elhows with young vampires from non-Camarilla blood-
lines seeking to escape their own insular little hells. Joining
the anarchs is attractive to any vampire seeking o break out
of the restrictions of his sect without the shovel parties, fire
dancing and pack life implicit to Sabbat membership.

Anarch culture also makes

pires interested in est

n excellent place for v
Dblishing new lives for less legirin

reasons; Inconnu Monitors and Sabbar scouts mingle with

A
anarchs as an underground railroad isn't entirely risk-free -

mite hitmen and renegade Setites on the lam. Using the

chons also run with the anarchs part-time, looking

many

archs ride
motorcycles and eschew Armani suits doesn't make them
\mrxd The sort \\fmm_h self-policing that occurs among the
the formal sentences of a prince,
and {as ways to die go) much less dignified.

How Do Tiey SURVIVE?
all Agents defect, and all Resisters sell our.
— William S. Burroughs, Naked Lunch
The young Kindred of the anarch sube
frontiersmen of old or the bikers of the modernera

forjust such undesirables. Also, just because the ¢

lture are like the

ranging
far and wide across the land, and occasionally gathering
together for celebrations that would be legend if word of them
everreached the mortal world. Anarchs that fall in with these
modern nomads usually take up their wandering lifestyle,
ned by ghouls)
h
no set schedule. The amount of ground that a young anarch
pack covers in the modern era can be astonishing.

keeping a few regular havens (usually maines

but otherwise following an irregul

Anarchsbecome more territarial as they growolder. The
risk-takers die off, and the territorial nature of the Kindred
begins to set in by the end of the first century of unlife.
Anarch ancillac usually cut back the territory they “claim” to
avoid threats too large to deal with
traverse without serious risk. As the size of their territory
decreases, the anarchs naturally begin to rake its protection
more and more seriously, and that means interacting with the
neighborhood power structures. if the anarchs claim
their territory by burning out rhe havens of the local Sabbat
packs, they still need allies against the inevitable retaliation.
ach where they

areas difficult

Eventually, there isapoint that the anarchs re

SHOVEL PARTIES WAITING TO HAppEN |
A shovel party is slang for the Sabbat iniriation, i
where's the initiate is buried and left to dighisway outof the
grave. A lotof anarchs, whether they know itornot, are ripe
for Sabbat recruiting teams. Many of the anarchs who end
up in the Sabbar are actually looking to join, whether they
know it or not. Most of these willing victims are on the run
fromunbearable blood bonds and looking fora way out, and
citherignorantof Sabbat initiation rivualsor beyond caring,
Orhers are just of the mindset that makes the Sabbat see
attractive. The anarch subculture, by and large, is “respon-
sible,” at least by Camarilla standards. Its members seek to
enjoy their immortality and their freedom; they reject |
Kindred society to enjoy their situation. A shovel party i
waiting to happen rejects Kindred society in order to enjoy
hisstate. He wantstofeed when hewants, use his Disciplines
when he pleases, and generally assert his supernarural
superiority over the humans he once stood among. If he
meets a Sabbat pack that's taking recruits first, he gets ro
join the Sabbat. If he meets an archon or an angry prince
first, he gets to be a dead anarch.

v v

i
|
i
i
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are no longer on the outside of the rent pissing in, but on the
inside

issing out. In the end, many even return to the city of
their Embrace, where their sires have been patientl

iting
their return; after all, what is a century, really?

Just as not every anarch becomes a motorcycle-riding
nomad, not every nomad socializes into C

marilla society

alot of anarchs just die. The “live hard, die young" ethos of the
subculture means that by definition a lot of anarchs don’t make
itout as anything but ash. An anarch who gets a serious rip in

her body bag and doesn’t realize it in time will be just another
burned-out car along the roadside.

nount of attitude can
neonate who walks into the wrong place at the wrong

packcominginthe opposite

or whose encounter with a Lupine gas station attendant results
in an oil change straight to oblivion. Other anarchs end up
adapting to the traveling life and become as searic the Kindred
society they oppose

pped on the cutting edge of night,

theyr

e the highways, oo old to rock and roll, and too young
to die forever. These Flying Dutchmen in black leather and
chrome are hoth the heart of the anarch subculture and the

exceptions 1o its rules. Most wandering anarchs have usually

cither retumed to Kindred society or met the Final Death by
the end of their first century of unlife.
FASHION AND M ANNERS

The anarchs are generally envisioned as rude, unwashed

hrutes, roving the countryside on motorcycles and flagrantly
disregarding the Masquerade. This is far from the truth
Anarchs are very fashion-conscious. Like any Kindred, your
aver

ge anarch would like to spend the rest of eternity
looking good, if at all possible. Even more than that, the

typical

arch owns little more than what she can carry ona
bike or in the trunk of a car — her personal possessions are

one of the few ways she can demonstrate her individual
identity and display status. While the
are often rooted in motorcycle fashion, its expression differs
considerably between the coasts. Also, like all nomad cul-
tures, anarchs are very conscious of their manners and
behavior. Far from

asics of anarch style

»sessing the stratospheric wealth of
some Camarilla }\m.]n.i most anarchs are hard-pressed to
m:

e ends meer. Often hard up and isolated with no allies
ather than their fellow rebels, the anarchs are remarkably
careful about he

East Coast FasHion

East Coast anarch styles are very elaborate. The typical
Eastern anarch wears jeans, sometimes bloused into combat
boots, Shirtsare button-down, and while anarchs claim thatsilk
iswhereit's at, most simply can't afford it. ( The material doesn't
take the rigors of the road well, eithe:

nd so much of ndard
anarch fashion™ is honored more in the breach than in the
ohservance.) A cowboy hat (usually black) and stan
ket painstakingly
nal pattern of paint and studs. The jacket,
d stud-and-paint work is the real core of

d short

motoreycle jackets are the rule, with eact

worked into an ori

boots, blue jeans,

Auwes, ENemes ano Onvzrs
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Eastern style — most style-conscious anarchs have the three

key components custom-made for each individual outfit

Easte

1hair is often worn inela

orate beaded dreadlocks,
e shaved off entirely. In the case of beaded dreadlocks,
the thinner the braid the bereer. If the anarch’s head is
shaved, it is generally decorated with elaborate patterns
drawn in permanent m, ukutnnhm.m which works much
£ on vampires than on mortals)

ch night, after he
wakes up, a bald anarch clips and shaves his head, then hasa
friend touch up any faded spots in the design. Tattoos applied
post mavtem have a nasty habit of spitting the ink out of the
vampire’s unliving flesh, but those the Kindred
alive he's stuck with forever. (And no, laser st

work on the unliving — somehow, the de

Piercing is uncommon in the East, and seen as a very
“mortal” thing to do. Sunglasses, on thase rare accasions
when they are worn (usually to hide the effects of one too
many frenzies a Ga

1), are always mirrored

often chrome, at least among very young
warchs, and are usually short-barreled large-caliber revolvers
Cleavers and axes are cool, knives and clubs are not. Most
anarchs carry one or more hoglegs (double-harreled sawed
shotguns with apistol grip) in addiion to their pistols. The “pig
knuckles” are intended for dealing with Lupines, and the shells
are generally hand.

aded with cut-up bits of silver jewelry
Traditional American and Eurapean bikes are favored
over Japanese models — Goldwings, Norrons and Harley
Davidsons (stolen, of course) predominate. Most of the bikes
are modified for rouring, with oursized fuel tanks, improved
suspensions, stowage and more comfortable seats. Cars (par-
ticularly sedans) are common, but uncool — they just don't
have the carefree mystique of cycles. Well-heeled packs of
anarchs often have a number of bikes and an RV (usually
driven by tard driving the RV is in for
's Kindred) for more comfort

thoul — the poor b
s great deal of verbal abuse if

able sleeping accommodat

West Coast Fasuion
West Coast style is distinctly different than the East Coast
Where East Coast style is elaborate, individualistic and almost

elegant, West Coast style is uniform, hard-edged and flamboyant
of the we

er'suncarthly endurance. West Coast Kindred use the

word awsgezeichnet (German for “ourstand

" or “great!”) to
describe someone who is apotheotic of their f

hion tastes, and

being ausgezeichnet is a way of life as much as a way of dress.

A West Coastanarch starts from the ground up, and armored

motorcycle boots are a must. The more chrome anmor the better,
andbootsare traditionally decorated with chains, spurs, rowles, tap
clears and whatever else the Kindrod can find that's chror
Jisplays ansgezeichnet artitucle. Pants are cither |
o

s and

her or leather
o jeans, and a stem black belt and chain wallet are de

evenavampiredoesn'twant to kse his ready cash orall theskinon
is s if he wipes out at 80 mph. Shirts are usually thick, also for
protection in case of crashes, Vests are also common, sometimes
with a long-fobbed silver pocketwatch in the watch pocket.
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West Coast anarchs who like to advertise their starus
favor winter-w

ar leather dusters in all seasons, usually either
in brown suede or black le:

her; more subtle ones tend to shy
away from stercotype. Anything above the mid-calf is far too
short, and ankle-length is best. Marching piercings with

THe ANARCH FREESTATE

On December 21, 1944, Jeremy MacNeil and his
fellow members of the Revolutionary Council began their
i 1o overthrow Don Sebastian, the prince of Los
Angeles. Their revolution was triggered by a long series of
1s and attacks against anarchs and other young
culminating in an episode where MacNeil
seized and beaten by Kindred loyal to the Don in front of
anumber of other Brujah. By the moming of December 23,
the issue had been decided, and the prince and primogen
of the city of Los Angeles were no more. A manifesto
known as the Status Perfectus was
cil, essentially proc
to freedon

camp;

Suppressis

Kindre

was

sued by the revolution-
iming every Kindred's right
mnd independence, and affirming the Kindred
of the newbom anarch free state’s devation to the goals of
Kindred liberty. The revolutionary council then disbanded

The Camarilla braced itself, waiting for the outhreak
of a Terror in the fashion of the French Revolution, or
another episode of the Anarch Revolr. Anarchs around
the world cheered, hoping that at least there would be a
land of freedom and equality for them as well. Both groups
appointed.

ary cou

were di

Today, Los Angeles is an overpopulated hive of
anarch gangs vying for turf.

was pl

Intil recently, the entire city
qued by the depredations of the late Justicar
Petrodon’s archons. Even now, the only truly safe area of
the town is the

alled Barony of Angels {mortal
witown Los Angeles), which Jeremy MacNeil protects
as his own personal demesne. Those unable to survive in
the gangland communit;

s congregate in the Baron
Neil allows any Kindred tofeed, so longas they
keep the Masquerade:

where M.

Even these are:

are no longer safe. Recently, a
number of Cathayans have become active in the city. A
groupof Chinese kuei-jin who call themselves the F
and Stockt we begun to tussle with the Crypt's
Sons over the Los Angeles whalesale heroin market. So
MacNeil has recognized the sovereignty of the Chi-
nese tong, but the peace is fragile. Sooner or later, the
location of Chinatown will force MacNeil to takeastand

thush

Posse h

we between the Posseand the Crypt's Sans. In
wtime, MacNeil has recommended that all Kin-

dred in the Barony of Angels strictly a
It seems, howeve

oid Little Tokyo.
as if more Chinese kuei-jin and their
each night, and the anarchs of the
Free State are beginning to wonder if perhaps these new

Triad soldiers arr:

arrivals are not the outriders of a foreign invasion

chrome and hematite hardware is a mark of distinction. Hair,
howevershort, is brushed back and sprayed into immobility.
Those with lo
their back in waves or else wear a single ponytail. Those with
long, kinky hair wear it back in a ponytail of thin, undeco-
rated braidls. Hatsare never worn, nor are motorcy

ally either let the result fall down

e helmets.

Stylish pistols are either blued or matte finished; auto-
matics predominate, and handguns are carried and used in
irs by those who can afford them. Because of the quality of
rigs available, under-the-shoulder carries are the rule. .40
S&W, 45 ACP and 44 magnum
calibers. Carbines of matching calibe
arch’s bike. Blads
imprecise or unwieldy weapons are not
and fluid, not slow or brutal

e the preferred pistol
are usually carried in
nd cha

sheaths on the ns are cool,

ausgezeichnet is fast

Bikes must be two things — fast and black. Japanese
bikes, particularly Kawasakiand Yamaha, are the machines of

choice for Western anarchs. Racing b

s don't modify well
1d so there are a number of 'L
-5

for tourin

pine Alleys” on
artle metropolitan axis
where fuel issues make it easy for werewolves to ambush

the northern end of the San Dicge

narchs. Most anarchs rely on speed, ballsand plain

¢ through these areas safely

ANARCHMANNURS
While

there is a certain code of behavior an anarch anywhere is

narch fashion changes from location to location,
expected 1o follow. Just as every fledgling is taught the
Traditions, each anarch is taughe the rules of the road.
Anarchs are a lor less forgiving
th,
Death is too thin for much in the way of politics when you're
1. Therulesof the
lace, but can be summarized as follows

® Don't Rub Another Man's Rhubarb

Albsocalled “Don't Shit Where Ear.” What little an
narch has is his, and his fellows should treat it with the
respect it deserves, Don't feed around a fellow anarch's crash

hout breaches of the rules

1 princes are — the line between undeath and Final

livingon the apen

i carry from place

o

ou

pads. Be polite toother anarchs' sucks. If you by some chance
run info someone’s mortal re
n (or lady, 2

atives, be cool and act like a

the case may be). Don't be an incon

side:

guest — help out around a crash pad as much as you
can, and leave quietly in the night if vou think you're being
a burden. In general, follow the Golden Rule. Ciry Licks can
fuck each other over, butout of the highway, everyone needs
to be able to depend on one anather.

* We're All In This Together

If you see

n anarch in trouble, it's your solemn duty to
Ev

help him ou n i it's your worst enemy and you'd like
er that 1o see him fry, kill him after you save him
abba
someone, even if you've never met him, cover up for him. If
you have to ta

nothing

from the

or the scourge. If you can cover up for

e the fall for your buddies, do it. Serring the

precedent is the best way to ensure that when you're in need,

someone’s going to be there to catch you.
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ANARCHS INTERNATIONAL 'i
Anarchs are by no means restricted to the North
American continent; it's just that the current focus and i
strengthof the quote-unquote movement is there. There | 1
are still anarchs who remember the 15th century skulk-
ing around Europe — not to mention their more modern
spirirual heirs — while in Australia, one can hardly tell
the anarchs from the elders without ascorecard. I’s just
thatinNorth America, as nowhere else on the globe, the |
have established a distinct place and identity for ]

anar
themselves. When the Camarilla thinks of anarchs, it |
thinks first of North America’s lost souls.

For more information on what anarchs from around
the globe are hkc‘l}‘ tobe like, see A World of Darkness:
Second Ed

Pork
Don't fuck with cops; run away or use Soc
instead. Beat them up if you have

A Disciplines

o other choice, but don't

and killing them gets both their fellow cops and the elders
pulling the serings pissed off

« Settle Problems Out of Sight

Elders might be asshales, but that docsn't make the Mas-
1. Anarchs arc on display 24/7 —
ifthere'sever another Inquisition, youcanbet they'll be the first
b0 up against the wall,

que

ven if you're seriously ausgezeichnet

a hot night and wearing cnough leather that would drive a
mortal ta his knees, don’t wave it in the face of the Canaille.
Mortals dress in eccentric fashions and do odd things in public
all the time. Mortals do not publicly display
claws and superhu

angs, one-inch
an speed. Anarchs shouldn't either.

You'd think it wouldn’t need to be stated, bur it does.

Killingother Kindred breeds blood-feuds, and that's bad enough
to he m-u:]n need for explanation. Killing mortals feeds the
pisses off elders who b

Ve to cover
up the s, generally impalire. How would you fecl if

youfound someone had killed your mortal friendsand relarives?

Everyone has to feed, but killing mortals without need is dumb.

AUTARKIS

The other major group of anarchs are the Autarkis
Somewhere between anarch, Caitiff and Inconnu, Autarks
are vampires who become disgusted with the politics of
indred socicty and simply drop out.

The world is a big place, and a vampire who consc

tiously avoids contact w

h other Kindred can spend a very

an
most vampires drop out of society

long time alone. Precisely when a
Autarkis is hard to say
from time to time

mpire has become

ther to contemplate their condition in

ow older) to
their unlife in the dreams of the

solitude or (ast

enter torpor and drown

ometimes these

episodes end in suicide or Wassail, but they are usually just
periods of self-exploration. As for even a
mber of the Camarilla to vanish; by the
e thinks to look for her, she's long gone.

result, it’s e

oung m

The motivations behind a vampire dropping out of
Camarilla society depend entirely on the vampire in ques-
tion. Some leave the maddening crowd to seek Golconda.
line between these Autarkis and the Inconnu is a thin
one, and many of the Monitors are recruited from Autarkis
ranks. Other Kindred simply sicken of the incestuous polirics
and turnaway to seck theirown existence free of the Mach
vellian danse macabre of Kindred society — this motivation is
particularly common among the Gangrel.

Some defectors have less admirable reasons for leaving.
The Masquerade may scem repressive, but it prevents the
sorts of outrages that would without a doubr otherwise occur.
Forexample, many Au rom the bright light of
social scrutiny to pursue careers as infernalists. Others fall in
love with the Beast and flee to the seclusion of the wilderness,
where they can give themselves ta their inner monsters fully.
And then there are those who hie off to play dark prince,
npiric minions
from vampiric
're more than
marillaand the

kisslips

embracing whole towns to raise legions of va
and take over the world. Most of these refuges
social mores don't last very long, but the
enough tokeepthebotht
Sabbar paladins busy.
The existence of the Autarkis has some significant disad-
vantages over the life of the average anarch, The Aukrarks have
none of the community that the ai
The only support that an Autarkis can count on are his ghouls
and any fellow Kindred who went with into exile with him.
Neonate and ancillae Autarkis often have difficulty evading
hunters and maintaining the Masquerade on their own.

usticars of the C:

ch subculture provides.

at risk
from supematural foes. Marauding Lupine packs put a lone
. Even more serious is the threar presented by
other members of Caine's brood. Diableri
aboutan Autarkis are likely to consider him easy pickings, as
are Sabbat vampires looking for Kindred to act as scouts in
Camarilla cities.

Even more than from mortal hunters, Autarks ar

s who find out

sa threat. Undeclared Kindred are fair
game for the depredations of the ing oneself
before the local prince generally defeats the idea of escaping
Kindred society. Even if a lone vampire is declared, justicars and
their archons tend to assume that a vampire whao has retreated
from Camarilla society has something to hide. Given that
infernalists, diablerists and newly inducted Sabbat m
coming to grips with their path are all solitary creatures, they
have good reason for thinking that way. If the justicar or archon
inquestion is liberal, the Autarkis may only be forced to submit
toan incredibly intrusive examination of her life. Less generous
or less liberally minded enforcers of the soc
eliminate the Autarkis out of hand and decide which crime she
was committing from inspection the effects of the deceased

courge, and decl.

| order may just
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WhHo Mares Up
THEANARCHS !

Tne Camarnra Crans

Brujah: The youngest members of this clan debatably

form the largest single subgroup of anarchs., The anarch subcul

ture hascertainly adopred all the trappir modern leonoclast

Brujah culture — the motoreycles, the urban warrior ethic and

the idealization of a nomadic existence that brings the vampire
into contact with the freshest and youngest
Kindred society. Even if most of the membership isn't ac
descended from the blood of Troile, they act as if they were.
Many lconoclast Brujah Rants are betrer arrended by prerend-
ers to the clan than by actual Brujah — such are the benefits
of image. While most an#rchS%row out of the lconoclast
mindser as they sociz

z¢ fro Kindred sociery, the angry youth
of the Camarilla are at the:command of Brujah's blood, and
mast princes do notforgetiit easily

How many of the anarchs areacrually of Brujah's blood
line is open to debate. Somemembers of the clan claim that
they makes up over 75 percent of the full-time anarchs; this

is probably a serious exaggeration. Kindred on the run from

strictly organized clans tend to claim descent from Brojah's
line, rather than theiractual clan. Even ifdirectly confronted
with evidence of a fakse progeny, most Brujah either say it is
entirely possible they are the sire, or else lic and claim the
childe simply to tweak the nose of another clan

Toreador, Tremere and Ventrue: The

Most conservative a

J taken rogether are pro
ple source of anarchs. The pressure to peror

these clans ex

heir situation. Anarchs from these ¢

tendt Icks. The first stercotype are th

the run from a brutal, controlling and grabh

t likely o

he anarchs most

freedom with both hands. They are the anarc

claim descent from Clan Brujah. They are alsc
likely to
sire, a burned

The oth

weekend 2

ave a reason to congeal theiridentiry, be it a mur

wt haven or simplya loeofen,

much more egmman stereotype is that of the
arch. These are the dabblers‘who roe th
work diligently for their clan‘and sireyafid then “rebe
their holidays, only to retuft meekly to the winef en the
allored period affreedtm has ended. Some weekend anarchs do
it for the sal

line and

luring

of rebellion, and some do it in an attempt

manipulat anarchsinto their political games. How well

the posers do depends on how tolerant the real anarchs present

are and how good the act is. Skilled and personable weekend

anarchsin tolerant company can beacceptedasalmost (but never

quite) equals. Inept ones look like a Slayer fan at a Coolio show

andare treatedaccordingly. Tyi
him headfirs

he poserupsecurely, droppi

wn a manhole, then putting the lid back

someth

ot

|
h. If the

critters

Avtis, Evemes ano Omhirs




Gangrel: A grear many Gangrel fall in with the anarchs at
some point, and the clan's departure from the Camarilla hasn't

situation. Gangreland the anarchs share a similar
warch revels and escapades make damn good
ngrelsevenendupasfull-time membersof the
ire, but most eventually wave their good-byes and
depart for their beloved solitude. The Gangrel who do become
fully involved in the anarch lifestyle almost inevitably end up
there because of a paramour, friendship or some other personal
reason, not because of any ideologi

Malkavian: Not every Malkavian adapts to the support
the blood of Malkav. Some never
become attuned to the divine madness of the Curse, and end up
aspeople with derangements that don't really belong to them. A
lot of these unfort end up in the anarch subculture, if they
an cope well enough to function at all. Other Malkavians
secking to learn about the anarchs for pranking purposes make
the same claims. Both types are prone to disapy nce when-
ever it becomes time for the white-hot worms to eat their brains
again,soit'shard wtell whichMalkaviansare the real rejectsand
which are just faking. Of course, since they're cr
they're both sincere and faking at the same time. Malkavian
anarchs are generally treated as whatever they act like, and not

al commitment.

nerwork for the insane tf

sometimes

trusted with anything that would cause a major pain in the ass if
it walked away or got screwed up.

Nosferatu: Like the €
te from

mgrel, the Nosferatu havea culture
very much sep: mainstream” Camarilla sociery.
Unlike the Gangrel, the insular, sewer-dwelling families of the
Nosferatu have little in common with the anarch lifestyle.
Also, the
ates a multitude of problems in the style-heavy
subculture. Life on the open highway presents certain prob-
lems toavampire with a head likea rotting rat. Young L
often just as disgusted as mortals are by the Sewer Rars, and as
aresult, Nosfe unu|l:eup:|vervsmallnumlnmh]n
possibly an even smaller percentn;

Those Nosferaru who do become involved with the
subculrure i bly mastered Mask of a Thousand Faces,
tions with the rest of the world. Asa rule,
Nuosferatu anarchs have personalities that make them unsuited
to life in the sewers. This may mean they're too deranged to fie
in even with the Leatherfaces, or that they're Cleoparras who
remain outgoing and

nsu

osferatu are bortom-of-the-boot ugly, which cre-
narch

ire

if only for case of rel

acious despite their changed state.

ne make it, and some go hack to the sewers head-first

TrHose OuTSIDE THE CAMARILLA

Sabbat Antitribu: The Lasombra and Tzimisce both
only tiny contributionsto the anarchs, though there are
possibly more of both in the flotsam of the anarchs than in the
recognized ranks of the Camarilla. Prejudices within the
Camarillaand the Sabbat, the Viniculumand the determin,
tion of both the clans and the Black Hand to pr
defection makes antitribu even more infrequent than defec-
tors from the Assamites, Setites and Giovanni family.

ma

nt

Mi
bloodlines and other miscellaneous offshoots of the curs
Caine also find homes
often use the anarchs as an underground railroad, since most
ikely to have ever heard of them. The children of
Baron Samedi likewise find the anarchs willing companions,
though the ones with Mask of a Thousand Faces are definirely
better off than the less gifted members of their bloodline, The
anarchs have for centuries served as the last home for survivors

ellaneous Others: The seemingly endlessminorclans,
of
gents

mong the anarchs. Cathayan

anarchs

of other bloodlines thought long extinct. Many of the oldest

hs actually have no ideological connection to the subcul-
rure, butinstead. er, exchanging blood-feuds
and ancient enmities for social prejudice and a traveling life.

imply use itas aco

As for the non-affiliated clans, they either do not spawn
anarchs at all (a Giovanni who went rogue would last a matter of
hoursafterincurring the wrath of his family) orfit inso neatly with
the anarch subculture that there’s no need for a differentiation.

ANARCHATTITUDES
TowARD THECAMARILL A

Anarchs are best

nown for their variety, and there are at
itudes toward conventional Camarillasociety as

there are anarchs.

le

many

ly none of them love the
xciated trappings, attitudes range from
cful respect todismissive and | . Theattitudes below are
thase of anarchs

the opinions of individuals, not 1 whole.

TueCrans

You've got to be kidding, vight? They're just another way for
the elders o puppeteer you. Why am 1 supposed 1 feel obligated
to my sire? He didn’t bring me back from the dead because he
loved me, he Embraced me to be his tax accountant. Fuck that —
1don't owe him or any of my other “ancestors” a goddamn thing

Reese Briggs, Clan Torcador

Lowe mysire a great debt. When he Embracedme, [ was dying
of cancer, and I had never veally had the guts tolive atall, From him,
1 learned how to lagh, how to fight, how to dare without fear of
Jailure. 1 feel the same way about my clan — from sire to sire, the
gift of life has be
the ludlder betw

asmuchas [ love him, and as much as 1 owe my clan,  have my oum

puassed down, and [ owe each and every swep on

1 myself and Caine a debt | can never repay. But

existence. | survive for myself now, and I refuse to become a pawn
in war over ideas that ave long dead and cities that ave long dust. If
theyhave toaskme tovepay the Embrace withservice, then my elders
have forgotten the magnitude of the gift they've heen given

— Melissa Benson, Clan Brujah

Princesanp Brpers

Most prrinces is jes” chaindogs — dey get der spot by taadyin’
up to the primogeniture. Dey really don’t got shit to say about how
domain. Dat makes dem double-bad news for
us, ‘cause dey take out der frustrations on s with us wit’ no politics
togetinde way. Jus' like [ said — dey's chaindogs. De primagen
ain't as bad, dey got what dey want. Dey jus’ try to drag ya inzo
deir feudin’ at every opportunity. Now if you can keep out from

t'ings go on in de

The Guot 10 THe Camamiuen




CAMARILLA ATTITUDE
TowARD ANARCHS

It might seem strange that with all of the other,
terrifying threats to its existence, the Camarilla devotes
» stamping out the anarchs. The reader
must understand that the majority of those adopring a
hardli in the modern Camarilla remember the
terror and chaos of the Anarch Revolt so many centuries

so much time

¢ SEANC

ago, and the Ing
survived that

isition that followed it. Everyone who
e knew

smeone who wasn't sa lucky.
The conditions that led to the revolt — overpopulation,
discontented youth, internecine strife — are being re-
d on the modern stage. Many elders see the
tion of the anarchs as a prophylactic me:
like cauterizing an infected wound. Other elders
generally willing tomake concessions ro those wich anti-
anarch agendas in exchange for advancing their own
ple Afeer all, it's not as if the destruction of a few
neonates on motorcyclesisan impediment totheirplans.

Some elders, however, fear the anarchs for reasons
other than anxiety over past experience. Some elders
believe that when Gehenna arrives, the risen
Antediluvians will move among the anarchs for a time,
sating their hunger and marking the locarions of their
chosen victims. By destroying the anarchs, these elders
hope to destroy the sea the Antediluvians will swim in,
thus forcing them to reveal their hands when they are
still hungry and disoriented from their long sleeps. Many
close to the justicars believe that watching for signs of
the Antediluvians is a major part of the job of those
archons who run with the anarchs, though the archons
themselves may not know

pe:

dest

betwween dem, and remember 10 scrap the shit offa yer boors b

you walk on der rugs, and otherwise act like you's a civil eveature,
ey triast one, or youmight as well bend
over and grab yer ankles m advance
Emil Wenkel, Clan Gangrel

Elders and princes are monsters, For all they talk about
civiliey and culture, you know what they've veally doing? They're
ments, behind their walls of influence and
servants. They grow their portfolios, they go to Elysim every
week or month or year, and they nurse their ancient little grudges
and wait to see who Wassails and gets put down next. What a way
to spend eternity. Not that riding your motoreycle from city to city

dey ain'tso bad. Justdon' ¢

sitting dovm in their bas:

and partying is much of an tmprovement, but at least the scenery
changes. There has to be more 10 our unlife than this, or else we
really ave Damned.
Ellen Porter, Clan Tremere

1 think you can do it without tuming into a monster. My
friends and | have seteled into this choady little suburb-city, ourside
of Chicago. Laugh all you want — I mean, [ never thought I'd
want to live in a place with so many damn strip malls. But we run
things, keep the place clean. Subrerban wrbanization might suck o

look at, but it's gving younger Kindred a place to live outside the
domains of the old bloods. We've seen how things are for them, and
we swon't make the same mistakes. Just 5ow watch

— William Van Meter, Clan Malkavian

JUSTICARS AND ARCHONS

Me and Wacky Jack, we capped one of the motherfuckers up
in Seattle a couple months ago. He was one of that Nossie, what's
his name — Prevodactyl or whatever — one of his bully-boys.
Bloodbanker with a pattem. Crypt's Sons hooked s up with some
laudanuom, we Dominated the guy on the night shift and tuned the
blood up good. Stupid-ass Gangrel didn’t even make it through the
first pint. Passed out right in his car. A couple gallons of gas and
WHOOM! Just like che Fourth of Judy! One less cop to whack
when the time comes

Charles “Chuck-E" Baines, Clan Brujah

Tt depends o the justicar and avchon, really. Petrodon was
a seviows nutjob, and his archons weren't much better. Some of
them are pretty decent people, though. Just don’t forget they're
caps. Nomatter how well you know one, or think you know one,
y veally trust them; they've caps first, and people
like that with archons, even the decent ones. The
stupid ones, they're a pain in the ass. The smart ones are mainly
looking for infernalists, Sabbat scouts, Setites — peaple you
probably wouldn’t mind seeing go away yourself. If voudon'tdick
avound with them, they'll uswally just go play Mowntie, get their
man, and that's that. Be careful who you boo-yah. Offing the
smart ones just makes the stupid ones look good, and killing any
of them at allif you don’t have to just makes life hard for anarchs

everywhere

you can
second. It’s

Melissa Benson, Clan Brujah

ATTITUDES
Towarp O1HER GROUPS

By and large
toward vampires outside the €
creatures that their sires taught them as childer. Anarchs

narchsas a group have the same prejudices

marilla and other Awakened

angelings and the C)
ture from the Black Lagoon about as often as any other
Kindred, and so they're no more likely to change their
preconceptions that a vampire from any other sect. Certain
attitudes are common among the anarchs, however, because

come into contact with sorcerers, ¢! -

they interact with the object in question in different way or
more frequently than the average member of the Camarilla.
If the following list doesn't cover a topic, assume that an
anarch is fairly likely to have the same preconceptions as a
more conformist member of her clan when it comes to that
particular specimen of supernatural fau

MoORTALS

You just can't party without them. What else need be said?

an Toreador

We come mto contact with mortals a lot. That makes it
doubly important that we maintain the Masquerade just
because we're defs

Reese Briggs, C

i the authority of our sives doesn’t mean we're

Auues, Exees axo Orvss:
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¢ only do we have the most
influence on the perceptions of the mortals, but we're always on
wrial, If we can show that we're vesponsible enough to be an asset
to the Camanilla on our own, things will get a lot easier for us.

There's also a maral aspect — we're the people most likely o
abuse montals need ghouls to take care of our crash pads and
havens. If we want to party, we need ghonds to do that too. 1t's simple
to say tw yowrself, “Oh, well, I'm not doing anything wrong.” But
think about how easy iis for a ghoul blood bond to you to decide they
want to smoke crystal methamphetamine for you. It's not just a
matter of self-interest; they love you with the passion of the blood
Your central nervous system wall be fine afierward — yoie're dead.
Your ghoul may not come ot so well. Sure, you can tum a couple
of ghouls into clapped-out junkies, and the bood will keep them going
vntil they've olcler than William 8. Burroughs. But veally, how much
different does that make you from your sire, in the end?

Melissa Benson, Clan Brujah

not responsible for our actions

THESABBAT
Oh, yeah
handlin’ and the speakin' in tongues dat used to go on at de |
backwoods chiurches my daddy twok me to. Eatin’ fire, shayip
blood like dey's heathens, buryin' demselves and livin' in grave= |

yards, Dey's jus’ like backwoods people, ‘cept dey's deaiand A}

knowes it. Giive any smare ome de fissons. For neet, | think

doin’ jus' fine without ‘em, tank you

Emil Wenkel, ClanGangrel

The Sabbat are rotigh cutomers. They sick ogether ke brothdy

dey's cvazy. Poison veligion, jus’ like de snake-

and if you kill o, thery're nm:hmw‘h They'realso wsually pooras, 5]
[ ; A&

piss. They haré ghouls with
constnuly. Th meansyyou want o 1
amingshes, om ‘em nm.hmm_ g the ¢
like a cty with i so that the ones lefe {g‘ulmnh-rmuhbanh’;; ,;,,

et hottexgand ot for your ass. Oeand be veady o vun ke hel e
swes wrongsbyatese they g som#fcrazy mothenfuckers. Ifyoufuck wrth
them urong, they uﬂ'n.-mqnmu!.nul bite you in the ass so fast you l_(ﬁ
b calling for animal contol” As ific needled said, don't ever take anything %
from one, don’t ever believe anything one says, don't ever tell ome your
e orany information abort you —even i soudon't think they condd
possiblyuse it agamstyou. Trustme, they will find away. Whatever you
do, dom’t ever go anywhere with ame, no master what

William Van Merter, Clan Malkavian

Tue InconNu

I think they're just the same as the elders of the Camarilla and
the Sabbar. Another sect with their oun agendas and their own axes
togrindand their oun intemal politics tharmake amess of evervthing.
I mean, i's great that chey're all into Giolconda and eversything, Of
course, the Camailla’s into peaceful coexistence beween Kindred
and mortals, and staying away from getting wo involved with the
montal world. I'm sure the Inconnu enjoy just the same astonishing
success as the Camavilla in their velentless pursuit of therr goals.

Ellen Porter, Clan Tremere

Where T come from, a man who takes hisself out into de
backwoods and lives all alone in a little cabin is eatin” hikers, doin®
somethin® bad ¢ little boys or thinkin’ Jesus is his new bes' friend

The Gaane 10 e
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dead changes t'mgs. You trust one
of de Inconnu, he probl'y gonna fuck you, eat you or tell how God
loves you so much he's jus” gotta fuck you and eat you

Emil Wenkel, Clan Gangrel

Tdon't see noveason why bein

L upives

I hear they have a sophisticated culture and a religion that has
stayed true to its animistic and totemic roots since prehistoric
times. | heard their whole culture is a devoted to the defense of
Earth from evil spirits. They probably also help liule old ladies
across the sireet. I'd appreciate their nature-loving culture of
peace alitele more if the furvy leele fuckers didn’t get a big kick out
of the ritual murder and dismemberment of people like me.

— William Van Meter, Clan Malkavian

Hoo boy, I see'd aloup-garou go through a bunch of hunters
out for coon like it was a fox and they was enjoyin’ dat henhouse
livin'. 1 kilt wo in my time, and one of de bastards bit my ann
1 off. It took damn near ook a month to grow back. | say we
nuke ‘em tll dey glow, den shoot the hairy bastards in de dark

— Emil Wenkel, Clan Gangrel

It'sveally hard 1o maintain an objective view of a people whose
WM‘" purpose in life focuses on terminating vour existence. |

stand that some sects of the Lupines are geneinely likable

e. Unfornunarely, most of them are walking Cuisinarts, and
g 're, l.Pw salad-to-be. Waste them first, wonder if they remind
of i childhood pet late)
Melissa Benson, Clan Brajah

cle

LAYING AN ANA{%(‘H GaME

et Anarch games havc an immensepotential, b they atealso
the .\?.3%%\ Often wnz;.l.nh-m roosimplistic
\fegiing, ln.m.hw\gnnl ain some of Vampirg: the
's most potent symbplogy. They are sebellions youth

Perbnitfied, neglected tal 1\,{ o bl up from
c-ln:u.\lm.h.lntm:\ﬁl.ll*\hhni;\m%w

The Anarch
Movement isnot beasdirect initsapy the struggle between

rillaand the Sabbar, but

the Kindredand the Lupines orthe¢
it offers a degree of
and antagonist

motional tension between the protagonists

that can easily vanish from a game built around
asimple “us versus them” conflict. Below are some ideas to help
anavice player or Storyteller “get their head around” an anarch
character fora campaign. These suggestions are by no means the
entire range of possibilities for an anarch game, but an assortment
of possibs Storytellers should embroider upon them or add

itic:

their own material, as they see fit. It is your game, after

PrAavING AN ANARCH
On the surface, anarchs are the angry youth of Kindred
- They are like mortal youths, but more so. From their point
of view, their ideas and opinionsare ignored by their elders, they're
expected todo menial tasks below their digr ¥
i en they most certainly are not. Given that most
nbraced because of their expertise and life experi
ences, the fact that anyone fails 1o rebel is a tribute to the hun
propensities for honoring hierarchical systems and social controls.

n

Camaris




Most anarchs fall into one of two categories. The first are
thase who have had all they're willing to take, ever, from their
sires and other elders, and who are not going back under any
mstances. All have been psychalogically abused and ma
nipulated, and most have also been physically abused. Many
been treated badly enough for blood bonds to weaki

circ

enor
evenbreak entirely. Whether they live as virtual hermits or take
part in the nomadic lifestyles of the anarch subculture, these
ngry young Kindred make up the die-hard core of the anarchs.
Though they range in age from a few years to a few centuries

under the Embrace, most of these anarchs choose todieon their
feet rather t
subculture i

1 live on their knees again. They give the
ise of tradition and its legends,

To be honest, these ageless rebels are the exceptions.

The vast majority of anarchs are temporary exiles from the

Camarilla, as noted above. Such Kindred are essentially blowing
off st nd frustration with the norms of v
though froma mortal perspect
lifetimes. Whether th
orspend a few decades learning to appreciate existence, they are
still different than the die-hard ideologues. Hatred of the elders’
authority hasn't ossified them and become the defining charac-
teristic of their ses

n

piric society,
the period of rebellion can last
ese vampires are anarchs on weekends only

of idenrity. Most anarch characters are
probably this later sort of vampire — hardened firebrands arc as
one-sided and difficult to play as low-Humaniry elders.

Below are
arch should 2

number of questions that a player creating an
nswer during the process of character cre

ation. Answering these helps to flesh out and define the

character in her role as an anarch. Obviously, the regul

questions of the Concept stage of character crearion still
apply — these questions are to help define the characterasan
anarch, not

vampire of a person.
* Why is the character with the coterie?

extremely important question. In many
games of Vampire: the Masquerade, the “coterie” is likely
to have internal stresses, but stay together because of the
limited geographic scope of their unlives and the social
pressures on them either to cooperate or at least to form an

alliance against manipulative elders. In an anarch game,
this isnt the case. Anarchs are highly mobile individuals,
and they exist outside the law. A lack of common interests

ves the group no reason to stay together, and seriou
internal tensions in the group usually mean that someone’s
going to meet the Final Death.

The Storytellerand the group as a whole should probab
decide an the common interest(s) of the group before charac-
though this is not a mandate to mak
acters for the sake of party unity. Common
interests can bring a
be creative. Anyone can think of a rock band or motoreyele
gang membership

ter generatior

stereotypical ch

| sorts of disparate people together. Also,

as common ground for characters. But
what about an anarch pack composed of serious golfers, a ja:
quartet or {for the particularly daring) a gaming group

ible personalities
characters don't have to get along lik

plus. While the

stest buddies, there

shouldn't be any really violently dissimilar personalities. It's
the responsibility of the players to get together and compre
mise on issues of conflict that threaten the chronicle, though

the Storyteller should probably be pre

mediate if a consensus doesn't develop

* Why is the character rebelling?

Thesituation of the character prior to his “going anarch”
deserves some thought. Peaple who spend a lot of time being
pushed around, mistreated and otherwise abused, especially
by people they love, develop a lot of quirks relating to their

tuations. While the responses are different from person ro
person, they are usually closely related to the situation that
ed them to develop. ICs worth thinking about whar it is
that made the character into the person he is

cau;

Try to keep in mind that sexual abuse is far too serious a
topic to be used flippantly source of characre
though the twisting of vampiric sexuality is still re

tion,
atively
unexplored terrain. Characterization is most likely to be af-

fected by the psychological nature of the relationship between
the character and his sire. The sire's personal habits, favorite

method and environment for abuse, the anarch’s regular tasks,

the character of the abuse and the triggers that set off abusive
episoxl
young vampire,

are the ones most likely to make an impression on the

well as the ones which will help best define

the sire from the character's point of view.
* How devoted is the character to his ideals? s he a

wanted criminal?

Thisisanother important point. Sc
the run from their own perso

mecharactersarejuston

al demons, while others hav
commitment to changing things on ascale larger tha
personal concemns. Making a decision about the depth of the

n theirown

s feelings is an important step in character creation, as
is making sure that all the characters share generally the same
feelings to generally the same degrees. The bomb-chuck
revolutionary is going to be out of place ina band of Kindred who
justwant toforgetabout their collective pastand make anew life.
Likewisc,an anarch isgoing tobe afifthwheel inagroup thatfeels

ng

wvampires need more and not less social control. Making sure this
sore of eonsensus coues about during ch

ACter eneration is a
matt
sugg

THEVELDERS
OFTHE CAMARILL A

1 sit in an empry chamber, surrounded by the reaswres of
centuries. Vases crafted in the day of the Peloponnesian league
adom my shelves; unknoun sketches by Da Vinci ave framed
(poorly, I think) on the wall. The floor is of the whitest marble,
the walls of smooth and luminous mahogany. From the ceiling

forthe groupasa whole to decide on, with moderation and
s from the Storytel

comes the soft hum of the circulating air, its temperature and
humidity calculated precisely to preserve the velics within.

Awwes, Enees ano Oniess




er chambe

ving, certainly

hment, what began asa fare

| and




than death be

ymes only more appalling with time. This
edge, of the bitter rot at the heart of his own identity,
drives the elder to further luxurious escapes of cruelry and

know

deception. Ifhe must live for millenniawirh his own excesses,
so must everyone else.

COMMONALTTIES OF THE B1 DERS
As
mon smoothness, time and trial reduce the elder vampires
to similarity. Although they are by no means identical, the
elders increasingly have more in common with each other than
they dowith their childer. Together they shrink from a hateful
age of machines and equality, together they scrabble to buttress
the crumbling Camarilla and keep the fraying veil of the
Aasquerade intact. Elders remember the bonfires of the Inqui

sitionand see the flames of the Sabbar in the distanc

ind and water erode once-distinct boulders down toa

Land grow
cold together. Their ways become familiar to each other, and
though familiarity breeds contempt, it rer
pr

ns a thing to he
d as change howls through the world of the Kindre

FAR
Theelders
plate the
of hidden powers without fecliny
tums to water. But just as the elders’ psychic corruption taints
their physical actions, so too does the fear they create in others
reflect the fear that grips them all. One might imagine that lordly
immortal monsters, possessed of unbelievable

fearincamate. Nolesser Kindred cancontem-

clders’ vile machinations, al brutalities and wealth

hill as thin, young vitae

e

bilities and com-
manding Disciplines of awesome might, would fear nothing.
Unfortunatel
w

he long unlives of the elders have raught them
| that the World of Darkness contains fears that defy imagina-
tion. Rather than facing challenges and risking the loss of
everything, those who survive for centuries in the upper ranks of
the Camarilla have leamed ro make discretion indeed the soul of
wisdom. Unchecked, conservatism breeds cowardice; immortal-
itybreedsenemies; be

ayal breeds paranoia. Thistrapcanbeonly
too seductive for an elder with the all-too real enemies of
Iincpisition acid Sabbe v doot. The deadly
logic of the elders’ unlives demonstrates time and again thar only
the fearful survive. Vampire elders have sacrificed much for
; the sacrifice of courage is trivial by comparison

howling at her hav

FearOF THEMODERN
Already inclined by their role and by their very natures toa
conservat

distrust of the new, elders seem insensate with fury
atthe speed with which the modern world destroys and casts as
the rreasured ways of the past. Virnually all of the elders came of
new rigging for a
sailing ship or a new sword design might come once in a century.
The logic of tradition kept humanity close to the soil, when the
old ways were forgotten, starvation was the inevitable result. The
oldest elders remember the glories of Rome, €

age in a world that changed only minutely;

arthage and even
Ur, and for millennia they rested secure in the knowledge that
humanity could only rise

» far before destroying itself ina w:
of barbarism. The elders held the whip hand; loosely or tightly as
suited their whim, but held it they did

This smug certainty shivered with the end of the Dark Ages
andshattered with the comingofthe Machine Age. Suddenly the
kine had the powers of speed, steel and wealth that the vampiric
nobility had so jealously guarded. Worse th

n that, these new
things freed the mortals from the soil; the old cycles were broken
as humanity flowed into the greedy cities and left the Lupines in
command of the desolate countryside. Kings lost their heads,
humanity lost its respect for tradition, and the elders lost their last
tenuous connection to the human world.

The Computer Age now grinds the fragments of the
elders’ world to powder hefore their horrified eyes. Every new
decade seems to pile enormity and obscenity onto the ones
before. The kine slaughter each other endlessly, constructing
weapons that could scour the Earth clean of life — and of
unlife. Information, once jealously guarded by secretive clerks,
is flung about the globe faster than the speed of thought,
leaving the sluggish elders gaping at its passage. Telegraph,
telephone, relevi:
somchow these empty shibboleths h:
power that the elders find it difficult to even s

F

n, satellites, Intemnet connections —
ve become words of

ROFTHE YOUNGER

The elders might think the whirlwind of changes surviv-
able, or even desirable, if it caused the other Kindred to look to
the Camarilla for guidance. Unfortunately for the elders, this
madhouse is the world where the odiou e (and mayfly
neonates) grew up. Somchow these impudent whelps have
convinced thy lvesthattheyha Itk able;

cil

they share the human delusion that technology and ¢
make useful serv.

nge
nts rather than dangerous enemies.

This weakness of mind and character shows in the increas-
ng tendency of the younger Kindred to adopt
when g

ek s cven,
ng surface homage to their betters. The rot that has
destroyed human churches
Camarilla. The worms of equ
vampinic sociery, although the elders respond with force un-
dreamed of by mortal monarchs. The younger vampires gleefully
accept this human pratile into their veins along with the con-

nd kingdoms now infests the
lity, liberty and fratemity g

temptible narcotics, discordant music and proletarian fashions of
the Canaille from whence they spring and upon whom they feed.

Seldom better than the rabble of by

nity, the younger
mpires resent the just and time-tested guidance of their

elders. The elders compound this situation, of course, by
setting childer against childer in endless games of manipula-
tion, deceprion and intrigue. Torthe elders, this only amounts
tosensible self-defense. Afterall, the onl
for an ambiric

sure route (o power
childe lies over the diablerized husk of an
elder. Normally, the young and thin of blood would be no

danger — but the world changes too fast these days. The kine
have trampled upon the virgin moon and discovered the
seeds of human conception; it is hardly impossible that they

ave threat to the Kindred with

stumble upon some g
their computers, DNA scanners and atom
such a thing occurs, it is the elders’ nighu
weak and contemptible neonares will und

re that only the
1iits poten-

Aues Exemats ano Omitss
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wnd that their ludicrous demands for independence
e them

and equality will te se it

Fearortne O1ner
s opposed to the half-formed nightmare of a changing
worldand rebellious youth, the elders’ fear of the Methuselahs
(and those who came before them) is real and rational. The
Merhuselahs certainly exist, and they purposefully hide them-
ves from the elders’ best attempt

sel

s ar scrutiny. From these
indubitable premises comes one conclusion only: The

Merhuselahs play deep games indeed, using the elders as their

pawns in some covert struggle
Elder vampires know that were they in the Methuselahs’
positian, they would show

0 mercy and give no hinr totheir
unfortunate minions. The elders’ fear of the Methuselahs is a
fear of their own reflection. Whispers that the Me:
hav

huselahs
increasingly gone Inconnu or even achieved Golconda

give scant comfort. Both these fates are unknown, and the
unknown is an undiscovered country to be walled our. The
Inconnu, especially, unnerve the elders

multaneously a

rice and a threat to elder
pawer, they can only be placated — or avoided.

der cowardice and a

rehuke for ¢f

ise of self is
the memory of the Antediluvians, the powerful fathers of each
clan who can unmake

Even more hateful to the elders’ precarious

ations and roil the surface of the world
even from deep in concealed torpor. With prophecy after
prophecy from the Book of Ned manifesting in these end time:

he Antediluy face of

the elders see ans slowly rising to the surf
Kindred affairs like grear and aged sharks drawn ro the blood
. When the last red night falls, the

hey will fall too, indistinguish:

spilled on the face of the de

elders fe

ble from the most

contemptible neonates in their sires’ final blood fre

he eld

ers find themselves trapped in a clefr stick,

desperately wishing that the rumors of the Antediluvians’

demise (or ascension to Golconda) were true, while unable to

give such rumors open support for fear of undermining the

traditions of lineage and clan thar hold the Camarilla to-

gether under the elders’ rurelage. The attempt to square the
circle of their forbidden wishes and the foundation of their

power leaves the elders ever more dissociated from truth, and

from the clarity of decision thar truth brings.

Fearor Eacn Otnen

Even greater than the potential threat of the young and
the shadowy threat of the old is the actual and ongoing threat
ofanelder’s fellows. Other elders jockey for power within cities
nd Camarill cutting remark before the Inner Couneil, a

brood of ghouls, or a trivial cash payment to a human arsonist

llies and enemies alike.

Every elder who falters inspires the others to new houts of
mbling for the spoils. These struggles

¢ new rivalries and inflame old one:

greed and envy, scra
e

. No allegiance is as

nseems to be. Each clderunderstands
in the core of her polluted being that she must triumph or die
under the talons of her fellows. That triumph may com

permanent asany div

millennia from now or tomorrow night, but come it must or
unlife has nom
off Final Death will prove empry ones. Every elder plots against
every other and justifiably fears the others’ plots ags
The 500 years of the Camari
potential lifespans; the oldest of them remember a time when
the Lextalionis was the law of all against all. Coope
comes hard, and always with caveats and fine print.

ning and the blasphemies committed tostave

t him.
an eyeblink in the elders'

FraR OF THE SABBAT
The elders’ indiv
ons still

lual unease with each others' o

condary ta their terror of the Bl
and the vile heresy that is the Sabbat. And for good re
plots and intrigues of rheir colleagues spring from roots all
members of the Camarilla share, but the Sabbat blossoms in
different soil. It cries openly for the
the G
and blood and an end to tradition and respect. The &
blasphemes 2
st

nains s

m; the

lestruction of the elders of

s of fire

unarilla, the drowning of Kindred sociery in a t
bhat

narilla, and tools and

ws of the Ca
"

nst the

ars of struggle within those laws
'm blunt and worthless in the firelight of the new anarchy,
Evenand especially for the elder vampires, fear of the unknown
other transcends hatred and fear of self.

Of course, the fear of the Sabbat is alsoa fear of the Beast
within the elder vampire herself. Every secret whim repressed
as too risky, every forbidden fantasy rejected as unsafe, every
remembered privilege of malign power from the Dark Ages
returns in the night on the whispers of the Sabhar’s s
call: Reject the Masquerade and hunt freely, Reject the
Traditions and flood the globe with Kindred. T
on the strictures of clan and edicts of justica

tegies honed in w

tive

1 your back
These

siren songs the Sabbat uses ro destroy the will and s

he
ap the
Camarilla. If even the elders know doubt and

resolve of o

re of

feel temptation deep within their leathery hearts, the
the Sabbar must call even more seducrivel

y to the feckless
ancillae and empty-headed neonates.

The Sabbat knows this, and dares to urge the childer on
to blasphemous diablerie. Exposure to the contagion runs the
risk of epidemic, but quarantine fails with every night thar
falls e of vintage vitae,
overwhelming rhe elders’ havens in the embodiment of the
mob — this would be the price of failure.

Hordes of neonates shrieking forat

Fear oF HuNteRs
Even if the Sabbat is somehow parried, should the
arilla riposte break through the

(o ding scrim of the
Masquerade, the elders risk destrucrion. Five centurie
human with human knowledge carved a cau-
terizing path through the ranks of the Kindred. Only
desperation and the luck of €

ago,

s leaguec

ine saved the unliving race
then. Should the cry of Inquisition be raised again in this
hateful modern age, when the kine have bred their numbers
into the billions and increased their infernally cle
science and horrific technology even more so, even the
Antediluvians might fall.

r-cyed

Trie Guaoe 1o i CamasaLa

210




To be forced to hide from cattle is shameful, but medieval
pride has proven suicidal. Those who once were and by righes still
shouldbe lordsof the world must skulk in the shadows, pulling the
stringsof ignorant humanity Li tian puppetmaster rather
than ruling with naked fang and mailed fist. More galling still,

npiric raps that only by keeping the sword at
their throat intact can they keep it from plunging houme!

is fear, like the other fears of the eldéts, is born of
contradiction and the nature of modern unlife. The path of
circumspection, of hidden power and conspiracy, is the only
path open to the Kindred. Their corrupt bargain forces them
to accept it, to impase it upon their/ugmkeful progeny, to
defend it against insanity and suicidal Fage and ro transform
it into a virtue of n ity.

CAMARILLA
atianal fe
pable of treating their peers with the
respect that each feels is his rightful due. To show consider-
ation, to repay trust with trust, to act in honest concert o
from genuine feeling is to show weaknessand to bare one’s
throat for the fang of a ri v
then, the society of the Camarilla is a den of wipers. Ir is a
poisoned garden bearing corrupt fruit

Frumnsor

e by th , the elders of

HATRED

Elders hate everything that they fear. Fear exposes raw.
and dripping wounds in the elders’ psyghes. Short of the
possibly mythical Golconda, elders caniot heal hese wounds
or reconcile the conflicting pressures that force them open.
The only recourse left is to submerge jghefr pain in the
blinding hear of hatred

Millenniaof practic de the elders very good indeed
at hatred. Elders know just how to keep grudges boiling, how o
recall slights and how to show a bold front or a respectful
countenance to enemies while cringing and raging withim.
Newcomers observing Elysium see only the gilt and glory and the.
calm exercise of power and control, but the fires of hatred create.
the lambent glow of vampiric civilization. Hatred servesasa balm
for the injuries of fellows or of fears, and as an excuse for anything
gone wrong or left undone. A new hate becomes something to
savor, to encourage, to nurture and develop. Hate gives anjekies
something precious — something to give unlife meaning. After
all, to creatures who saw full moons rise over Justinian's
Constantinople, governing Cleveland presents little challenge.
Carrying on a successful rivalry with a predator as canny and
cunning as themselves — this is the ultimate challenge. Hate,
ironically, strengthens the Camarilla. Competition weeds out
the weak, and hate fires the competition. Friendship andloyalty,
onthe other hand, become liabilitie points for the assa
of rivals, Thus, e eep some distance behind a
hedge of curt formalities or flowery insults.

en natural allie

Among the curses of the elders, their long memories rank
amang the worst. Not only are they unable to forget a slight,

they know that no other elder will forget one either. Thus
ng
of position is remembered for

e becomes nearly impossil even the tiniest loss

all time, marking the loser asa
weakling to be further preyed upon. Elders never forger, and

they never forgive, Toforget is tosurrender both surcease and

leverage, while to forgive is simply to surrender.

Jearousy ann Lies

WVampiric sociery functions as a classic zero
For everywinner; there is at least one loser, The only way for
elders toadvanceinthe ranks of the Camarilla is by removing
rivals — politically #possible, physi
new Kindred engendered all the time and ambitious ancillae
shoving from beneath in a desperate Darwinian guerre amont,
elders cannot evenstand still without making enemies.

Thismakeselderspreternaturally aw:
otherelder, eremallgjealus for every erg of leverage or ounce of
influence shown byanether. If an elder rises, it is over the hacks
of his fellows. Even elders safe
B iccess asaprize rightfilly theirs. Few partics,fctionsor sectscan
long hold under the corrosive force of elder jealousy. Only !Iu
tightly knit Tremere function as a true party, and the other ¢
fear and rescritment of their amviste success conspire tokeep the
balance. Clan jealousy, therefore, is virwally the only higher
fovalry Y, varpire feels. Some elders find the presence of
like-minded blood kin their only respite from the ordeal of
Camarilla intrigue, but others resent even their clanmates for
hogging the few rewards or homing in on delicate intrigues.

The constanit demand for information on other elders’
statuswithin the Camarilla leads 1o gossip and innuendo, spread
by encmics, alliesof convenience or any oth
willing car and an offer of a juicy tidhit in return. With the supply
ofreal insider information at a premium, counterd
constructed lies, spu
= spread through ek
knowledge offer up false coin in desperate hope of bringing ina
pennyworth of fact or reliable interpretation.

lly if necessary. With

eof thestatusof every

n the sidelines may resent his

lder who findsa

its — artfully

sf-the-moment guesses, desperate hoaxe
r society. Those Kindred without tnu

The channels of gossip run in at least two directions
Falsehoods inevitably find their way back to the targetand spawn
yet more jealous lies. True knowledge, like honest self-knowl-
dge, s ver another pleasure forbidden to the elders by the walls
of tharms they have built around themselves. Thus any news or
action is immediately interpreted in the worst possible light; no
The cycle of jealousy
spins ever forward, then, as elders passed over attempt to under-
‘minetheirfellows withscurrilousrumorand intrigues. Meanwhile,
BB - . 1 resort roblackening the imageand poisoningthe
reputation of any below them, hoping that their real enormities
can remain undiscovered in the cloud of falsehood.

SpITE AND INTRIGUE
With the coin of information unalterat
elders must tum toother methods to keepscore. With noreliable

bly debased, the

reason to injure another, pretexts must be created. With per-
sonal survival at stake, but without the courage or capacity to

Aus. Enmes v Omiiss




strike apenly,

rsallow subterfuge andslight ro take the place

combatand exile. The armasph

re of the Camarilla becomes
a hothouse of t

wses and subtle undercurting

As if immortality did not possess enou

brings with it a debilitating ennui. The sameness of the ¢
and the old | f the forcibl

Elysi ce of decisive action against a

the banality

threat ly cockrail. The resulting heady decoction

leads to elders feuding for the sake of feuding

irself. Stirri

t in the Camarilla's stuffy chambers

another tem

itisnearly the only true danger that elders er

e keeps the stakes small, o spiteful reve

momentary diversion from important (but terrifying) problems
Power

If the elders are frozen in terror, stiff with hatred, isolated

and distracted by intri w is it that they

vonthe r irse, a weak ¢

s — ambitious ancillae and gr

eve on his

W interests

lincreases their might as the s

ared

ond, immortal beings fearful for ok

lives work con
increase their persanal power. True, paranoia and
age hold many elders back from sudden, risky

ces over enogh time

t has in abundance. Never for
many mortal lives to lear

we had mar vrhe lessons of

wrvest fortunes and favors many times over

modern era has met with the

jualified approval — the interest-bes

One innovation of the

mservative Tremere, the most secretive

st claustrophobic Gangrel find securiry

¢ that wizened, gray humans in offices fron
the Cayman Islands to Zurich to Hong Kong are adding coin
after col ny lifetimes’ hoards. The smooth Ventrue
know th They move easily among the boardroc o

Wall Streer, tf

: front offices of Panama City and the ances-
ropean nobility. With wealth comesanything

1 can offer: security, political power

uxury

oin has replaced church and

tedarbitrageursce
nvest the procee
llin the time it taki
 globalizat

1 Ventrue

lightand

on, capit




derivatives ¢

ate increasing problems for elders harely used ro
letrers of credit and still reeling from the introduction of fiat
currency. Clever human assistants take up the slack for now, but
evennually even the dimmest kine realizes his opportuniry
clans’ neonates, used to ATMs and the NASDAQ, are trusted to
watch the humans, while other elders must to the age-old powers
of the
financial assistants than they do status symbols in some circles,

me

blood bond. Swiss accountant ghouls make even better

STATUS
Unlik

communiry. Status is the m;

noney, status only counts within the Kindred
er that the endless intrigues of
the Camarilla must be paid in; all transactions are denomi-
Jofthe
1y other measure of power within the con-

and the fa

nated in the perception of pow:
harpies. Using
f
have starus have

es of Elysium is forbidden by the Traditions, so those who
the ultimate medium of exchange. With

status among the invisible lords of the world comes access to

the prince, and to more concrete forms of power, Great

fortunes and the fates of armics in the mortal word can hang

on the reception of a chance remark or a flartering coupler
within the rarefied heights of a prince’s court

Unlik
status rises and falls for every elder whether he spends it or nor.
By failing toside with a rising st
asactively backing a loser. Chains of association, of favor and
intrigue, bind every elder in the €
SUCCESS CAN ERANT STATUS O STAMs ¢

wards of treasure secure in Cayman Island vaults,

i, an clder risks a loss as serious

amarilla together. But status

n grant

elder's initiative deals a well-aimed blow to the
local Sabbat, he might lose status in many eyes despite his

victory. He has shown up the prince, after all,a dreadful act of

oving high status in the
nst thar same enemy land
harder as the other Kindred hasten to assist and bask in her
reflected glory. A suitably dramaric rriumph (even a brilliantly

lese majesty. Conversely, der

n e

city might find that her blows ag

staged party) may radically change the rankings, but the

winners and L always the obvious ones,

TS are no

Bred to judge the intangibles of ant and to value image over
everything, the Toreador elders dis

keenly of all the clans. Unfornmatel

'm and

ardd status most
as generation after genera-
tion demands its share of status while adding layer upon layer of
falsehood and venom to the memories of every elder, every elder's
status decays. Thus, the Tore

ador find that they must expend ever-

ain their status as fear and

greater amounts of political capital tore
jealousy erode the gentilities upon which their power rests.

s
usisexclusive to Elysium, the secrets of Disciplines

Discipt

Asst
are exclusive to the Kindred. Hence, their use becomes the
ity offi

con al resort; when allother conrests are ruled our,

the powers of Caine underpin showdowns political and physi-
cal. With the elder reverence for the power of bload,

with the Disciplines mark th

reat gifts

ir possessor as a superior being

indeed. Younger vampires often feel that their Disciplines

e do the elders,

make them demigods: How much more god|

who can crush any upstart ancillae with barely a thoughe, feel?

Some Disciplines explicitly render power relationships clear,

Presence and Dominate in particular.

The latest masters of the Disciplines, Clan Tremere, may
well feel thar they are masters of the Camarilla. By way of
ique facility with Tha
any other clans’ strengths. The Tremere

confirmation, theiru imaturgy allows

them to counter ¢

build discipline within their clan’s rigid hierarchy, and argue
that disciplined power br
other clans smile politely at the presumption of this new-
fledged line. €

powerful Disciplines. Elders of

Cenruries of practice spent honing the arts of
murder and darkness mak

in the hands of

s any Discipline a weapon to fear

n elder. Even passive Fortitude hecomes

deadly if its user selecrs the ground of a contest well and

wisely: a greenhouse on a summer’s moming, for example.

INFI UENCE

The Camarilla exists to keep human society at a talon's
lives of the Kindred. It stands to reason,
therefore, that its elders spare little effort to bend human society

length from the

to their cormupt will. Of course, with every elder's claw raised

against the gathering strength of every other, such influence is
h.m| to gather unnoticed and even more difficult to maintain.
Proxy conflicts within human communities make excellent

reles

e valves for vampiric rivalries denied a proper outlet by the
strictures of Masquerade and Elysium. Thus, indirect attacks on
rivals are best mounted through human intermediaries, ofren
manipulated through shells and false flags that keep the elder
nsullied by the grime of streetfighring or low politics.

By a rtwisted but somehow comprehensible logic, such
indirection has become the province of the Malk
aboveallelse. The thousand diny inte
watch somehow seem to turn out in the Malkavians'

avian elders

HONS Ot even a vampire

favor.

<
Is it simply Obfuscate and Demenation working below the radar
of the more exalted clans, as the Tremere and Ventrue claim? Is
it the power of lunacy itself made manifest in the Malkavian
Madness Network, as some Toreador claim to perceive and the
few lucid Malk 1 to hint at? Or is it simply that
discerning the Ma ns' Frue motives is always an exercise in

ns st
kav

indirection, and so any

tion they take must necessarily travel a
twisted path through the human world? This does not mean that
the other clans lie helpless. The Brujoh call jackboored thugs or
firchombers intothe streets, the Ventrue freeze

argoes and bank
nges

accounts in place, the Tremere work indirectly from the fr
of humaniry. True, influence does nor necessarily replace the
force of a sudden killing blow. However, elder influence can
expertly orchestrate such attacks from any convenient ware-

house orpassingcrowd, an invisible hand wielding a visible blade.
ConNTACTS

The
wealth is informarion. Knowledg

rue currency underlying stacus, influence and ev

n

is power, and knowing who

knows what is the first stepin asuccessful campaignagainst any

nemy. E

n a network
rher, correlate, and

ry elder tries to main

ainers and even commaon mortals ro g
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pass on vital information for her. This network, of course,
becomes a target of subversion or disruption by her rivals.
Worse yet, she must either devote vast amounts of her time to
sorting through this information and finding the wheat amongse
the chaff. Delegating this task leaves juniors with access to
information

access, therefore, to power. Worse yet, it means
trusting subordinates with her own secrets. Toknow whar faces
seem important to an elder is to know what that elder wants,
widhes for and fears. This lnformation is powerful leverage,
which few elders willingly give up.

Nosferatu elders certainly do nor, but they have the advan-
tage of time. While other elders dance in attendance above
ground in courts and elaborate charades, the Nosferatuscour the
sewers and the subterranean channels for information. While
other elders can never trust their subordinates, the subordinates
of the Nosfer.
favorite Discipline of Obfuscate allows eldersto hear anything as
anyone. Thus, the Nosferatu can afford to keep their informa-
tion pristine. Not for them is the ruck of rumor and lies that the

u

n never trust each other — the Nosferar'’s

Toreador and other court popinjays must parrot to remain au
courant. The Nosferatu can sift s s of sewage for treasures of
fact and sell them to the highest bidder. Of course, those streams
have gotten thicker, and fouler, as the Camarilla subliminates
into pettiness and paranoia. The Nosferatu elders must now
decide whether to restrict the supply of good information and
risk being attacked for their power, or to debase the coin of fact
with alloys of plausibl

Ties. Even the question must remain
secret, of course, but Nosferatu are not the only clan with ears in
Low places.
ALLIES

As the careful bal

nce of the Camarilla tlts alarmingl

the clansand elders scramble for allies both within and without
the court. Allies must be treated as equals, a galling
proud and fea
knows that his

ask for the
ful elders. If offended or betrayed, a shrewd a
allegiance can always be taken elsewhere
such asto the betrayer's rival. Unfortu
of creation andan unlifetime as paranoid manipulators renders
most elders less than perfectly Fn for the kind of diplomacy
needed to make allies in an increasingly dangesous world.

ly

ately,a lifetimeas lords

Force

When all else fails, sheer naked foree is sure to solve any
problem, at least in the short run. The founders of Carthage
discovered that timeless truth, and this lesson is one that the
world never tires of delivering to any elder who trusts to a
quick tongue or a bribed lackey alone. The elders of the
Camarilla hold their pmmuns. after all, because in the

nal
lodge them — yet. But
for now the chlm fight lhcw wars with human sword fodder,
and a force of humans willing to kill or die for a vampire’s
hard thing tofind anda harder one to keep.

h eldersare well-aware of the use of violence from
their younger days; humans will kill or die glecfully for the ideals
that the Brujah can arti gly. Radicals of all

ulate convin,

stripes, fanatics with grudges or crusades, and thugs look
reason to smash heads follow Bruj

h leaders (whether leonoclast

ancillae

ders or the Idealist elders
ayed by impassioned appeals to emotions that
elders of other clans cannot even feign. Other Kindred must fall
back on fear, money and the lust for power to raise their armies—
although Brujah belief makes dedicared warriors, Ventrue gold
raises very big battalions. Nosferatu use blackmail (or failing that,
a pipe bomb in a gas main), Tremere use sorcerous might; each
clan holds its own arsenal with which to fight its secret wars. The
Camarilla tries to direct these energies outward ro the Sabbar,
much as the elders’ royal pawns tried w divert their own vassals

king direction from their ¢|
themselves)

to Crusade when vampire lords held power openly. Such
policies of distraction worked only indifferently then, bur the
C

marilla's survival depends on it working far better now.

SURVIVAL

Survival is the grear goal gly and of the
Camarilla collectively. A vampiric elder gladly sacrifices anything
oranyone to prolong his existence. An elder meets threats to his
survival with crushing, panicked counterblows, like the flailings of
aman deathly afraid of spiders when confronted with a fiddleback
on the windowsill. Slow, charitable, merciful or reluctant elders do

notsurvive. Everyelder knows thisand has seen it proved time and
again in mountain villages, urban tenements and everywhere in
between. The only thing that will frighten an elder out of his fear
is mortal danger. A comered rat seems placid compared with an
elder in terror for her unlife. No strategy is too risky, no threat too
lurid, no punishment too obscene, no retribution too final for a
vampiric elder faced with Final Death.

Although this desperate devotion to unlife drives the
paranc

a, malice, jealousyand contempt that threaten todestroy
the elders’ society and the courts of the Camarilla, it is also the
only force that could impel them to maintain it. As long as the
threats from ou

Je the Camarilla scem greater than the threats
within it, the elders will cling to its framework withiron tenacic
Whether they pull it
structy

part in their frantic adherence to its
e, or let it fall by huddling within its inadequate shel
rather than sallying forth to defend

s known to no man.

THe ELpersny CLAN

Although all elders share the traits of fear, Camarilla-
spawned hare, and desperate drive to prolong their own
cancerous existence, their blood has not grown too turgid o
recall their heritage. Clan differences show up in elders
well as brash neonate:
age and strain take their slow but certain toll. The Curse of
Caine and the strictures of Camarilla drive all elders 10
ation. Only the blood of the founders links them
together with themselves and each other.

, sometimes even more eccentrically

as

isinteg

Brujan

The Brujah elders know the tension between their position
of rraditional power and their youth's posture of rebellious
contempt. Tooutsiders, they seem to exorcise it in street fighting
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and rabble-rousing, leading to Ventrue barbs about “marketing
rebellion.” Truly, there isnothing new under thesun, orunder the
mooncither. Afterafewcenturiesof power, revolution for itsown
ake loses its charms, However, the elders remember the old
gloriesof Carthage bynight and the flickering fires of Molochand
Tanith. To these Kindred, whose veryexistence speaks of the
persistence of dead things, Carthage might still rise again. The
elder Idealists believe it mustrise onthe rums of the world; most
Brujoh elders feel that it can be foanded behind the Camarilla's
sheltering walls. Younger leonoelasts have little hope of seeing
hehind a Brujah elder's mask, but thefrare neonate who touches
achord of memory within 1 elder may be caught up in reverie

and in millennia-old revolution. Very little has the power of
an old d ept perhaps a very an

M

nt dre

mer.

blood and
therwoexuremes fract
ng with all theother extremes, of course.
that interlacing filigree lies the pattern, the
truth that lies open only to those brave. enough to look
unflinchingly. These clders gazé inte the world with a sight
honed by a hundred visions called hallucinations by the
willfullyblind. Portenisoverlay themselveson every activity;
a car alarm sounds the symphony of ereation while the road
to Nod lies down a human intesring. Everything is provi-
sional, nothing is temporasy, When Malkavian elders tum
their gaze uponsdthers, anything can happen, but it usually
doesn't. This is quite a disappointment to the elders, who
more and mare pay attention to the important things that
only they have the eyes to see properly.

Nos
der Nosferatu see the roiling and reformation of the upper
waorld as areflection of their own physical evolution. Pessimistic or
unkind ekders of other clans oftenagree. This seeming remaking of
the world in their image leads some Nosferatu elders to argue for
holding back from the final eonfrontation. Just as Nosferaru
neonatesare often redeemed byeheirphysical deformities, perhaps
the Camarilla or the entire race of Gaifie will be redecmed by this
time of trial. Other Nosferatu point out theunpleasane similarity
between this view and the heresies of the Sabbar. Meanwhile, the
scuttlingsof the Nicruku grow louder ascertain prophecies, arcane
even to the vampiric lords of information, manifest themselves.
Will the ancient brothers of the Nosferani emerge to remold the
clan into a dark redemption” Danger from above, danger from
below. Used rogetingalongwithout othersand tokeeping counsel
asaclan, the Nosferatu cldemsremain unsure of the tie and proper
course of action. With just a lide more information, perhaps the
wunnel to safery will reveal

vians, born close to Malka

traveled far from Malkav's ime, se

ing into one,

Somewhere

RATU

not left the arts alone; if
the opposite is true. Keats thought beauty lasted forever;
now even Keats may not endure. Assauls on the canon of
literature, the standards of poetry, the laws of perspective and the

principles of musical harmony many Toreador elders unable
tocomprehend anyart atall, much as other elders are baffled by fax
machines or white phosphonus grenades: Ancienis beautics remain
fine, but Shakespeare to the contrary, agedoth wither and custom
stale amything given too much dme; Where will new beaury come
from, when art is sewage and the yodng murilate themselves for
fashion? Thase few Toreador clders who thiow themselves into
modem art often find themselves sliding down/the rad of
pestmodernism to true anarchy and loss of meanifig. Once all the
idols are smashed, all the conventionsaredead, what role can art-
as-rebellion play? Both flighinto conservative reactic fr
embrace of the newléad to che same dead end for these elders. Do
not pitythe Toreador who findsthat after centuries her beloved art
has desiccated into nothing but empty imitation and banal postur-
ing. Pity, rather, those in her power.

TREMERE

The Tremere eld
thanks to theirstrict rules of initiation and discipline. Of course,
they still must fear the jealousy and hatred of other elders, who
still consider the Tremere jumped-up interlopersin the legacy of
Caine. These elder§ often tum a blind eye ta their childer’s
actions against Tremere interests; this leads the Tremere elders
torighten théirhold on power and to withhold help from other
clans. Until recently, Clan Tremere was uniquely confident
among Camarilla seces that their mastery of the mystic arts
meant thar their survival was assured. Security, as older clans
could have'warned but preferred not 1o, is fleeting for any
Kindred. With rich irony that Tremete s rivals appreciate, the
wizard clan facesdiablerie, the hour oftheir danger predicred by
their birth. The cannibal Assamites return, free ar last of
Tremere's enchantments, and no Warlock wonders which clan
will feel the Assassins” wrath first and most frequently.

Ver

have less tofear from their own childer

TRUE

The Ventrue elders claim they must bear all the problems
of the Camarilla on their shoulders, Where other clans’ elders
can afford the luxury of rending their owigardens and carrying
on private vendettas, Ventrue must look elrwardto the Sabbat
| Inquisition. Meanwhile, other clans holdback or actually
obstruct needed defensive measureiThe Ventrue elders find
their resources and attention stretched ever thinner; of late a
certain irritation with the othegelans has entered their private
councils. Ventrue lords have always cultivated a certain noblesse
oblige; after five centurics ofbearing the entire burden of keeping
the Masquerade intactand shepherding the Children of
throughcrisis aftercgiis, that veneer of nobility wears thin,
immortal patience'has its limits, it seems. Pride slowly curdles
into arrogangé, and protectiveness becomes condescension and
even resentment. Some Ventrue elders wish privately that some
horrible disaster would befall the other clans so that the Blue
Bloods could be appreciated properly :

in.

GANGREL
Some elder G;

ngrel pass their blood on to progeny and
then voluntarily enter torpor or Final Death, either out of
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wral environment (as they claim) or out of
cowardice and funk (as their enemies claim). Those elders
who remain, however, inéreasingly hold themselves apart
from other vampires and other elders. Some €
no longer stop traveling at all, endlessly crossing the country
orevencircling the globe, torn between the distastcfulness of
involvement and the lingering call of Kindred loyalty. Alien-
ation imprisons these clders just as surely as terror paralyzes
those of orherclans, however; the difference between motion
and stillness is not as great as it might seem. When younger
Gangrel meet these elders at Gather, they learn what drives
them away from the lights of the Camarilla’s cities. Young
mpires of other clans seldomencounter Gangrel elders any
more. When such meetings happen, howev

concern forthe

angrel elders

et, they resemble
storm fronts, bringing thunder and change roall in their path.

DeALING WITH ELDERS

He must have a long spoon that must eat with the Devil

William Shakespeare, Comedy of Errors

No vampire can ignore the elders. Even anarchs and
Caitiff find their actions constrained and infringed upon by
the machinations of the elders ar the heart of the Camarilla.
Few vampires have seen a Methuselah, but nearly every ciry
holds an elder prince, and even neonates can address their
lord in council. The elders serve as the visible
vampiric society. Even the S

nbodiment of
bbat defines itself primari
through its opposition to the will of the elders and th
Traditions they uphold. Although the Sabbat expresses open
contempt for the elders’ fossilized beliefs and sluggish hearts,
they never underestimate the cunning of an elder’s mind or
the sheer physical power she can bring to bear.

Elders thus hokd a linchpin role in vampiric society, the hub
ofahundredconflicrsand athousand intrigues. Dealing with elders
is often a common occurrence not only for other Kindred bt for
many other beings and even the common human herd of the
World of Darkness. Of course, not every interaction with an elder
happens ina ballroom or across a negotiating table. Not everyone
knows these dealings for what they truly are, and of those who do,
still fewer enjoy them. Elders do not grow old letting others set the
meeting grounds, or even by gra

wting importunate strangers audi-
ence. Transactions with elderssometimes come indirectly through
financial and legal mazes — or more immesiately through a car
bomb planted by a human minion of a neonate blood bound toan
ancilla who serves the elder’s whims, all unknowing. Sometimes
anly the quality of the betrayal ar the sheer artistry of the persecu-
tion announces elders’ work

FLDERS AMONG THE KINDRED

On theirhome ground, the elders retain a calm aloofness,

moving with all due speed or not at all. The appearance of
disorder within the councils of the Camarilla cannot be
tolerated. The elders and the Traditions borh make a virtue of
stability; even Malkavian elders must restrict their spasms

while in Elysiums or salons. To show distraction, haste or even

open anger is to show weakness before the harpies and before
one

enemies at court. The necessity for calm, for sang-froid

and for vampiric courtesy inallits flavorsisa charade that riv;
the Masquera
Del
ings can take decades, or even centuri

marilla.
ring insults or striking fear into others in such surround-
o master.

deinimportancewithinthe ranksof theC

Ouside Elysium, of course, an elder isable togive free r
to her emotions, especially when dealing with progeny or with

younger vampires in general. Of course, an elder runs the risk of
appearing undignified when investing any emotion at all, even
contempt, onaneonate. [tistheancillae who most often feel the
wrath and spite of the elders. Elders seldom praise youn,
vampires, save to humiliate those not receiving such notice

s chesshoa
Intelligent neonates fear elders’ open friendship and interest
more than they do the cold disregard they might expect.

or toappropriate a useful pawn from another eld

Within an elder’s own clan, restraint can be looser still.
Among the Nosferaw, fore
congraty
failure. Su

ample, elders have been known to

ate childer for success and even to commiserate at

h commiseration takes the form of giving the
unfortunate youngster a chance to repair his mistake, but no
other clan gives more consideration. Tre

nere elders also

commend success, in the y, but it is a cold

and mecha

rerest ¢

ceess by
} stands a
greater chance of marking the coterie as ambitious, and there-

nical approbation indeed. In other clans,
even a coterie of ancillae (or worse yer, neonate:

fore dangerous, than it does of occasioning a reward. The best
outcome for such a coterie shows as a glacial increase in status:
ahalf-inch deeper nod, an extra minute of public conversation
with a Toreador primogen, or the like. Wise childer take these

crumbs gratefully. When large rewards come from an elder

they often come as indirect strikes at her rivals — like every

thing else in Kindred society, success has its dark side.

PresTaTION
A wise ancilla (or over-ambitious neonate ) can only rise in
vor and obliga-

status and power by entering the economy of f:

tion thar weaves the elders together. This system of prestation

serves asthe true currency of the Camarilla, The same hyy

en-
sitivity to slight and insult that fuels the flame of the elders'

continuous jealousy alsoallows them tokeep track of every small
assistance or trifling service performed (for them, or for their
rivals) by another Kindred. Inorder toadvance in the estimation
of their peers, vampires of the Camarilla curry favor by assisting
these peers’ goals and hampering the efforts of their encmics.

Small services suchasattendance at asalon or a tidbit of reliable

gossip bring small services in return — delivery of a message or
the loan of a talented ghoul for a night

Some Kindred continuously give and receive favors, keep-
ingthemselves afloat through the shy
Others try to assist each major faction, trus
tide will lift their political boats. Still others accumulate
numerous small obligations, asking only for rare but significant
boons in return. In the hathouse air of the Camarilla, granting
1 the

ing that any rising

afavorisasign of strengrh. Only Kindred with great powe
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reasoning goes, can afford to disoblige themselves for athers.
Hence, askin

for a boon is a sign of weakness.

A similar logic governs the repayment of favors, Although
only the " honor actually enforces any obligation to a
creditor, an elder who red

elders
ses 10 repay a boon not only appears
oughin Ventrueor Tore
but scems a weakling desperaely hoarding even scraps of influ-
ence. The sharkscircl n Thus, aclever
Kindredoft dvancements by doingmany

churlishand vulgar (bade

rcircles),

atsuchas weakness

nseeksout statusand

favors, and weakens herfoesby never secking anything in retum,
Kindred sociery sees the bestower as powerful and genteel, while
the harpies paint the borrower as desperate for favor and able to
subsist only on the sour mercies of his betters,
Consp
Behind the mirrored surface of salon and court, Kindred
elders labor to undermine their enemies’ positions by any means
availabl harder at weakeningothe
elders than at opposing the Sabbar or the Lupines. This gngoing
conspiracy for power consumes the clders' attention by iEges-
sity. Even a thearétieal elder concerned only for the good of the
t large'would-beundone by o hundred plots against
if she didwiot conspireon her own behalf

RACY

e, Indeed, some elders we

Some of these intrigues remain solely confined toasingle

clan.Inthe

érarchiéal Tremere, internal alliance
attempts to rise in fagtion or chantry politicsremain
the Iner Council car promote Tremgr@atnpire PRI che
clan structure. For a vampire to-elevate hemself in Kindred
er, she must dependtior only®n herown

Jan (which usually, thoughbyno means always, supports het
,|mlulusn~ to strengthen the clan as a whole in'the ci
primoge

\-m‘l;‘l\ at large, how

s
) bur on her contacrsandsupporrers within ather
clans as well, orwith the anarch community. Reputation gains
nd no Kindred can afford to neglect
how indirect, intathe councils of the
ihle anarch may hold the key togome strike
against the Sabbat, or a vampire of a rival clan'might agree 10
sell out herown archenemy within it The coinsof opporrunity
and berrayal remain good even ourside the Camarills. Some
dred deal with the Lupines (especially Gangrel
d particularly rash aspirants may even enter into
arrangements with the Sabbat. Many rumors connect certain
powerful elderswith factions within the Sabbar, and whisper of

value when it spre

any openi

great, A disrepu

aspiring
elders),

particularly vulnerable lord of the Camarilla.
Controlling the flow of information holds the key ro
success for any conspiracy. The Nosferatu have a great

advan in this, bur this advantage works against them

when every other clan instantly suspects their hand in a
rumoror inthe gathering of forces for rebellion. Although the
Nosferatu loudly proclaim their neutrality, other Kindred
universally believe that the Nosferatu protest too much, No
elder believes in neutrality, anyway,

especially ziot when
eternal servitude remains an all-too-real possibility. Elders

traditic

ally trust their greatest secrets only ro those ghouls

and retainers blood bound into their service, The blood bond
doesallow any elder tomaintain afairly extensive local power
structure — the systemonly breaks down when another elder
must be consulted or somehow involve

The risk of betrayal is tf
elder snaresa

¢ corpse at any feast of intrigue. If
1plans run deep, their treacheries nun deeper still.

Virtually every elder who survives to this day carries a lengthy
broken hehind
 the pah to power. Thus, the eldest of the
kers for offers of allegiance, and the most

teputation of conspiracies betrayed and des
him; treason g

elders find few

ambitious youngsterscanoften build factions based on their not-
yet debased word. As a result, news of ancillae organization or
alliance often causes the elders to strike hard and fast — and wo
reward generously any informers within the group. Of course,

any ancillae factions working against each other become rools

for elder rivalries; the best such a coterie can hope foristobe a

communal tool of the Camarilla against the Sabbat for a time.
MANIpUL ATION

Rather than run the risk of open collusion, then, many
eldersresort tomanipulationef one kinder anather roadvance

themselves over the bodies of cheir fellotws: From the perspec-
tive of these elders, nothing ives more sat
struggle berween «
where none exist, and fanning enmities into open conflict
Simply by trading favors,
malicious gossip drop.in a
Tflever seein to materialize,

faction than a
hers. Manipulators enjay creating i

alries

“accidentally” letting a piece of
salon or hinting ar alliances thar
a clever elder can bring two other
Kindred toan esealating hostility, or even to actual blows.

Thisporential formanipalation adds anarher layer to
theelders mutual jealousyand distrust. Elders analyze every
action, every favor, everyword of other Kindred searching for
the hidden trap or poison pill within. Even finding the trap
does not mean that the tagget can avoid it. Vampiric hong
survival or court seatusiean all force an unwilling victim to
“play along? it herown manipulation. Harpies and othy
onlgokers particularly admire those elders who can manip
aré a knowing vicrim.

Some manipulators hide traps within traps; when the
fistisdiscavered, acting upon itsets off the second. Malkavian
elders have gained grim reputarions for the unpredictability
of the snares they spring; some Malkavians scem to v

actions solely to send the victims (or witnesses) into a frenzy
of paranoidspec

wtion and countermeasure against anone
istent threat. One Malkavian elder made a habit of offering
a different flower each day to random neonates. Elder after
elder tried to decipher the “flower code” and the significance

of the choice of neonates; the poor childer were e
interrogation by increasingly distrustful sires, and conducting

Elysium became nearly impossible as discussions stopped
whenever anyone brought flowers into the roo

It is difficult to manipulate older vampires. Some particu-
larly observant or skilled childer can play upon their elders’
natural te nd jealousy, or to their v
and suspicion. Most elders can spor these ploys for wl

dencies to paranoia
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ire, however, and ancillae make themselves particularly vul

nerable if they attempt such manipulations on a whim or
without preparation. Elders manipulate younger vampires
especially, by maneuverir

g two dangerous coteries to open

feuding and mutual self-destruction. Young Kindred scldom

know enough of their ground to pose a genuine threat ro elders

in the political realm, and that's just how the elders like it.

The elders keep their progeny ignorant to make them

pliable. Many of the most experienced manipulators

an recog-
nize the signs in the seemingly artificial and contrived rivalries

berween and within clans of the Camarilla. Of course, the most

experienced manipulators are also generally the most paranoid
and distrusting. These elders fear thar they themselves are the

15 for such manipulation by the reclusive Methuselahs, o

even by the scemingly disinterested Inconnu. This fear becomes
another factor in the Camarilla’s impo

ce against the Sabbat
andothercrises. [f the Sabbat, forexample, servesthe Methuselahs

asastalking horse to weaken and paralyze the otherwise-danger

ous Camarilla, then acting against the Sabbat would be playir

into the hands of the shadowy Fourth Generation.
MISDIRECTION AND INDIRECTION

A successful conspiracy resembles a magic trick. Distrac-

tion and misdirection allow it to go forward. No elder simply
moves to do something for a plain and easily understood
reason. The eldest of all strive never to show the real re:

on
for their actions. The Kindred of one city tell the story of a
Ventrue elder arriving on the scene in time to save the unlife
of the city’s prince from a Sabbar artack. The Ventrue

shouted: “Fear not, sire, | am here to s

¢ thee!” The prince
“I see tt
lordship, but what is in it for me?” Since that Ventr

paused in his defense, and respond

t, your

s oW

rules the city, the question was a good one.

Misdirection often involves a diversion — an elder who

plans to weaken a rival may throw a party, take upa new lover or

evenstartanentirely different feud tocover heractions, Attacking

on one front to progress on a second is another common type of

misdirection. An assault on a rival's resources may actually be
intended to goad the target into lowering his own status by

requesting a boon from a scemingly disinterested parry

Indirection also helps such schemes go forward. Noelder

reveals to another every favor she possesses, the extent of her

tesourcesor the names of every contact and mortal ool in her
retinue. It's rare thar they share any information atall, in fact
An example on a small scale: An intriguer might use his
influence in the city's police department to hamper a rival's
business interests or even her nightly feedings. By successful
misdirection in Elysium, he could convince her that her

problems stem from an ambitiousancilla (also secretly part of

his faction). When she appeals to him for help against the
ncilla, he can arrange for the harassment to cease, thus
increasing his status at her expense. If the ancilla’s ambition
has been causing problems as well, he might even solve the
problem by arrar

ing an unpleasant fate for his luckless
pawn, thus killing two birds with one indirectly hurled stone
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ErLpDERSAND OTHER
SUPFRNATURALS

Tatheirdistaste, the eldersof the Kindred must occasionally
share the stage with other supernatural beings of one sort or
anothes e elders for many rez First,
der Kindred spends centuries leaming and
perfecting have nouse outside

Such necessitie

the rules which an el

ampiric existence. Second, most
elders know little about other supernaturals, and fear what they

do not understand. This fear and ignorance, of course, works o
poison the atmosphere of ings. Often, that poison
works on both sides; dealings between Kindred and werewolves
almostalways end badly for someone. Even in situations when no

 such dea

overt rivalries exist, however, confusion and miscommunication
takes its toll. Virually every elder has heard of some unforny

ate
vampire hampered by the mysterious vagaries of magi or wraiths

w

REWOL VES

Vampires fear Lupines more, if possible, than humans fear
vampires. Since so much of the elders’ power rests, ultima
fear and force, they instinctively respect, 2

nd therefore instinc-
ence inherent in the existence of
of the Kin-
. If they
mlu:c\.\- must encounter lycanthropes, the elders take every

le precautic Ives the whip hand, Elders
vu\.l amange overwhelming force, arm their ghouls with silver shot
andset meeting places in city parks rather than deserted suburbs or
wild forest preserves. Elders also take any opportunity to betray and
ambush werewolves, considering it to be nothing more than

nively resent, the terror and v
werewolves. Cautious paranoia thus drives the elder
dred to avoid any contact with Lupines if at all possil

intelligent self-defense. Elders may promise the Lupines anything
they want, only to unleash hordesof Brujah ancillae on the Lupine
packs the instant their furry backs are wimed.

Only the elders of ClL
the Lupineson any consistent basisother than enmiry and combar

v Gangrel find it possible to work with

and even they are far from friendship with the Werewolf, For
whatever reason, perhaps because the Gangrel's int
and near-worshipof the wilderness touches some chord within the

se need for

shapeshifters” being, Gangrel can sometimes make cautious and
transitory agreements with the Lupine tribes. To keep faith with
the Lupines requires the Gangrel elders to build relationships of
mutual trust (or at least bare toleration) over decades, made as

ult as possible by the maniacal suspicion that the werewolves

hold for any Kindred regardless of clan.

M Ac
For creatures wha thrive on rules and order, the presence

of a human being capable of violating an

law of nature ar a
whim isnerv ng indeed. Fortunately for the Camarilla,
not only do the human magi themselves work behind the
scenes of reality, but theirwork seems to have virtually nothing

wrac|

todowith the waysof the Kindred. The mystics seem ro inhabit
an entirely different world from vampires at some times, and
frankly no elder troubles herself greatly about them.

The sorcerous Clan Tremere, however, occasionally man-
ages o put aside its qualms to dabble in mortal magi affaics. The

clanhasneverquite been able toleave behind irs old assoc
with the Hermetic houses of its birth,

fons

though open consorting
fatal disapproval from the elders
ofbothsides. Elder Tremere recall too well that wizardly quarrels
led them to their current state, partly inan attempt to gain some
advantage in the battles berween the Hermeric houses; they
have had centuries to contemplate the choice

between the two would lead to

WRAITHS

Wraiths' intangibility, and their lack of involvement in
mortal affairs, complica Restless Dead.
Maost elders are satisfied to leave ghostly things at that; their
own lives roil with too much threat and confusion to add still
more. However, wraiths make excellent spies; invisible and
oft-ignored, they can cavesdrop on the most secret conference.
Many of these ghosts seem greatly attached, even tied, to an
object or person within the corporeal world, and these so-
called Ferters m
wraith. |

e the best leverage an elder can have overa
ng such a hold on one of the Restless Dead gives
angerous one, should the
ghast rebel. Elders on bad erms with the Nosferaru may have
overwhelming need to take these risks for such an agent

CHANGFLINGS

The Kindred know little about the changelings, those few
faeries left on Earth. During the Dark Ages, Kindred deale with
the fae more often, yet even then mystery, myth and confusion
shrouded such wansactions. To most elders, dealing with the
Fair Folk invi farrago of mystification and chaos. The
traditional f o

es 3

narilla’s
ith power left this

Fortunately, the effect the Fair Folk canhave on the €
conspiracies remains minimal. Any facrie
world longagofor Arcadi less remnant aren’t worth
the time it would take to understand the
Thus, only the occas an elder works with
fac. When he does, it seems that insanity and Gl

an find a meeting place somewhere in the forest of illy

he power]

1.

the

nour

ions
and hallucinations surrounding both. What those meetings
portend, \\hu occurs within them, and even whether they
actually occur inrealityatallisknownonly to the Malkavians
nd to the changelings themselves.

CATHAYANS

Although the Cathayans seem to be fellow vamypires, dealing
with them isas fraught mystery as with any enigmatic mage
potentially as dangerous as with a berserker Lupine. There are two
great mistakes that elders can make with a Cathayan. First, some
elders are prone to treat Cathayans as personages of no great
Cathayans have no status within the Camarilla,
nd their Disciplines and codes are foreign and unfamiliar, foolish
elders feel that the Cathayans can be ignored or viewed solely as
exotic curicsities. Centuries of unlife spent ruthlessly cutting and
enshingany Kindred whodiverges from the minutiae of Camarilla
salon etiquette build reflexes of condescension and underestima-
tion that prove most unwise when practiced on the Kindred of the

account. Since
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marilla Kindred of Hong Kong and elsewhere on the
Pacific especially can spes
Theother mistake holds equal danger, even if it appears less
re. Many Western Kindred treat the Cathay they

to the folly of such a path,

wouldany other Kindred, with surface respect and secret resent-
ment. Unforty

ately, the Cathayans see the world differently
arill
reputation and power, the weight they give to

from the C en though both cultures v

lue paliteness,
ichvarieswidely.
and restoring amity
on, many elders of the
avoid any dealings ar all
yans. Kindred elders avoid

Misperceptions build upon each othe

becomes ever more difficult. For this re

Camarilla often go out of their way tc
with the Catha
bestofcire
happens v

ELDERSAND MORTALS

Iders
worksoff

sk even under the
nstances; dealing with the Kindred of the East never
der the best of circumstances.

most always deal with humanity through ne
fronts, cut-outsand hired (orghouled) henchmen.
Only the most important, most compromised human servirors
velderface toface. Even then, the eld
their identity, posing as rich businessmen, eccentric collectors
| crime figy

ever

lers never rev

or organiz
able —

5. Humans are almost always expend-

1 elders fainrest doubt of a human's trustworthiness
or a mortal’s first hint of indepen:

nce signs that mortal’s
ath warrant. No elder thinks rwice about murdering a
human; he undoubredly has done so tens of thousands of times
over. H

d

mans are more apt to concern themselves with the
lives of cattle than Kindred elders are with kine

Many times, this blindness causes the elder to misjudge
pacity for violence or to mistake desperation for
tractability. Human breaking points vary, and often the kine
il to recog

ahuman’s ¢

when rebellion is instant suicide. Used to
dealing with very risk-averse Kindred, elders can be taken by
surprise by a human gamble against overwhelming odds.
Ossified folly can porentially iwd. n elder to underestimate
a human minion’s capacity

and send an insufficient force to

dispose of an unwanted tool. Any human whogetsaway once,
however, is hunted down by everything available — the
ad the elder's life, is potentially ar stake.

Masquerade itself

L DERSIN THE CHRONICI €
Elders and their machinations often serve as the meat of
a Vampire: the Masquerade chronicle. Even if the game does
not focus on the elders, or even on court and salon, the
schemes and plots of the Camarilla greatly affect every other
ampire’s life and political situation. The elders lic at the
“amarillalike bloated spiders within their webs.
hey notice every quiver of the Kindred around them, and

centerof the €

can move to destroy threats with terrifying speed, surgical

cunning and paralyzing power.
Elders can bhe

or vice versa, for a coten

emies or overwhelming allies,
il

shtening
of

or neonates. Unless the

p of determined Caitiff anarchs, it will have to
Iders at some point, whether of the city or of their

coterie is made
deal with the

respective clans. The elders dislike and distrust anyone who

erempts ro stay out of Kindred politics; they cannot doanything
ke unlife on Earth hell f
without allies, Once the coterie makes allies,
of course, then it is just as thoroughly ensnared wirhin th
labyrinth of elder politics — and the elders win again.

an ma

about the Inconnu, but they

ErpersasTheme

The elders of the Camarilla embody the theme of Vam-
pire: the Masquerade. Elders demonstrate what happens
after tragedy. Drained of Humanity, they now fester in the
womb of their shadowy existence. Elders serve
This is what youmust not become. Andyet, these beings must
be defeated ar their own game: To avoid them, you must

a warnin,

become them. Manipulation and lies beget manipulation and

lies, and he who would oppose the elders must use their tools

Theeldersalsobattenupon theirchilderas theirchilder hatte
upan the kine; ance an elder gets old enough, metaphor becomes
truth and he must physically drain his progeny of vitae o continue
s baneful unlife. It is not amiss for a Storyteller to draw parallels
berween the characters' dysfunctional fear and hatred of theirelders
nd that of the characters’ own retinues feelings for them.

Elders of the Camarilla live by the archaic and lifeless
Traditionsbecause such is the way of the vampire. Bloodsucking
uch isaparadyand
ything human. The Masquerade separates
Kindred from the mortal world just as the scrims and sereens of
Elysian politics separate the elders from the real concerns of the
Kindred. The authoriry of the elders shares symbolically in the
taintof Caine; they are inherently cormupt and foul, representing
d blood. The

is of the elders cry out to Heaven for redress

monsterscannot, should not, pretend to life.
a mockery of

the comuption of evil and the foulness of di
act

nd for a

cleansing; the players would do well to look for reflections of
their characters’

ctions in the dark glass the elders hold v

FrpersasMoon

As well as incamating the themes of Vampire: the Mas-
querade, using elders in a chronicle can go far toset the mood of
the game. More than other Kindred, elders seem wrang. This
sense of the uncanny goes far to build an atmosphere laden with
menace and unspoken threat. Aside from the sheer unease
caused by the blood-freczing power a sixth-generation Kindred

commands, players should feel unnerved by the elder's appear-
ance, by his casual inhumanities, and perhaps by the very real
feeling that this ¢

is o longer even remotely human

Storytellers can

asily create the mood of blackest para-
noia and jealous suspicion by thrusting the characters into the
cream of vampiric high society. A few innuendoes, a hint of a

conspirac
with
Storytellerc

and the players are suddenly mad
y other Kindred they meet. When the
convey the idea that elders treat everything and
everyone with that level of manic fear and hatred, then the
mood of the elder mentality snaps firmly into place.

nvious fear of eve

Simple vileness and evil can go some distance to estab-

lish mood. Show elders at a divertissement salon playing a
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game of living chess or holding a grotesque tableau vivant with
Dominated thralls. The sparkling imagery of Elysium be-  and fearthe young Of course
comes a whited sepulcher after one or two such events,and  an ability to take down, or e
even the most light-hearted Toreador should feel the hateful
brutality at the core of her existence

more hidebound, elder. This is, afterall, part of why elders hate
ny coterie that has demonstrared
en seriously inconvenience, an
e target for every paranoid elder in
the court, which is to say, every elder in the court, period. This
certainly makesthe ¢ existences interesting, and gives
the Storyteller a reason to beef up all the elders' de
now on so that she won't be caught that way again.

elder becomes an immediz

FLDERSAS Pror
The greatest service that elders perform in a chronicle, of
course, is to drive the plot. With a fistful of factions and hundreds
ofintrigues bubbling away merrily in even a medium-sized city, the
Storyteller can hang any numbiéiof and storylines on the
ns of various elders. Simy EinVitation to an
important Toreador salon can be a rolg ¢
stretches for weeks as the characters jockeyte
Toreador's neonates (or by her rival's) o find some

with a precious favor to trade and vgunwind skeit

snses from

The final option is to reveal that the characters were, unbe-
knownst tothem, follow daofanother elder. Every clue
ollowed upon, every mistake their
rival. The players still feel the pleasure
nicely mixedone. Furthenmore, such
more into elder

erheard gossip todiscern theiz oW
ifthe Storytellerwishes to throw the d
of Kindred upper-crust life, the characrets ca
: Y
obscurity by an elder looking for easil

£ GAME

the Elder
ing vampiric elders can challenge both
lers and players. After all, very few roleplayers |

Within the complex economy afistrts, Jeal
ion that governs the Camarilld; any action th
s take can have repercussions that echo for decades,/
help an elder, his enemies will mark them for rec
spies) or destruction (as threats). This will involyetheminp!
spun by those enemies' rivals, or their allics. Onée they ha
done other Kindred a favor, even inadvertently, the charact
are well and truly hooked

te €

reunfeeling,
rleashedinsilk
redatory cats who gain far more satisfaction from playing
their victims than from the act of consuming them

Larger questionsof plot often hang on the action of the ldems
Since elders always have some deeply hidden reason for &
actions, and act as indirecrly as possible, the Storyreller can al
tie any loose end or red herring back into the main plot simply
revealing (or inventing) some elder's heretofor

F\SA‘BSIU](V[['I LER CHARACT ERS
{ The most important factor in playing an elder
§  iseonrol. The elder always desires the appearance of control,
idden handl  een (especially) if he is acrually in a blind panicked funk over
behind the mystery. Not everything in the chronicle needs to me real or imaginary threat. Elders strive to keep control of
theelders'f hough the elders should certainly react to every emselves, the conversation, the flow of information and their
major event involving the characters. These reactions can vary Setworks of allies and retainers. If the elder is at court, interrupt
from conferringstatus (even involuntarily) on them, or mistaken 8 Sdliscussions with the characters as messengers del
assuming that the coterie was working for some other elder when® Whidings, or with bricf greetings to some other ch
in fact the comcidence in interests was pure happenstance. & Mtatus than the characters. If by some mischance a character
Although it isunusual for a coterie of neonates or ancillag|l Sscores a hit on an elder in conversation or innuendo, respond
euver an elder or think of some angle he missed, its | eurtingly and end the conversation. Elders do not get drawn into

ual for a troupe of players to outthink a Storys ‘ﬂ]tnglh)'c. ifights or playing the dozens with upstares.
tellerjuggling five plotlinesanda hundrednon-playercharacterst §  Keepyoureldersunfail
TheStorytellercanrespond tosuch asurprisein three ways. ThER [angry or vengeful. No elder will lose her sang-froid for a coterie of
first, which is the most realistic but the least satisfyin, ﬁmmv!’\,i‘piwmlu riffraff. Keep your diction elegant, your poise controlled
the elder's bacon somehow; bring in an extra squad of ghoulsor | 1 and your phrasing exacr. Save the full body of

Storyteller

mysterious

ters of higher

gly courteous and polite, even when

ampiric rage for

give the elder some heretofore unheard-of Discipline or occult
fact that coincidentally foils the characters' plan. Elders
certainly ha

arti

e such resources, but players reasonably object 1o
seeing them only at the last minute

The second possibility is simply t accept it. Part of the
elders” weakness, after all, is their intense conservatism of
outlook and fossilization of mind. It's notunheard of for ancillae

orevenneonatestodevelopsome fresh new insight that happens

1o solve some crisis very much to the discomfiture of a slower,

climactic scenes. If the characters see an ekder angry, they should
remember it for the rest of their (most probably shore) unlives.

While embodying cool, harnessed, sadistic power, how-

ever, it is important for the Storyeeller to remember thar the
erinvolvementin thechronicle.

The elder’s role in the story is to advanc

elderisonstage toincrease pl.

theme, mood or plor,

p ego trip
an easily be averused. If the players are bored
age. Keep

not to give the Storyteller a cheay his players'

expense. Elders

orresentful during scenes with elders, heed their mes

Awues Enemies avo Omriess
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CREATING AN FLDER
Elders don't spring wholly formed like Athena from |
the minds of their creators. They are characrers with |
more backstory and history than most. Simply tossingan |
elder into your game,withu Cohtext is & recipe For
disaster — there's a great deal more to these creatures
than just piles of Disciplines. When creating an elder, it
pays to ask yourself the following questions about her:
* How old is she? £
Is she an American elder, witness toa bare handful of
centurics, or a relic from the days of Magna Graecial The |
answer says a great deal about the character’s perspective |
— and how she'll react toward younger Kindred.
* Where is she from? -
An elder Embraced in Bavaria at the height of the |
Reformation is likely to have different values thanone who
began her unlife in pre-Great Fire London or Hannibal's |
Carthage. Don't forget to take culture and history into
account when thinking about how the elder reacts instinc-
tively— the first lessons learned are the last tobe forgotten.
* Where has she been?
What hassheesperienced! Didshe flee from the Inqui-
ion personally, ordidshe spend the years of terror hidden i
torpor? Whatother elders or famous figures hasshe met That
sort of thing tend to impress nédnates, as well s providing
handy reference points for in-character reminiscences. 1
There are other questions along these lines that can be
useful as well. Plotting out the clder’s enemies, purative allies,
preferences, quirks, childer and whatnot help fill in the gaps, §
and provides you with hooks on which to hang future stories.
In the end, what your elder’s Disciplines are, how many dots
slv:lw-nm.\ch Aunl\uu and so on— all of these things pale |
A |

sif

elders. An all-elder chronicle can be too high-powered for
some Storytellers, but the key is to develop threats suffi-
ciently c

ibrated to the characters' exalted status

s are mature enough to handle great in-

ind the Storyteller creativ

enough to
develop enough games of politics and intrigue (the ban on
violence and Disciplines in lance

sinvolving major

sium can redress the b
-tension thr

iewhat here, too) or higl

foes, however, an all-elder game can be an exciting change
from the endless round of manipulation and shadow-boxing.,

Let the players take the roles of the primogen of the ciry,
the Storyreller can spend a few sessions letting them getafeel
for their new domain, exercising authority, judging salons,

having nosy reporters or FBLagenes killed with a languid wave
of the hand o thirsty ancillae. The I
beast of politics rears its head. Clan differences may impel the
players into maneuvering TS
don’t take each other’s betrayal and conspiracy personally,
this nicely solves the Storyteller’s problem of threar calibr.
tion. Ifche players prefer coterie unity, however, facing down

1, of course, the dr

nongst themselves. If the play

the Sabbat presents more than enough challenge. For mys-
tery, the Storyteller might send the elders after the
Antediluvians; for a more spiritual campaign, she could

spotlight the blissful remptations of the Inconnu. Every elder
harbors centuries of stories — why not your chronicle, too?

THrelINncoNNU

There'sa presence hovering ¢

er this city, watching. [ can feel
it when [ walk the supposedly empry streets. | can sense it when I'm

in the mob at Elysivm. And | can akmost hear its voice whispering
to me in the early howrs before dawn, just before [ fall asleep.

I think the woice tells me things, too, when I'm sleeping. It's
idescribably old and sad, and it tells me stories from this toum's not

theeldersin the shadows oracrossthe salon floor. The:
should convey asenseof mysterious menace, notoverfamiliariry
or pointless de

tions

ince games held over the players’ heads.

ELnERS AS PLAYER CHARACTERS
Players should pay attention to the roleplaying hints
n above for Storytellers if called upon to portray elders in

gi
a chronicle. The central themes of control overlaying jeal-
ousy, of corruption eating away at tradition and of fear
ralyzing power should be foremast in any
he adopts the role of an elder of the Camarilla

t's mind as

A chronicle where one player plays an clder and the
m!uulnr.u tel ns. The
wral” player can wind up annoying the others, espec
if he abuses his authority and acts petty and -pmhd Never
mind th actual elder would do exactly that,
play. Consider troupe play, where the players take rurns
portraying the elder in the coteri
Another solution is to allow all the pl

are lower in status can create proble

Iy

no fun to

a possible solution.

particularbyillastriows histors. | wake up everynightand there'sanother
memary, another image of something that happened a hndred years
ago, fading ar the edges of my mind. There's no way I coudd possibly
know what color te His Majesty was wearing when he staked out his
sive, back in the year 1874, but I have these visions, and ask around,
and dammed if [ haven't seen the thing just as it happened.

It scares me, | think. It scares me that this presence, this
powser, has been watching the city for so long, and it scares me that
now it's warching me. I'd like to think, in my more optimistic
moments, that it’s watching me because it's lonely, and wants to
share some of what it's seen with someone. If you buy that
argument, it's picked me because 1'm small and insignificant in
the grand vampiric scale of things, and it doesn’t matter if [ know
these things because, frankly, no one cares abour me

The other possibility — that I'm being watched because I'm
guing to do something worth watching -

is what really scares me
Ask a hundred Kindred what the Inconnu are really up to,
and you'll get two hundred different answers. The sect remains,

mysteriousandomnipresent, inthe backgroundofevery vampire's
thoughts. The fact that the | m to do anything
is maddening to other vampires. Plot and counterplot, thrust,

onnudon't se
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parry and riposte — vampires are used to that sort of th

g Ina

= way, the endless dance of intrigue and conflict is com

> knows what to expect, after all.

the Inconnu don't play those sorts of games. They

do, as far as the

e Kindred can see, nothing. And that

drives impiric community insane with curios-

ity — primarily because no one who's been Embraced for
more than an hour can believe that beings so old and so
potent could refrain from engaging in the same sorts of games
thar the rest of the vampires play

Perhaps this perspective isafailure of vampiric perspective;
younger

mpires simply can’t conceive of their wiser elders
being like anything but themselves. Perhaps the Inconnu
smply do-si; and witch, snd in some cases seek: Golronda
Perhay
But there’s no one out there who believes it
WHAT ARE THEY !

Technically speaking

endlessly. F

the Inconnu are not so much a

vampiric sect as they are a sort of community of murual respect
s

far asanyone knows, there is no Inner Circle of Inconnu, no

nd and terrible gathering of grand and terrible vampires
deciding the fate of the sect. Instead, the Inconnu — on those
s when a vampire identifies himself as such

ated band of individual

raTe OCCAsic

seem 1o be a loosely af

brought

together by shared interes
healthy fe

and experience but distanced |

and respect of one another's power, Certainly

Golconda seems to be on the agenda of many members of the
sect, but“seems tobe” isn'tquite enough to ensure mutual safety
when two incredibly powerful Kindred get a little too close.
W en, an Inconnuissersedsimplyasapresence, afeeling
of inefiable powe

urking in the background whenever a roo

asse

comes near the vampire's dwelling. Even

inquisitive tre
! wssersby often g

rary

mment of this effect, which
explains at least some of the supposedly “haunted” or
placesinth

some fr

irsed”

=world. Many membersof the sect have gone tc

ound

somewhere and stayed in that spot for centuries (See “Monitors,”

only a select few choose cities in which to dwell

The remainder prefer isolatedand

llocations, often outside the

atures. I

purview of evenother supematural ¢ onnu retreat from
society to be distinctly alone, and they take that notion seriously.

What
ancill

is solinude for purposes of contemplating Golconda if

e are poking around the haven every other year or so?

In the end, then, the Inconnu are the Kindred's favorite
homegrown mystery, always present to be debted, but never rousing
themselvestoactand thusdisprove anyones pet theoriesaboutthem

Inastr

are almost & comforting presence 1o

sense the Inconne
o1 bre t

theiryou

ring voleano in the distance that the
weously respect and fear. No, the v

st assuredly d

n, aslun

locals simul

ypires of the
Camaril

want the Inconnu tosart playing

wctive role in vampiric society, but their quiet presence is more
pleasant t contemplate than, say, the possible machinations of the

Antediluvians. The Inconnu are the figurative

vil you know,”
vthat knowledge iseversoslight — and even among Kindred,
the devil you know is better than the one you den'e.

thoug!




Fear
Any sane Kindred (:
healthy fear for the

d any Malkavian as well) has a
nconnu. Everyone

nowstheycanact, and
it's just that they don't. Paranoid sires rell their
childer stories of entire towns (or in more grandiose versions,

actdecisively

cities) wiped clean of their vampiric populations for some
slight, real or imagined, against the Inconnu. As to whether or
not these stories y that it's hard tofind
lence against them — which makes the tales all the more
terrifying to particularly imaginative Kindred

The the Inconnu themselves started
those rumors {(and may even have backed one ortwoof themup,
just to prove the point) to ensure that younger Kindred have
and maintain a gut-wrenching fear of whar the Inconnu just

are trug, let it suffice tos:

©

ikelihood s th:

might do. While this tactic might seem to deprive the Inconnu
of potential helpers or allies

» the truth is that should assistance
nnodoubt compel it. Furthermore,
the terror that these ancient Kindred inspire is sufficient w
deter any 1

be required, the Inconnucc

mber of would-be diablerists interit on potent
Inconnu vitae. While the odds are that very few, if any, of these
seckers would survive their quests, it's easier for the Inconnu
never have to deal with them ar all.

As for thuse latter-day
Troiles whom the stories don't discou

e, even they are
sufficiently affected by the tales to be hindered in their hunts by
the effects of raw fear. A hunter who is distracted by legends and
jumping at shadows soon becomes e

y prey himself

Histonry

The Inconnuas a sect only came to prominence during the
centuries immediately preceding the formation of the Camarilla
and Sabbat; some historians claim that the Inconnu “formalized”
resultof those events. Older Kindred remember the Inconnu
in those days as being de:

as

ribed as remnants of the Roman order,
vampires who had flourished under the Pax Romana et Vampirica
and who feledisplaced in the subsequent chaos. Precisely how the
sect hasevolved since then

particularly as regards its members'

total rejection of the Jyhad and all its work:

is shrouded in
mystery. Ag

the moment of decision would seem to be the
mid-15th century, by

chat is sheerest conjecture.

Time aND THE INCONNU
Part of the mystery of the Inconnu is their sense of scale,

and that it is

one so g

imply beyond the comprehension of
younger Kindred. A decade or even a cenrury is nothing to
ome of these

ncients. Matters of ultimate urgency to neo-
nates and ancillae are like mayflies to them, gone ina matter
of moments. In a sense, the Inconnu are o younger vampires
n ancilla sees

what those vampires are to mortals — just as

things froma much longer perspective than does a human, so

does an Inconnu see things from a much longer perspecrive
than ayo

v vampire. The impending overthrow of a prince,
ms, R

anarch revolut

avnos infestations — all those things

nd de:

h o neonates and ancillae

that are marters of life
alike

are mere eyeblinks to the Inconnu, no more worthy

v a mortal mayoral election is to a Kindred
ced a century ago. Indeed, it would not be oo f;

fetched to say that one of the great frustrations Kindred have
in dealing with the Inconnu is that the sect treats younger

vampires exactly as they are accustomed to treating others

and that even elders are a lot better at dishing out that sort of

g it

thing than receivi

INTERFERENCE

stion of whether or not the Inconnu interfere in
one that has plagued the Camarill:
n. The consensus among Camarilla vampires seems to
Yes, they do interfere, but we don’t know how — and that's

sineeits

what terrifies us” The perceived hand of the Inconnu is

everywhere, causing neonates and elders alike 1o rea

t to the
supposed manipulations of the mysterious sect. Further actions
are take

to prepare against the (theoretically inevitable) day

when the Inconnu do wish o t:

ke an active role

Sa, by dint of others' reactions, parancid
plans, the Inconnu do indeed affece the €

ntasies and

Zamarilla on
nightly basis. On the other hand, the question of whether the

Inconnu themselves actually do anything in addition o
inspiring frenzies of activity remains debatable. This, presum-

ably, is exactly the way the Inconnu like it

On an individual basis, meetings with members of the
Inconnu are rare
meeting a Methu

and portentous. No one walks away from
lah unchanged, though whether the change
ncounters with

is for the better or the worse is debatable.
Inconnu have specific purposes: warnings, threats, the odd mo-
ment of congrarularion and the occasional recruitment ontothe

pathof Goleonda. Such encounters are more like audiences it

discussions; the power dynamic in a room always rilts precip
tously toward the Methuselah. Regardless of a given meeting's
purpose, the sense of awe and power than an Inconnu brings to
the table inevitably has an impact. Few vampires ever willingly
speak of their contact with Inconnu, though whether this ret
cence grows out of fear, respect or compulsion no one can say.

GOLCONDA

Onc of the most prevalent rumors abour the Inconnu is
that somefmost/all of them have achieved the semi-mythical
state known as Goleonda, While official Camarilla policy on

ondais that it is a pleasant myth, that same policy subely

discourages anyone from diverting his energies from the sect
to secking that myth out. /

s a resul

the nation that the
to whatever €
might be (and trying to get consensus on that matter is like
collecting hen's teeth) makes them slightly suspect in a

Inconnu seemingly have the key slconda

fashion completely unrelated to their monstrous power
Basic theory on Golconda is that it is the state wherein a

vampire masters and tames his Beast, rendering himself im-

mune o its rava

ges and frenzies, The effects this mastery hason

r, Rotschreck and so on are
impiric theorists {Gols

matters such as vampiric hung
g
oddist lore as a popular field for unliving
scholars). Thus, it is no surprise that knowled

open to debate am wda studies

beingsecond only to

e of this myste-
rious philosophy is ascribed to this mysterious sect of vampires.
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Everveony KNOws
Very few — perhaps a dozen — Kindred actually
know what Monitors are. A bare handful more are
and all of those are
predictably close-mouthed about the subject. It's not.

even aware of their existenc

ther, it’s that Kindred who
blather to others about mysterious Inconnu monitor-
ingentirecitiestend to be ignored, mocked or silenced.
Whether the Inconnu themselves are behind this
uniformly negative reaction is a matter of quict debare
among those “in theknow,” but no one’s willing torisk
his immortal neck ro rest the hypothesis.

not tospeak

r Kin-
ticularly those with Auspex, report uncanny,

On rhe other hand, a great many yo
dred, pa
undirected feelings of being watched, particularly in

cities where a Monitor is present. There's also a
prevalence ofunquiet or nightmarish dreamingamong
these vampires, presumably a result of their fragile
minds being touched by the Monitar's roving will
Unsolicited bits of memory and donjeccuré scciden
ly dropped into a néonate’s mind in this fashion can
the young vampire remarkable insight — or set

giv
her up as a target because she knows too much.

On one level it makes sense thar a majority of the
ved Golconda; ultimare enlight-
enment would scem a better reason than most thar the
Methuselahs don't constantly interfere with or hunt their

distant descendants. The isolation and d

Inconnu have in fact achi

ssolation that the
Inconnu demand of their havens also seem to lend them-

selves to contemplation, not distraction — a necessary
uld think. Furthermore,
between those Kindred who have in
members of the
the utter serenity and calm
that seemingly radiated from the Methuselah.

olconda, one w

prerequisite to

whispered conversatio
fact met — knowir
Inconnu oftenagree onone poi

y Or unawares -

Itiscommonlyaccepted rumor that membersof the Inconn,
who have attained enlightenment do in fact rouse themselv
seek disciples on the path to Golconda. The recruitment process
can take years or centuries — some Kindred have reported being
approached a half-dozen times overa half-dozen centuries. Other
times, the target of the attempt is a freshly Embraced neonate of
exceptional potential or lineage, as the Methuselah seeks to pre-
empt centuries of torment and blood by starting the prize carch
down the “right road” early. Coercion is never used in these
matters. One cannot be forced onto the road to Goleonda, only
convinced to travel it for oneself

o

Kindred who accept the Inconnu’s blandishments on the
matter make a point of setting their unliving affairs in order and
then disappearing, presumably to join their new teachers in the
wildemess. Such tidydisappearancesare unsettlingtothe Kindred's

“survivors,” and since many students of Goleonda never retum
home, a sinister air can sometimes shroud the whole process.
fost of these disciples are never heard from again, though debate

rages as to whether the vanished ones then take up positions

among the Inconnu, change identiries or simply are destroyed as
part of the Inconnu's sinister, hidden plots.

Inconnu who hold the position of Manitor, it shauld be
noted, never take students on the road to Golconda. They
other concerns and duties, and can offer none of what
ker after Goleonda needs.

MONITORS

If a younger Kindred comes in contact with a member of
the Inconnu arall (a highly unlikely proposition at best), odds
are that the one he meets is a city’s Monitor. While the vast

majority of Inconnu ensconce themselves in havens far from

the hustle the

npires therein —afew members of the sect pick for

nd bustle of the cities — nor to ment

younger

themselves a certain metropolis and become its Monitor.
Birth, breeding and long habit have no bearing on a Monitor's

choice of home — the Monitor of Chicago, for e

ample, has
spent only a tiny fraction of her unlife in the city. Inste
fonseems dictated by e to less experienced
nicked rumors lay the blame at the feet of Noddist
prophecies, patterns of ley lines, instructions from C:
himself and, most disturbing

he

actorsinvisih

sele

observers;

ne

the notion t
the Methuselahs sleep, the Inconnu are bound 1o watch
Be thar as
d to it for, if not the remainder of her existence, then ar
call that
nd more

inplaceswhere

it may, once a Monitor chouses a city she is

least aconsiderable portion of it. Itisher duty toohsery
goes on in that city, the overt as well as the hidden,
importantly, to understand it. So f
Inconnu know) chere is nosystem whereby

ws anyone (other than the

Monitor tems in
reports or makes presentations. It is simply the Monitor's duty
to know — and somehow, the other Inconnu who need
know whatshe
well. More than one recently relocated Kindred has found

nows always seem to have that information as

himself confronted with a mysterious stranger who seems to
know entirely too much about his past...

In general, Monitors do not ever interfere with the
course of events in their cities. There is no oath of noninter-
ference taken, no geas against meddling, but it is understood
thar Monitors are in place to watch, not to act. Like most
customs of the Kindr

this one is honored as much in the
breach as in the observance, as many Monitors find them-
bly drawn to interfere in the
younger vampire who reminds them of a lover, a friend, a
childe or perhaps even a long-s
Suchdal
decadesin duration —and never of the sort toimpact directly
the greater flow ¢
principles ro protey
account Caitiff, but rarely will she so much as lift a finger to
shelter him from a blood hunt.

tions of a

selves irresis

go version of themselves.
ancesare usually brief — nomoret

han three or four

eventsinthecity. A Monitor may bend her

afavorite from a random attack by a no-
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but asir

anarea he is respon

more ot located beneath sc SOTT ¢

historic ne that is not likely to draw excessive

visitors, but which has enough traffic to ensure its continued

existence. ire who wanders into a Monitor's home

accident is pelled by a form of Presence (difficulty

to resist th toexit as quickly as e, satisfied
tothe gener d empry nature of the place. That isnot
to say that Monitors’ havens are undefended — mast have
effective, if not tecl 1, traps and safe

ically sophistic

guards in serried ranks. Monitc 1't, however, have obtrusive

or extensive networks of van houl or mortal servants

the whole point of the position, after all, is to warch
What ghouls a M

though these creatures are invariably centu

eryone.

s likely to keep are ar

gifted with Disciplines. (See Ghoul

Addiction for more inf

rally intelligent an

on animal ghouls.)

Encc with only one rule

n those excee

ely must talk with

or is caught socially outside his haven

ially that of ar hoor a trav

The wise Monitor has a whole set

Monrorsor NoTe
No one is sure precisely how many M
T

i afew have ever revealed th

who have been identified as such are
Monitor of Chi
c of the M

Some of thos

Rebekah is per

nitors, having dabbled
v's tumultuous affairs. She makes her
s localé eitirely too accessible
to make her sectmates happy

* Mahatma, M
Maha
legacies. She speaks fondly of having known Saulot him
self, at least in the company of her fellow Inconn,

Ofallthe Inconnu,

in Sa

flstanbul

sely interestec ot's many

ma seems most

nd has

acted on multiple oecasions to assist his descent
* Malthe

attendance at ¢

1€ Maltheas was last s

e Convention of Thoms. Since then his

U ven hiscontinued existence are matters of
conjecture. The theor
at Maltheas, rather th, g

gz gaze over the Camirilla iself,

r of Genoa Dondinni is

ve of the Inconnu, fully conyinced

inent and zealous! volved in

or evidence to that effect. The Daughters of

ry him, and members of that

vparticular w

sdline find his city to be an inhospitable place




of additional auras (See Auspex, p.84) prepared for such situa-
tions, if not a set of new visages (See Obfuscate, p. 91). As it's
highly unlikely that anyone in a given city is likely to have the
power to pierce the powers an Inconnu brings to bear, it's not very
hard for a Monitor to wrap himself in protective illusions.

A Monitor interacts with vampires ourside of her secton
her terms only.

hat means ~In arranges the time
of the meeting, and the
so that the inte a

nd place
out of 10 sets things up

ACTiO ars coincidental. Most Monitors
pe

are plain-spoken; they have no patience for cryptic state-

ments or convoluted riddles. The risk inherent in

compromising her observer's position by interacting with the
on
t

she isohserving is too great; o Monitor has no interest in
ng Delphically obtuse. Centuries of ohservation have
ght the Inconnu thar plain information rravels the best

nd with the least misinterpretation. No Monitor wants to

risk comiing out of hiding, only to have the ancilla she spea
to completely miss the point of what she was trying to

y.
DistrRIBUTION

Notevery city hasa Monitor. Truth be told, precious few do,
and those metropolitan arcas blessed (or cursed) with such tend
to be hotbeds of all sorts of vampiric activity. Once a Monitor
ys there — forever. There are
hs away; everything thar goes on must be
observed. There is also only one Manitor per city. While Moni.
tors-in-place don’t goout of their way to advertise their presence,
they do subtly and psychically encourage other would-be observ-
ers togoelsewhere. No one, not even the Inconnu, know exactl
which cities hold Monitors and how long those Kindred have

STORYTFLLING WITH THE INCONNU |
While it may b tenpting t drop. oné Br-twor |
Merhuse toyourchronicle, just toshowuppityancillae
exactly how steep the World of Darkness’ power curve §
wise Storyteller refrains from doing so. Familiar- §
Is contempt, and the more times characters see a
member of the Inconnu, the more the awe he should |
inspires diminishes. Onee a band of neonates — or even
cilla or elders — gets chummy with a member of the
Inconnu, there's noway toresurrect the impact this incred-
ibly old, incredibly powerful and incredibly alien crearure
should have. Appearances by Inconnu should be rare, brief ‘|
and telling — only matters of the gravest import should be
able to'coax one of these vampiric recluses out of hiding. |
A betrer tack ro take is to hint at Inconnu interest or
interference — observer here, an anonymous |
message there and above all an ominous sense of being
observed. Above all, the sense of mystery the Inconnu |
project must be mainta nul else rhw become just another
setof powerful va f Re-
member: The lr\cnnnu have haffled the Camarilla lur five |
centuries and more. They should beable thold your players |
as well.

hs

back from their secre

Aahatma of

been in place; anbul is reasonably certain she has
the longest tenure among current Monitors, but then reflects that
inher youthsshe felt somehow discouraged from the idea of taking
up residence in at least three other cities.

GHOULS

My master loves me.

T know this because he gives me his blood. He doles it out slows
drop by drop, and he tells me 1 stand absolutely still while it drips on
my tongue like liguid ecstasy. If 1 so much as move or make a sound
he stops, and it's worse than torture having him wake the blood away.

T know he loves me because if he didn’t, he wouldn't spend the
time to do that for me. He'd just leave a mason jar full of his vitae
inthe refrigerato, like he does for the other ghowds. 1 don'tlike them
They all think the master loves them as much as he loves me, and
he doesn't. It makes me angry, their thinking they can come
between me and him. I'm the one whom he trusts 1o spy on his
enemies, I'm the one he feeds from when he can'trisk going outside
I'm the ome he rusts. They're just servants. I'm something more

He loves me, you see. And that's why, in the end, he'll forgive me
when he sees what I've dome to make stere that no one comes between us

Ever

One of the fundamental differences between the
Camarilla and the Sabbat is the former's policy of working,
whenever possible, through mortals instead of running
roughshod over them. A lireral manifestation of that willing-
ness to work with mortals is the Camarilla’s reliance upon the
half-human class of creatures called ghouls. Whereas the
bbat (save the tradition-minded Tzimisce) shun and de-
spise ghouls, the Camarilla regards thei il cogs in the
sect’s machinery. Without the still-living ghouls, who would
oversee the Masquerade in the daylight hours? Who would
take care of the thousand dangling details that plague a
vampire's existence’ And who would movy
enemies, external and interal, during those hours when all
Kindred sleep, if not for the ghouls?

1 as vi

gainst the sect’s

In truth, ghouls a
and functios

integral to the Camarilla’s existence
Allof the grandiose plans laid by elders depend
onahundred small tasks being done properly— tasks thatare
inevitably entrusted to ghouls. Maintaining (Iu Masquerade
would also be impossible without ghoul assistance. The
ns of tiny tears that the fabric of the deception develops
each yearare best and most subely stitched up from within the

do:

mortal community; a ghouled police captain or newspaper
editor can repair a breach of the Masquerade reflexively,
without fear of engendering further incidents. They are only
human, after all.

Whatisa Grour ?

In brief, a ghoul isa mortal being who has ingested Kindred
vitae. While the term “ghoul” usually refers to a human being,
animals of any sort can be ghouled (witness the horrific swarms
of ghouled mosquitoes and flies hovering around the average
Naosferatu). Odds are, however, that if someone uses the term
“ghoul” she means a human b

ing — more of less.
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There are many benefits to becoming

nereased strength, speed and stamin

1, the chance to
Jeal ¢

part and parcel with a gl

ng and on oceas

vampiric Disciplines. The ocs |

however

slavering addiction to vitae, the likelil
bound and the fact that by becomir
an irevocable hali-step into
There isnoturnir

at that point t

of the Masquerade. The only twe

ting the Masque
y aws and other
foibles of ghouls, see Ghouls: Fatal Addiction
SFEILECTING THE VICTIM

preventaCamarilla vampire from

ing anyone she feels like, but thastill e i
question of how a law-abiding vampire can exert her influ

ence on the mortal institutions that mterest her. The best

ion tothisquandary isthrough judicious and appropriate

. Camarilla vampires are prevented by custom, peer
pressure and occasional princely fiat from creating too many
wwhile mortals to go

ghouls — there are only so many v

around, after all — so they have to make the ones they pick

count. Competition for prize humans has gotten so fierce in

TooMa ¥

While the limitson creaing

ours
houls are notquite asstrict
for Camarilla vampires as are the limitations on bestowing
the Embrace, there's still a common sense factor involved.
ul takes blood. Maintair
. A vampire who surrend

galotof ghouls
al of
s every month needs to feed that much more

great

for the voluntary donations. Additional feedings

o additional corpses, and more chances to break the
Most Kindred prefer to keepafew

d ghouls. It's easier, safer and less weafing thar way

Masquerade, and soon...

tion, the wider a Kindred's nerwork of ghouls
¢ suspicion she gamers from her peers. A
re with too many eyes on the street and too many
her bidding is a danger to others of her kind,
pureand simple. Asa result, there are frequent “prunings”

of ambirious Kindred's retainers and the like.

some places that “bag limits” have been imposed (See A
World of Darkness: Second E

that determine a mortal's potential

ion, p. 16)

dentandavailability, The first refers

improve his team's fortunes and

sports figure wh dint of




those involved in industries ancillary to the team)? Perhaps a
muckraking newspaper reporter can he convinced, after a taste of
the vt

o godigup someone else's secrets. And so it goes, with
the highest placed mortals attracting the most vampiric atten-
tion. Oftentimes, a pe arly pi

ARIECHIENT AMONg sev

tal mortal is left alone by

icul

alvampires who previously compered for
his allegiance, the idea being that it is better ro have no one
control him than to have arival do so. Not all ghouls are selecred
torlong-termeultivation, either— thereare plenty of timeswhen
a particuls Wt
pire has bet he

(say, an underdog prize fighter on whom a

va Iy} isuseful now, bur won't be insix months.

Such mortals are ghouled, then thrown away — their position is

' for a brief and shining moment.

only of cone

The second eriterion is talent. The Toreador and Ventrue
(and on an entirely different level, the Nosferatu) are past
s ar sporting the potenti:
nd plucking
re also specific skills

n a mortal who has not yet
There
nd the

made hername, that flower for themselve

accounting, computer literacy
intricacies of modern law, that many
Kindred find beyond their experience, and as such they look to

human beir

just to name three

with the skill sets they need to handle those

aftairs. Such ghoulsare often left in place to pursue their normal
lives, more or less, and are summoned by their masters only in
need or to refresh the blood bond. Ir makes sense to do it that

way, aftet all — why pay to support a ghoul full-time when he
can be at your beek and call 24/7 while still paying hisown way?
That being said, there are any number of Kindred who don't

want their staff getting too far from them. V

nrrue, for example,
certain ghouls with access to vital financial

prefer 1o hav

information kept on a very short leash. Such ghouls “disappear”
from the mortal world (often with the able assistance of still other
ghouls, who have performed this sort of extraction before) and

become immersed in the world of the €

Zamarilla

The third, and lease quanifiable, criterion for a Camarilla

A Tareador
s up may ghoul her in lieu

vampire ghouling someone is simply apportunity

who sees a mortal too beautiful to pe

of Embracing her; aNosferanu may ghoularerminally ill vagrant

out of pity and to cre bt of gratitude. Such ghouls rarely

with theircreatorslong, as the vampires tend o tire of their

stic

creations of the moment rather quickly. Even the supposedly

1 vampires of the Camuarilla have no qualms abour

destroying their ghouls if the ghouls provide unsatisfactory

0 ¢

atic, seek o escape servitude or simply
vampire in a bad mood.

v ghoulsare created asasort of probari

ary status,
mbrace. Most ghouls think this
they're going to be next toascend to
immortality. The actual percentage of ghouls being groomed for
Kindred status is tiny, but the Camarilla

to see if they're worthy of the

notion applies ro them, tf

llows its servants to
hope. It keeps them in line that much more efficiently.

USES AND ABUSES
The Camarilla

usually thase oo menial, repetitive or

ses ghouls for a wi

ks,

dangerous for the

e variety of

GHoul sOF CONVENIENCE
Sometimes mortals receive the blood just because it’s
too annoying to do anything otherwise. The owner and
bouncer of
targets for

Kindred's favorite club, for example, are prime
s sort of thing. The vampire is there five nights
aweek and has to go through the charade of pretending ro
bemort

chandeverynight. Sooneror later, it gets horing
and tiresome, and there's always the possibility of a slip. Is
much easier just to ghoul both the bouncer and the owner
(and maybe a bartender as well, who can then be persuaded
to stock suitable refreshment) and sidestep the whole pro-
eess. Ditto for the human who comes to read the electric

e

meter on the haven and other such rourine mortal annoy-
ances. The only hitch with thissore of thing is that there are
probably six or seven other vampires who have exactly the
same idea, and competition for ghouls, regardless of their
utility, can ger fatally vicious.

Kindred themselves to

nd to. While ghouls of particular
are handled with kid gloves
wants her pet sculptor having a fit of jeal

EXPErLISE OF use — no Toreador

ous pique with
blowtorch in hand — the ruck and run of the *half

Dloods
are treated like the vampiric equivalent of the hired hel

Manuar Lasor

Justbecause someone isdead doesn't mean that she doesn't
have emands to run and minor details to tend to. While trips to
the DMV and the grocery store migl

thereplaced by aruntothe

the

hardware store
the same. There's
doitin. Th
take care of the necessarics,

tprovfing supplies, rinciple remains

oo much todo, and only 12 hours a night to

means that Camarilla vampires need someone to
wnd that someone is inevitably a

ghoul. Ermand boy is actually a position of more trust th

1one
might think; a ghoul who brings back faulty materials for
rende

g his mistress' haven lightproof is in a grear deal of

trouble — assuming his mistress survives the consequences of

his mistake. Some particularly cautious Kindred even prefer to

have systems of drop-offs and package pickups for their ghouls,
thus lessening the chance thar an unobservant J\M\;n ghoul
might be followed back home.

The Kindred also employ their ghouls for carpentry and
construction projects, rather than st outsiders. It is a far better

thingtohave your booby-traps and secrer chambers constructed by
those who love and trust you absalutely. Afterall, there isnosuch
thing

s a truly independent conrractor in the World of Darkness.

Prrson

Toreado

L ATTENDANCE

ren’t the only vain vampire

dditisn't just the.

Degenerares who have gaggles of ghouls devoted ro grooming
them. The habir entrue as well,
particularly those looking to make a splash before the prince
Ghoulish personal atten

been picked up by the

nts are much-loved, if they do their
jobswell. A ghoul whocan makeav
importantly, feel g
asset. Some Toreador spend lite

mpire ook goodand, mare

wod about the way he looks, is an invaluable

ly hours gazing at their own

Auts Eveizs awp Omies




reflections as their favorite ghouls pamper

nd preen them, lost

in the ever-lovelier vision of themselves.
often travel with their regnants as well, tending

displaced tress or misplaced fold of cloth,
attended will make

w4 vampire thus
outofthe fact that

tremendous producs

she is being rended so completely. Pity, then, the ghoul who

doesn’tquite measure up to her mistress’ grooming standards. .

Exnrrabves
No one can be two places

at onee, though some elders
may give the idea their very best effort. Ghouls, on the other
hand, can serve as a vampires eyes-on-the-ground. A few
loyal ghouls scattered throughout a city can piek up an awful
e of a single day, then
wnt’s benefit. Nosferatu
wor love to set their ghouls up as

lot of information during the cou
thar knowledsg
and, surprisingly, Tor

distill for their re

living securiry cameras. Such ghouls ean go weeks or even

years before being called on to report, but in the meantime

they are still out there, constantly watching.

Procurement
Many of the v.

mpires of the Camarilla enjoy the very
the subtlety, the sheer artisrry
aste of vitae flavored with fear or arousal.
ndred who, for whatever reason

process of the T
of it and fin.

of skill at covering up, a nasty habit of frenzying ar even j
pressof the schedule — honestly don't have the inclination to go
stalking the min-slicked streets in search of sustenance. The;
ratherorder takeout, as it were. That's where the ghouls come in.

Doing procurement work for a Kindred s a dangerous and
dirty job. It is no less than the kidnappingof humian beings ona
regular basis, and in all probability acting as the accessory to a
great many murders as well. To be trusted to bring home supper
for one’s reg
lite
are requ

s that a ghoul has nerves of steel and very
inaddition ro whatever skills
kups. Ventrue inparticular like togive this

e that is human left © him

dforthepi

chore to their most trusted ghouls, saving them the trouble of
having to hunt in accordance with their prey exclusion. A ghoul
who'strained

ghome the right sortofbacon can save n busy
Ventnie many precious hours, and may well be rewarded for such.

However, it is not lost on the Kindred thar ghouls who
go out hunting for them are honing the skills that might
allow those ghouls to hunt the Kindred themselves.
Any vampire who lets his ghouls hune for him is constantly
trapped between the necessity of having competent helpand
the danger that too-competent help represents

somed:

WerwoRK AND DHRTY Deens

The vampires of the Camarilla don't like to risk their
immortal necks, which means when there's a possibility that
they'll get hurr, they mry 1o send in the ghouls instead. The
philosophy isn't quite as callous

a trained group of
houls should be able to handle any mortal threat and a fair

18 it seems;

numberof supernatural ones as well

A single ghoul may or may
not be the equal of a vampire (though in a tussle between an

experienced ghoul and

neonate, It pays to put yu

ur money on
the mortal), but four heavily armed and practiced ghouls can

extract a troublesome anarch from a crowded resta

twitha
minimum of mess and bloodshed. Ghouls also make the perfect

agentsformore stereotypical intimidation techniques, aswell as
for taking out unsuspecting hunters. Th

average field Inquisi-
worisn't necessarily looking for an enemy who breath

When wartime comes, however, things get more serious.
The Sabbat’s great advantage is in the sheer number of vampires
they can bring to the fight; ghouls are the Camarilla's only hope
of countering that weapon. Hopefully, the number of mor
Camarilla throwsintothe line can stem the assault’s tide, buying
the Kindred the ime they need tomount theirother defenses. On
a more macabre note, if the worst happens, ¢
street are much less of a thr

neonates.

s the

ad ghouls in the
to the Masquerade than dead
ven in defeat, the Traditions must be observed
Ghouls offer theCamarilla another, decided advantage on
theattack: The ability to move and fight during daylight. When
the Camarilla decides it's time for a counterstrike, it's ghouls
who go in under the cover of sunlight. If the assault goes well,
houls cateh their opponents at their sluggish worst, and an
entire war garycan be cleaned out in a matter of bare minutes.

Formoreon the Camarilla's strategies and tactics, see p. 118.

HorpinG To ()NF’C;[)[.A(, e
Invaluable dichotomy sumsup
place in the Camarilla. The sect would crumble literally
overnightwere it to bedeprived of its half-human servants,
but the fact remains that they are servants — lesser beings by
definition and by blood. Ghouls have no rights under the
Camarill
the right ¢

tinferior—tk houls’

ave what their regnants choose to grant them, and
destrucrion can be invoked a

any time
Thus begins an intricate dance of status and favor. In
theory, a ghoul has no place and no standing within the secr,

but the trusted and ancient ghoul of an elder may well carry

chin ranting
neonate. Complicating matters is the fact that most ghouls

more weight in council than a blood-on-the

are indeed blood bound ro their masters, and get both
enthusia
zealotry often pits ghouls against other Kindred

and inventive in those masters’ defense. Such

who pose a
threar to their masters, and can lead o embarrassing mo-
ments for the vampires in question. The choice between
setting the precedent of allowing a ghoul to attack a Kindred
and get away with it, or sacrificing a favorite ghoul to appease
a hared rival is a particularly unappealing one.

In the end, ghouls are held to a double standard
desplsedasaclassbutv

lued individually. No vampire —and

noghoul —should ever

rget it. The consequences of a poor

memory, on anyone’s part, are invariably both fatal and brief
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