					
Circle City By Night Introduction and Reference
Bill Bullock et al

Introductory Welcoming
   Welcome!  This document is an introduction and living reference document for a troupe live action role playing game set in the World of Darkness and based around the genre of Vampire: the Masquerade.  It is called Circle City By Night (at least until the players demand a more creative name). It will be hosted at Gamer’s Loot and will play guerrilla-style around Castleton Mall.  As our base rulebook we are using Laws of the Night (copyright 2023) by Paradox Interactive / ByNight Studios (referred to in this document as “the book”).  As an additional reference, I will refer to Vampire: the Masquerade (copyright 1992) by White Wolf Games as a touchstone to original genre (referred to in this document as “the old book”).   I will jump around in referencing the book: if you aren’t already familiar with it, I hope that the way it is laid out here will make it easier to understand.
   Let’s define a few terms.  A role-playing game is one in which players take on the role of characters to create a story.  A live action role playing game is one in which the players do not sit at a table rolling dice but instead immerse themselves in acting the parts of their characters (as if they were in a play).  A troupe game is one that exists for the enjoyment of its players and does not belong to any larger organization (in this case, for example, the Camarilla Fan Club or One World By Night).  “Guerrilla” gaming takes place in a venue that is not mainly for the purpose of gaming (in this case, the mall).  It is important when playing in this style that all the participants take care to avoid antagonizing the public and follow all rules of the hosting venue without creating any problems.
   In the old book, the original game developers described the World of Darkness as a “Gothic-Punk” setting designed to tell stories of personal horror.  They described the Gothic aspect as the ambience and institutions of society being ancient and decaying.  Gargoyles adorn skyscrapers and secret menaces lurk in every shadow.  The Punk aspect describes the way people live.  Gangs rule the streets and rebellion against the corruption of society is codified in dress and speech.  Yet, those gestures of defiance hide a deeper fear.  The world is more decadent and less humane than its inhabitants would like to believe.
  Most characters in the game are vampires, though humans and ghouls (beings who gain power by drinking vampire blood) are also viable protagonists.  There are three basic conflicts that create the story:
1. Player vs. the Beast – Every vampire has a Beast that drives them to become inhuman monsters.  The Hunger for living blood and existence as a predator drives characters to become decreasingly human.  Vampires who fall entirely to their Beasts are put down ruthlessly to protect the Masquerade of vampire society (the Masquerade is the first Tradition of the local vampire society, known as the Camarilla: do not reveal your nature to those not of the blood).  There are game mechanics that keep us honest in portraying this, including a Hunger level (0-5), a Humanity Level (0-10), personal Convictions and Touchstones, Chronicle Tenets (what does humanity mean to us?), and Stains on a vampire’s conscience as they inevitably fail sometimes.
2. Player vs. Player – Vampire society is harsh and young vampires often become pawns in the petty feuds of their elders.  Over time, their own Beasts drive them to add their own disputes to the great Jyhad.  Existence as a secret apex predator is often a zero-sum game.  There is only one Prince, the woman or man in charge.  In addition, there are many lesser positions of power to serve as prizes.  One of the themes of vampire society is channeling bestial impulses into more acceptable games of politics: you might prefer to rip your rivals’ throats out, but humiliating them is fun, too.
3. Player vs Environment – A Second Inquisition has begun.  Mortal governments have joined with old groups within the Catholic Church to actively hunt vampires.  It is believed that this faction has destroyed the most public members of the dread Sabbat, some of the most arrogant vampire Princes of Europe, and perhaps the eldest vampires of the Tremere Clan.  Speaking of the Sabbat, while they have stopped contesting with the Camarilla and the Anarch Rebellion for territory, it would be foolish to assume they stopped existing.  They are dedicated to forsaking their humanity and drinking the blood of the eldest vampires.  At least that’s what you have heard.  Speaking of the Anarchs, the Sabbat formed the brutal core of the Anarch Rebellion, and that is certainly still around.  The Anarchs ask the age-old question: “why should I give two craps about your stupid rules?”  Thin blooded vampires are growing in number, and ancient prophecies say they herald the end of the world.  Or something like that.  They are barely vampires, but have strange and frightening powers. The areas between cities are full of lupines – werewolves who think you are “of the Wyrm” and better off dead.  If you slip up, some teenager is going to catch your slip-up on their freaking cell phone, so you can get in the permanent kind of trouble.  That’s just a few of the ways you can get un-alived.  Good luck.
   These conflicts are not faced separately; they happen all at once.  Each makes the other two more difficult to handle.  For more information on the setting, refer to the old book, chapter 2 (Setting) and the book, Chapter 1 (Introduction) and Chapter 9 (Vampire Society).
    
   Before diving into the details of characters and the game, I’d like to mention a few “golden rules.”  These are principles that are more important than the minutiae of a rule book.  LARP can be intense, which is why we do it.  These rules will help keep us sane.
1. It’s just a game.  If it makes you miserable, talk to staff, take a break, or stop.  It’s supposed to be fun.  Experience points are not actually worth money.
2. The players and storytellers are cooperating to tell a fun and interesting story.  Don’t let character conflicts define your relations with other players.  If your character murders somebody else’s character, buy them a snack or a drink.  Give kudos for great role playing, especially to the players of your character’s enemies.
3. No touching!  No touching - of anyone by anyone.  No subtle acts of violence.  No blurred lines about groping.  Cosplay is not consent.  Consent is consent.  With clear consent, handshakes, hugs, and kisses on the cheek are allowed.  This is mostly a game of “let’s pretend.” Don’t make it weird.
4. No real weapons or realistic prop weapons are allowed.  We are playing in public spaces.  If you feel silly threatening to blow somebody away with an index card that says “shotgun,” I’m fine with that.  If our game gets disbanded because you showed off with a realistic looking katana, I am not fine with that.
5. No alcohol or restricted drug use during a game session.  Tobacco and vape use must follow the rules of the venue.  What you do not at a game session isn’t my business.
6. This is a game of personal horror set in the World of Darkness.  No minors under age 18 are allowed.  The game is likely to touch on themes of murder, torture, addiction, sexual violence, racial persecution, and other adult topics.  If any participants (including storytellers!) become uncomfortable due to the graphic or triggering nature of a scene, the concern should be discussed and addressed out-of-character as adults.  Remedies may include the use of “fade to black” or the alteration of some content.  We will try to strike the right balance between horror and fun.
7. Characters are going to die.  It would be a terribly boring vampire game if that didn’t happen.  Experience points go with the character, not the player.  However, if your story was awesome, the storytellers MAY provide you with up to half your old character’s XP as a bonus for your new character and open interesting secret options.  That brings us to the Inigo Montoya Clause.  After your character dies, you may not make a character to avenge your previous character’s death.  Do something new.  (If you don’t know, Inigo Montoya is a character in the cult classic The Princess Bride.  His most famous line is “Hello.  My name is Inigo Montoya.  You killed my father.  Prepare to die.”).  When your character bites the dust, see rule number 1.  This is a game of personal horror, and we hope your story was a great one!

   Having covered the “golden rules,” let’s dive into the details.  My copy of the rule book is 339 pages, including the table of contents and the index.  I am not going to repeat all of that in this document.  Buy or borrow a copy.  However, the rules are not necessarily laid out in a strictly linear format, as you will see.  In addition, there are some cases where we will apply house rules to modify the details.  In other cases, we will construct the setting interactively.  This document is intended as a guide to this game.  It is also intended to be a living document, and as we add to the setting and rules, we will add to this reference.



Systems
Refer to book chapter 4 and chapter 5
Rock, Paper, Scissors
     The most important system, and I cannot stress this enough, is role-playing.  As a vampire, ghoul, or human character, the systems are designed to make your experience difficult.  So, play your role at the role-playing game, and convince everyone to do your bidding without engaging with the mechanical systems at all.  Speaking as a veteran of over twenty years of vampire LARPing, some of the most exciting and rewarding sessions involved little to no mechanics.  That said, you need to know what the systems are.
     The most basic system is RPS (rock-paper-scissors).  Compared with other versions of this game, we are using an extremely simplified RPS system.  If your character wants to accomplish something and success is not automatic, you play RPS, also known as “throwing chops” or “challenging.” The most common reason you need to make a challenge is that your action is contested by another PC or NPC.  In that case, you first determine what ATTRIBUTE and SKILL you are using, and what ATTRIBUTE and SKILL they are using.  If you are challenging a PC, you throw chops against that player.  If you are challenging an NPC, you throw chops against a Storyteller.  For example, you might be punching me in the nose using Strength + Brawl.  I might say I am dodging using Dexterity + Athletics.  We play the RPS and if you win, you punch me in the nose.  If you lost, I dodge out of the way.  If we tie, whoever has the highest number wins.  The defender wins ties.  No retests (except for the Ravnos clan advantage, which is once per character per session).  Simple. But…what happens when you punch me in the nose?  Can I punch you back? How hurt am I?  What if instead of a relatively simple punch in the nose, you were trying to topple a shelf of bricks on my head?  The simplest answer is that it is up to the players and storytellers.  We are trying to collaboratively tell a story.  Furthermore, we are choosing to do so in a “cinematic” style rather than a “simulation” style.  Conflict is a part of a good story, and we are resolving conflict using a relatively simple random system that always gives chances to both “sides.”  So, before we do the RPS, we negotiate the outcome with a Storyteller as arbitrator.  This is much easier than it sounds.  
     The other reason you would need to throw chops is because your character is attempting to do something where success is not guaranteed.  This is called a “static test.”  In these cases, you throw chops against a Storyteller.  For example, if you want to hotwire a luxury automobile, you might need to use Larceny + Wits against a difficulty of 7.  That’s it.  Certain tests might allow for automatic success.  In those cases, if your testing pool exceeds the difficulty, you just succeed, no test needed.  Other tests may allow for a “critical win” or “critical fail” to provide a greater range of outcomes.  A “critical win” is where you win the test outright AND you have the higher number. A “critical fail” is where you lose the test outright AND you have the lower number.  Again, the precise meaning is up to the players and storytellers, with cinematic fun and “rule of cool” deciding the exact outcomes.  If you fail a static test, the Storyteller might allow you to succeed, at a cost.  Remember, RPS is a tool to aid in conflict resolution, not the purpose of the game.

Combat Time vs Role Playing Time
     See the book, pages 102-107.  Any fight that is intended to reduce a character to death or torpor, or that involves more than two characters must be arbitrated by a storyteller.  The ST first “freezes time” and determines who is involved and not involved in the combat scene.  We will try to make combat as quick as possible, but it is still slow compared to most other aspects of the game, so characters other than the instigators and targets may opt out.  Characters that are opted out cannot affect or be affected by the combat.  Initiative is Composure + Awareness and all the players get a standard action and a simple action on their turn (as modified especially by Powers like Celerity).  It is up to the storyteller in collaboration with the players to decide when a combat is over. We reserve the right to use the Mass Combat rules to simplify and speed up combat, especially in combat scenes involving the whole player base.  However, we intend to honor your characters by not oversimplifying scenes that we expect will lead to character death.

Damage and Healing
     The book (page 108) states that there are two types of damage, Normal and Aggravated.  Characters may also choose to deal Non-Lethal damage with actions like punches, especially to avoid killing human beings.  Health Levels are equal to Stamina plus 3.  You’ll notice that your Health meter has fifteen available boxes. It’s unlikely that any character’s total health will exceed a value of nine, so you probably won’t need all those boxes. In order to make it easier to keep track, I recommend that all players initially use a single line to strike through any boxes beyond their starting health score. If something happens in-game that would increase your total health beyond that number, then you can open up boxes accordingly.  Aggravated, Normal, and Nonlethal damage should be tracked separately for damage purposes.  You should mark damage on the Health track from right to left and heal damage boxes from left to right.  When a human or ghoul character reaches zero health levels, they are unconscious and possibly in need of medical attention.  If a human or ghoul character receives further Normal or Aggravated damage, they die.  Mortals heal Aggravated damage and their three last boxes of Normal damage (the three damage that would cause death) at the rate of one per week.  They heal all Nonlethal damage at the rate of one box per hour.  Ghouls heal at double this rate.
     Vampires are immune to Nonlethal damage.  When a vampire receives damage that would take them below 0 health, they fall into torpor, a corpselike state.  A vampire will eventually come out of torpor, even without aid.  A drink of blood from a vampire of higher blood potency can bring a vampire out of torpor immediately.  To inflict final death on a vampire, the torpored body must be destroyed completely by fire, sunlight, decapitation, or similar means.  See the full rules on book page 130.

Vampire Nature
     Refer to book chapter 5, Dramatic Systems.  While vampire society (all vampire society), is dedicated to rationalizing or denying the truth, in this section I will spell it out to clarify the systems.  Humans are turned into vampires by being drained of all blood and killed, then fed a small quantity of a vampire’s blood.  The first thing to know is that a vampire is a corpse.  A vampire does not age, does not heal naturally, and does not change.  The second thing to know is that every vampire has a Beast, the personification of their new blessing or curse.  The Beast personifies the predator nature.  It can cause a player to lose control of their character in moments of stress, called Frenzy.  The most common types of Frenzy are Hunger, Terror, and Fury.  In a Frenzy, the player must collaborate with a storyteller in making decisions that satisfy the Beast.  The character then deals with the repercussions.  Struggling with or accommodating the Beast is a major part of the personal horror of being a vampire.  Full rules on Frenzy are found on book pages 127-128.  Every vampire has the Hunger, a craving for blood more potent and real than any addiction.  Hunger has a rating from zero to five.  Hunger is assumed to start each night at 1, unless there is some reason it should start at another number.  It increases by virtue of Rouse checks.  Each vampire character must make one Rouse check upon the player entering game, to represent waking for the evening.  That is the only Rouse check that is absolutely required, but a Rouse check lets a vampire heal damage, surge their physical potency, and use Powers of the Blood.  A Rouse check is a simple test with a storyteller.  Fail, and the character’s hunger level increases by one.  At hunger 3, failing at a test causes a storyteller inflicted compulsion.  At Hunger 4, critically succeeding at a test also causes a flash of bestial triumph.  And at Hunger 5, every Rouse check is a check for Hunger Frenzy.  The only way to reduce Hunger is (you guessed it!) drinking blood, called Slaking.  Refer to the chart on book page 121 to determine how much Hunger is slaked by different sources.  Normally, the only way to reduce your Hunger to 0, even temporarily, is to murder a living creature by completely draining it of blood.  Of course, murder potentially gives the Beast a greater hold on a character.  To quote the old book (which paraphrases Nietzsche) “A monster I am, lest a monster I become.”
     Every vampire character has a Humanity Score, which has a default value of 7 (it could start higher or lower and changes during game play).  Shifting humanity is discussed on book page 138.  Vampire characters also have personal Convictions and Touchstones, people or institutions that connect the character with their Convictions.  Human and ghoul characters should choose convictions and touchstones for role-playing purposes (and in case they become a vampire).  Only vampires have a Beast trying to take over their selves, but other characters do have Humanity, Convictions, and Touchstones in a roleplay sense.  When a vampire commits a violation of the Chronicle Tenets, their personal Convictions, or commits an egregiously inhumane act, they gain one or more Stains.  Humanity/Stain is on a scale of 0 to 10.  Humanity fills in from Left to Right, and Stain fills in from Right to Left.  If a character has more Stains than empty boxes to the right of Humanity (for you math people, if Stain > 10 – Humanity), they are wracked with guilt and gain the Impaired Condition (-2 to all tests).  A character can choose to ignore this guilt and remove all Stain by sacrificing one Humanity immediately.  If the character accepts the guilt (and Impairment) they make a remorse test at the end of the session.  If they succeed, they remove the Stain.  If they fail, they remove the Stain and one Humanity. The more inhumane a vampire becomes, the more difficult it is to interact with mortals, as described on book pages 134-136.  If a character ever drops to 0 Humanity, the Beast has taken over.  Hand over your character sheet and make a new one.
     The Sabbat says the first vampire was Caine (also known as Cain, the Biblical figure).  The Camarilla says that’s a lie but doesn’t have a compelling alternative story.  They also don’t talk about the Second and Third Generations much.  Vampire characters in this game start between the Ninth and Fifteenth generations from Caine (or whomever). Vampires of the Fourteenth and Fifteenth Generation are considered Thin Bloods, barely vampires, and they have special rules (book pages 72-75).  The Sixteenth Generation doesn’t exist, because attempts to create such a vampire result in dead humans with no powers.  The only way to effectively make oneself an older  generation vampire is to commit Diablerie: drinking all the blood and then the soul of a vampire with thicker blood.  This is generally considered a crime in vampire society, causes a stain against humanity, and causes a detectable mark on a vampire’s aura.  Blood Potency can be increased with effort (and experience points!) and has a relationship with Generation as shown on the chart on page 122.  Effects of Blood Potency are shown on the chart on Page 125.  Note that the more potent a character’s blood, the more severe their Clan Bane becomes, and the more difficult it is to Slake Hunger.

Ghoul Nature
  See the book, page 116.  A ghoul is a human who drinks vampire blood.  Unlike a vampire, a ghoul is not dead.  By the power of the blood, a ghoul stops aging, heals at double the speed of other humans, and can learn level one Powers of the blood they are given.  Unlike vampires, ghouls are not harmed by sunlight, don’t feed on mortal blood, and don’t have a Beast.  However, if a ghoul does not drink once per month, they lose their power and revert to their true age immediately.  This is awkward for very old ghouls, to put it mildly. 

Blood Bonds
     Vampire blood is addictive.  After three drinks, the drinker becomes bound, a state of obsession that has some similarities to feelings of love.  See the book, page 133.  Note that all vampires automatically have one drink from their Sire, and most ghouls become bound to their regular blood source, called the Domitor.

Willpower
     Willpower is described (vaguely) on page 111 of the rules.  Vampires, ghouls, and humans have willpower. In addition to any usage of Willpower detailed in rules, Willpower can do the following:
· Burn one Willpower to resist a frenzy for one round.  If the stimulus is still present, the character automatically frenzies the following round.
· Burn one Willpower to ignore a condition that is primarily mental or social for one combat round or one minute out of combat.
· Burn one Willpower to automatically succeed at a static challenge.
· Burn one Willpower to automatically succeed at one Defiance check vs a Blood Bond  
As stated in the rules, a character with 0 willpower gains the Impaired Condition.  Willpower is recovered after 6 hours rest.

Vampire Society
     Indianapolis is currently ruled by the Camarilla.  The Camarilla was founded in the Fourteenth Century by an elder vampire of clan Ventrue named Hardestadt.  The Anarch Rebellion had arisen among young vampires, demanding vengeance and justice for the oppression of the elders.  A faction within the Rebellion had learned some rituals, which they called the Sabbat Ritae.  Most important among those rituals was the Vaulderie, which could break a blood bond.  Faced by young vampires determined to murder their sires and drink their souls, the elders were also faced by a group within the Church called the Society of Leopold.  Using the Inquisition as a cover, the Society hunted the hunters and destroyed all the undead they could discover.  Faced with these threats, Hardestadt brought together the eldest vampires of Clans Brujah, Gangrel, Malkavian, Nosferatu, Toreador, Tremere, and Ventrue.  They agreed upon six traditions to form the foundation of a new society, and they declared themselves the “Kindred” of the Camarilla.  I explain them below using current language, not the older verbiage.
1. Masquerade – Hide the existence of vampires from humanity, conceal yourselves among them, and convince them that the supernatural does not exist.
2. Domain – Each city will be ruled by an elder, called the Prince.  The rule of the Prince will be absolute and unquestioned.
3. Progeny – In order to maintain the Masquerade, vampire population must be limited.  No one will create new vampires without the permission of the Prince.
4. Accounting – When a new vampire is created, that vampire’s sire will have total authority for them until they are presented to the Prince and released.  During that time of training, the sire will bear responsibility for any crimes they commit.
5. Hospitality – A vampire will have no role within a city unless acknowledged, accepted, or tolerated by the Prince.  Vampires without that status may be destroyed without repercussion.
6. Destruction – No Camarilla vampire will kill another unless the Prince specifically calls for that Kindred’s destruction, known as the blood hunt.
There is an unofficial seventh tradition, that of Elysium.  Elysium is a place of truce and peace, designated as such.  Many say that the tradition of Elysium predates the Camarilla by centuries.  Some irreverent younger vampires in modern nights say the seventh tradition is “don’t get caught” and the eighth tradition is “if you can bribe or threaten the authorities, you didn’t get caught.”  Regardless of how true those might be, saying them out loud is scandalous.
     Hardestadt sent out an invitation to the Camarilla to all the vampires of the world, but the Eldest of five Clans chose to remain independent, declining to negotiate.  Those clans were the Banu Haqim, the Hecata, the Ministry, the Ravnos, and the Salubri.  Each had its own reasons, but they feared losing their freedom, had old grudges against the founding clans, or for some other reason chose not to fully join.  Hardestadt sought compromise, asking for peace with the Anarch Rebellion.  At the Convention of Thorns, the fledgling Camarilla promised that Anarchs who claimed protection under its agreements need only follow the Traditions of Masquerade and Domain, and that cities that they ruled were their Domains.  The clans Lasombra and Tzimisce rejected that truce and, together with rebel “anti-tribes” to the others, formed a rival sect known as the Dread Sabbat.  The Camarilla was successful in maintaining its Masquerade for centuries and fought a cold war with the Sabbat.  But now, the Society of Leopold has re-emerged and started a Second Inquisition.  The most powerful Sabbat and the most arrogant Princes of the Camarilla have vanished, destroyed by hunters or called by a mysterious phenomena known as “the beckoning” to join in ancient grudge battles.  This leaves younger vampires free.  Free to thrive or die. 

Who’s Who in Indianapolis

     First Authors’ Note:  There is much debate about whether a troupe game should have PC or NPC Elders and Officers of the city.  On the one hand, brand new characters don’t have the status or reputation to be considered truly respected and may lack the knowledge, as players, to pull off the role play.  On the other hand, having the storyteller staff responsible for both antagonists and authorities can feel very artificial, which is the opposite of the PvP mentality we are trying to create.
     We are trying to strike middle ground by beginning with NPC Officers.  But as soon as the players are ready, and probably well before the players are truly ready, the characters will have greatness thrust upon them.

     Second Authors’ Note:  Some of the characters mentioned here, like John Dillinger, Colonel Eli Lilly, or Madam CJ Walker, are real historical personages.  Other characters are wholly invented.  A third category is inspired by real people, but names have been altered to protect the innocent.  Regardless, this version of history is completely fictitious and any resemblance to real people or events is coincidental and/or should be taken in a spirit of fun.

For the powers of the positions and the social systems, see pages 302-305 of the book.  More importantly, here are the important people in this game at the start.

Prince  Dr. Augustus Sutherland of Clan Malkavian
   In life, Dr. Sutherland was a DaVinci - good at just about everything.  He was the family doctor to the Ball family of Muncie and learned from their innovations.  After the Embrace, he was instrumental in the rise of the Eli Lilly corporation.  It is said that watching the movie, “the Matrix” he laughed at the scene with the red and blue pills and declared “they actually get it!”  He can fix any problem.  He can read your mind.  He is surprisingly chill for a guy with that much status.

Seneschal and Primogen  Richard Binford of Clan Ventrue
   It is unknown how soon Mr. Binford came to Indianapolis, but like all Ventrue, he is very family oriented.  He came from England by way of the colony of Maryland to old Kentucky – and from there founded a sprawling dynasty.  His descendant “Tom” Binford helped bring both the Pacers and the Colts to Indianapolis and served as Marshal of the Indy 500.  His descendent “Jim” Binford was instrumental in providing the seed capital for Colonel Eli Lilly.  And his descendant David Binford helped bring both Salesforce and GenCon to Indianapolis behind the scenes.  He has his fingers in every pie.


Herald and Primogen  “Smokey Joe” Roberts of Clan Toreador
     His art forms are jazz, modern dance, and he helped fund and create an Indianapolis R&B sound.  He played an instrumental part creating the Arts District and the  Indiana Avenue community.  He is more Toreador than you.  He can sing, he can dance, he’s unbelievable on the sax.  And he wants to know YOUR story.  He’s the Herald! 

 Sheriff and Primogen  Catie Fontaine of Clan Gangrel
     Don’t let the name fool you, she is a member of the Miami tribe.  And she shapeshifts into a black panther.  She does not enjoy Wakanda Forever jokes.  Her family was involved in the movement of her tribe to Oklahoma and other places.  She didn’t go.  Behind the scenes, the Binford family might have wound up with an unreasonably large share of the land.  That’s an old story in Indiana, isn’t it?  She helped in the creation of the Monon Trail and every urban wilderness area in greater Indy.  If she is looking for you, good luck escaping.

Keeper of Elysium and Primogen  George Schnieder of Clan Tremere
     A member of House Tremere as well as Clan Tremere.  A 33rd degree Mason.  He knows the secret extra degrees, too.  There are four Elysium areas in Indy:  the Eiteljorg Museum, the Walker Center, the Scottish Rite Cathedral, and White River State Park.  He was the architect for three of them.  The fourth is a park.  Who says Masons don’t build things anymore?  Make friends with him and he can show you secret ways into Elysium.  But don’t trust him more than you’d trust any other Tremere.

Scourge and Primogen  Harry “Pete” Pierpont of Clan Nosferatu
     Pete Pierpont is known to the world as a man who helped John Dillinger bust into banks and out of prisons.  The world thinks he got the chair.  Clan Nosferatu tricked the world.  Since death, he helped innovate the fastest race cars in the world.  He’s still into guns and explosives, too.  They say he was a nice guy before the head injury.  Being embraced by the Nosferatu hasn’t made him less grumpy.  The good news is he isn’t allowed to kill you unless you forget to talk to the Prince.

Primogen  Elijah McDaniel of Clan Brujah 
     An early supporter of Madam CJ Walker and her businesses, the Ku Klux Klan tried to murder him near Vicksburg, Mississippi.  The world thinks he’s dead.  He’s not dead, but his politics crystallized at that moment.  Out of respect for his friend, Catie Fontaine, the Black Panther Party never came to Indianapolis.  Mr. McDaniel will ensure that it never needs to.

Accepted Representative  May Segall of Clan Hecata 
     She was Embraced Hecata after having a distinguished career as a suffragette.  Later in life, she became a quiet supporter of the Spiritualist movement.  Having friends on the other side is normal for the Hecata family, and boy has she got one: Colonel Eli Lilly. 

The Story So Far
     This space is for a recap of the major events in the story so far.  It is intentionally blank since we’re just getting started.
Character Creation
   Start with book chapter 3: Character Generation & Progression.  On Page 78, the book describes “Chronicle Tenets.”  Indianapolis is a Camarilla-controlled city.  At the beginning of the chronicle, the Storytelling staff will portray some of the most important vampires in the city as NPCs (Non-Player Characters) to model Camarilla behavior as the protagonists develop.  As a Camarilla city, characters are expected to follow the Path of Humanity.  But what does Humanity truly mean?  At our Session 0 meeting, before the first game, one of the things we will discuss and decide on are Chronicle Tenets, our game’s most important rules of behavior.  The Beast will strive to make vampires behave badly, so defining tenets that we agree on is important.
   Next, what sort of character do you want to play in this setting?  As discussed in character creation step 1 in the book (pages 77-82) define your character as a person.  Who are they, what are their Convictions (a game mechanic) and who/what are their Touchstones (also a game mechanic).  Additionally, you should decide if you want to portray a vampire (the default), a ghoul (a creature that gains power by drinking vampire blood), or a human who has become aware of vampire society (this is hard mode).  There is a good chance that, even if you choose to begin as a ghoul or human, you will become a vampire through the events of the story.  
   Skip step 2 and step 3 for now (I told you we’d skip around!).  Follow step 4: Assign Initial Attributes and step 5: Assign Initial Skills as written (pages 83-89).  Skip step 6 for now.  Go to step 7: Starting Backgrounds and Loresheets.  Vampire characters receive seven dots in Backgrounds and Loresheets.  Ghoul characters receive ten dots.  Human characters receive fifteen dots.  Go to chapter 6: Backgrounds (page 141) to review the available choices and select before returning.  All Loresheets are available to all characters.  However, if no one purchases a particular Loresheet, the STs will take that as a lack of interest in that aspect of the game.  That is, your choices determine what kind of game we will have.  Some Backgrounds, notably Mask and Herd, only make sense for vampire characters.
     If you are portraying a HUMAN, follow step 8 (Page 95): Merits & Flaws.  In addition to the Merits and Flaws in the book, with Storyteller permission you may choose any Merit or Flaw from any source.  I suggest https://saligia.fandom.com/wiki/Category:Character_Creation for a big, hairy list.  Humans can only take Merits & Flaws appropriate to humans. Skip step 9: Assign Initial Disciplines.  Follow step 10: Spending Initial XP and step 11: Finishing Touches (Page 96).  All players in this game start with 30 initial XP.  Humans have none of the benefits or drawbacks of the supernatural creatures of this game.  They are, well, human.
   If you are portraying a GHOUL, you need to choose your initial Domitor (the Vampire who made your character a ghoul).  This could be a player character, or an NPC.  You will also need to decide to what degree your character is blood bound (read page 133 in the Dramatic Systems chapter and consider what you are comfortable with in portraying love and obsession).  The STs will tell you what level one Disciplines you can gain, following the rules for ghouls in step 9: Assign Disciplines (page 96).  Ghouls can go out during the day and in most respects have the same drives as humans.  They do not age, they heal at double the rate of a mere mortal, and gain some supernatural powers from the Domitor.  However, they must drink vampiric Vitae (blood) once per month or they lose their supernatural nature.  Additionally, Vitae is addictive and mind altering.  So, ghouls naturally tend to become the servants of vampires (Renfield, from the novel Dracula, is a classic ghoul character.)  Follow steps 8, 10 and 11 as described above for human characters.  You may take Merits and Flaws appropriate to a ghoul.
   If you are portraying a VAMPIRE, go to step 6: Choose a Predator Type (pages 89-95).  You may choose one of the types described in the chapter.  You can also make up your own with the help of a Storyteller (with a combination of balanced benefits and drawbacks – about two dots – and a hunting pool defined).  As a vampire, you get hungry and drink blood.  How you do that is a major focus of your existence.  Apply the benefits and drawbacks.  
   Then, choose your generation, between 9 and 16.  Our house rule is as follows: 
· Generation is the number of steps you are removed from the original vampire.  Player characters are between generation 9 and 16.  We have added some mechanical benefits and drawbacks to make the choice more interesting. 
· Generations 9, 10, and 11 are called Ancillae.  They are not quite as powerful as the most respected vampires, but are working on it.  We encourage everyone to complete a detailed written character background and are offering 5 bonus XP for it.  To play an Ancilla, you MUST complete one that explains your character's politics, lineage, and role in society.  All these Kindred begin with the Status Moniker Acknowledged or Accepted. 9th and 10th generation Kindred also begin with and additional Moniker of the player's choice.  A 9th generation Kindred also begins with Blood Potency 2 (and must pay the 20XP for it from the starting pool). 11th generation Kindred are the youngest Ancillae  and are in Competition with both more respected Kindred of their cohort and with the Neonates.  They begin with an additional dot in Attributes and an additional dot in Skills.
· Generations 12 and 13 are more numerous and are called Neonates.  They are the newer and younger vampires.  As such, they are generally considered more in touch with humanity, technology, and pop culture.  On the other hand, their blood is not as potent, and they are not as respected within their Clan and sect. A 12th generation vampire receives 5 additional dots in background.  A 13th generation vampire receives 7 additional dots.  These dots must relate to mortal society.  
· Generations 14, 15, and 16 are Thin Bloods, also known as the Duskborn.  Their Clan is always Caitiff.  There are old prophecies that say they are harbingers of the end of days.  Older vampires consider them barely members of the same kind.  Some Elders kill them on site, while others brand their hands with a crescent moon for identification.  The current Prince of Indianapolis is fairly tolerant of them, but they are marginal members of vampire society. They are very attuned to human society, and according to their detractors that is because they are basically humans.  All Duskborn receive 3 dots of the Mask background and an additional 4 extra dots of any background.  A 14th generation vampire takes one thin-blood merit and a thin-blood flaw.  A 15th generation vampire takes two.  A 16th generation vampire takes three.
Next, go to step 2: Choose a Clan.  Duskborn  are always Caitiff. Chapter 2: The Clans (page 11) describes each of the Clans in detail.  Elders say there are 13 Clans.  However, there are 15 listed.  The Tremere did not exist when the Clans were first described.  And Caitiff are lacking the attributes of a Clan.  Every clan has three in-clan Disciplines (vampiric powers), a Bane (a supernatural flaw), and a Compulsion (an extra way for the Beast to get control of a vampire’s soul).  In addition to the details listed in the book, you get one Clan specific “cookie” – a free background and a Clan advantage.  Don’t say the STs never gave you nuthin’.  A quick guide to Clans and Powers of the Blood follows this section.
   Having chosen a Clan, go to step 3: Assign Generation & Blood Potency.  Generation is technically determined by your lineage – how many steps you are from the progenitor vampire, said to be “Caine.”  However, since this is a character creation process, we get to decide who your Sire is.  Blood Potency is limited by your Generation.  You must spend 20 starting experience to have 9th generation and Blood Potency 2.  Otherwise, you get to choose.  Note that there are advantages and drawbacks to having thinner and thicker blood.  
   Follow steps, 8, 9, 10, and 11 as described in the book.  As noted above, all players start with 30 XP.  A note about Disciplines:  All the Powers described in the book are available for purchase.  There may be additional Powers that exist.  Discovering them and gaining access to them will require playing the game.  Additionally, the rules state that a character gains one power per dot to a maximum of five powers.  As a House Rule, everyone may repeat the purchase of any level of a power the character already possesses at normal price as many times as they like.  In this way, everyone may learn every power they discover… with enough time and XP.
   Speaking of experience points, attending a game earns two points.  After action reports, background write-ups, and that sort of contribution, can earn another two points per month.  Great role-playing awards are given by Storytellers and can earn another one point per session.  Storytellers earn eight experience points per month, which is the absolute maximum.  That means no one will earn more than 96 experience points per year.  Do math accordingly.

Our full house rules for reference: 
We are using the ByNight Studios Laws of the Night as our basic rule set.  It is the most recent rules and has many advantages over previous rules, including a very streamlined challenge system and a great mechanical portrayal of why being a vampire sucks.  However, we are modifying with the following House Rules, and reserve the right to add more.


Although a player may portray a vampire of any generation 9-16, we've added mechanical benefits and drawbacks to make the choice more interesting.  See the character creation section.


  In addition to any usage of Willpower detailed in rules, Willpower can do the following:
· Burn one Willpower to resist a frenzy for one round. If the stimulus is still present, the character automatically frenzies the following round.
· Burn one Willpower to ignore a condition that is primarily mental or social for one combat round or one minute out of combat.
· Burn one Willpower to automatically succeed at a static challenge.
· Burn one Willpower to automatically succeed at one Defiance check vs a Blood Bond 


In addition to any Merit or Flaw listed in the book, players can use any Merit or Flaw from a published or made-up source, with Storyteller approval.  Note well:  we aren't going to approve overpowered nonsense: don't even ask about True Faith.  Also, we will not generally approve Merits and Flaws that override current rules, for example, the Thin-Blood flaw.  A good resource is:   https://saligia.fandom.com/wiki/Category:Character_Creation


Every vampire clan has a traditional advantage.  These are largely role-play based and have been play tested over 30 or so years of LARPs. Every vampire clan also gets a "cookie" - a free thing detailed on the clan page and in the game word document.  Non-vampire characters get MORE free points. 


Upon purchasing a level of a discipline, a character must learn a power of the blood.  It can be any power that the character can use which includes the discipline just learned.  Learning the first level of a discipline that is out-of-clan requires having tasted the blood of a vampire who possesses that discipline in-clan.  Learning Blood Sorcery, Oblivion, or any power that is not printed in the rule book (hint: those exist!) requires a teacher.  A character can learn levels of a discipline beyond 5, at the standard cost increase.  In this way, you can collect all the powers - eventually.


Heart of Darkness is an amalgam power requiring Protean 4 Obfuscate 2.  This makes it available to Ministry characters (I think this one was an actual mistake, since this is a Ministry signature power).


In order to receive mechanical benefits from belonging to a Coterie, it must be registered with the Storytellers.  You may not join, leave, or create a Coterie more than once per session.  Note: this is an out-of-character requirement.  In-character consequences are what they are.
  
   


	Powers of the Blood 
New and Changed Powers are Italic. As powers are added or modified by house rules, this document will be updated. RC = Rouse Check

Animalism – Social Discipline, Animal Blood Resonance
1 Feral Whispers
2 Animal Succulence  
3 Enhance the Wild Ride - Free
   Quell the Beast 
   Unliving Hive 
4 Subsume the Spirit 
   Control the Savage Beast 
5 Animal Dominion 
Amalgam
   Enduring Beasts (Animalism 1, Fortitude 2) 

Auspex – Mental Discipline, Phlegmatic Resonance
1 Heightened Senses
   Sense the Unseen
2 Premonition
   Scry the Soul
3 Collective Cognizance
   Share the Senses
4 Unveil the Edifice
   Spirit’s Touch 
5 Clairvoyance 
   Telepathy
Amalgam
   Valeren (Auspex 1, Fortitude 2)
   Abrupt Interment (Auspex 1, Protean 4)
   Unerring Aim (Auspex 2, Celerity 4)
   Panacea (Auspex 2, Fortitude 1)
   Unburdening the Bestial Soul (Auspex 5, Dominate 3, Panacea)
   
Blood Sorcery 
1 A Taste for Blood 
   Corrosive Vitae 
2 Blood Rash 
   Extinguish Vitae 
3 Blood of Potency
   Scorpion’s Touch 
4 Theft of Vitae 
   Slow the Beating Heart 
5 Baal’s Caress
   Cauldron of Blood

Sorcerous Rituals
1 Blood Walk, Cling of the Arachnid, Craft Bloodstone, Wake With Evening’s Freshness, Ward Against Ghouls 
2 Illuminate the Trail of Prey, Instantaneous Materialization, Phantom Whispers, Ward Against Spirits, Warding Circle Against Ghouls 
3 Dagon’s Call, Firewalker, Perfect Forgery, Ward Against Shifters, Warding Circle Against Spirits 
4 Defense of the Sacred Haven, Incorporeal Passage, Splinter Servant, Warding Circle Against Shifters
5 Blade of Eternal Thirst, Cobra’s Favor, Escape to True Sanctuary, Shaft of Belated Dissolution, Warding Circle Against Cainites 

Celerity
1 Cat’s Grace 
   Quicksilver 
2 Fleetness
   Rapid Reflexes 
3 Blink
   Nimble Departure 
4 Velocity 
   Zephyr 
5 Bulletstorm
   Lightning Strike
Amalgam
   Unerring Aim (Celerity 4, Auspex 2)

Dominate 
1 Cloud Memory
   Compel 
2  Mesmerism
    Domitor’s Favor 
3 Forgetful Mind
   Submerged Directive 
4 Rationalize
   Conditioning 
5 Mass Manipulation
   Terminal Directive
Amalgam
   Reaper’s Passing (Dominate 1, Oblivion 3)
   Dementation (Dominate 2, Obfuscate 2)
   Vicissitude (Dominate 2, Protean 2)
   Fleshcrafting (Dominate 3, Protean 3, Vicissitude)
   Possession (Dominate 3, Auspex 5)
   Unburdening the Bestial Soul (Dominate 3, Auspex 5)

Fortitude
1 Resiliency
   Toughness 
2 Coagulate 
   Unswayable Mind 
3 Roots of the Mountain
   Unyielding 
4 Aegis
   Adaptability 
5 Flesh of Marble
   Personal Armor
Amalgam
Panacea (Fortitude 1, Auspex 2)
Enduring Beasts (Fortitude 2, Animalism 1)
Valeren (Fortitude 2, Auspex 1)0

Obfuscate 
1 Conceal
   Silence of Death 
2 Unseen Passage
   Cache 
3 Ghost in the Machine
   Mask of a Thousand Faces 
4 Vanish from the Mind’s Eye (prereq Conceal or Unseen Passage)   
   Soul Mask 
5 Cloak the Gathering
   Phantom Hunter
Amalgam
Dementation (Obfuscate 2, Dominate 2)
Heart of Darkness (Obfuscate 2, Protean 4)
Chimerstry (Obfuscate 2, Presence 1)
Fata Morgana (Obfuscate 3, Presence 2)

Oblivion 
1 Shadow Cloak
   Oblivion’s Sight 
2 Arms of Ahriman
   Shadow Cast
   Masque of Death 
3 Aura of Decay 
4 Stygian Shroud
   Touch of Oblivion 
5 Shadowstep
   Tenebrous Avatar
Amalgam

Reaper’s Passing (Oblivion 3, Dominate 1)

Oblivion Ceremonies
1 Din of the Damned, Eyes of the Dead, Guiding Spirits, Summon Spirit 
2 Awaken Homuncular Servant, Blinding the Alloy Eye, Compel Spirit, Sin Eater 
3 Black Blood, Chill of Oblivion, Forsaken Edifice, Shambling Hordes 
4 Bastone Diabolico, Bind Spirit, Faces of the Dead, Heart’s Bane 
5 Ethereal Horde, Curse of the Jade Turkey, Alone in the Dark, Avatar of Rot, 

Potence
1 Prowess
   Soaring Leap 
2 Lethal Body
   Uncanny Grip 
3 Brutal Feed
   Staggering Strike 
4 Fist of Caine
   Savage Pursuit 
5 Earth Shock
   Puissance

Presence 
1 Awe
   Daunt 
2 Monologue
   Silencing Tongue 
3 Dread Gaze 
   Entrancement 
4 Summon
   Nightmare Mantle 
5 Majesty
   Capricious Visage
Amalgam 
Eyes of the Serpent (Presence 1, Protean 1)
Shape Mastery (Presence 2, Protean 5)
Chimerstry (Presence 1, Obfuscate 2)
Fata Morgana (Presence 2, Obfuscate 3)

  Protean
1 Eyes of the Beast
   Weight of a Feather 
2 Feral Weapons
   Earth Meld 
3 Unfettered Heart
   Shapechange 
4 Metamorphosis (prerequisite Shape Change) 
5 Form of Mist
Amalgam
Eyes of the Serpent (Protean 1, Presence 1)
Vicissitude (Protean 2, Dominate 2)
Fleshcrafting (Protean 3, Dominate 2)
Form (Protean 4, prerequisite Vicissitude)
Heart of Darkness (Protean 4, Obfuscate 2)
Abrupt Interment (Protean 4, Auspex 1)Horrid
Shape Mastery (Protean 5, Presence 2)

Thin-Blood Alchemy
1 Far Reach
   Haze 
2 Counterfeit Power (Level 1) 
3 Counterfeit (Level 2)
   Envelop 
4 Counterfeit (Level 3)
   Defractionate 
5 Counterfeit (Level 4)
   Awaken the Sleeper 
	Clans
A quick reference to the Clans and their special rules for this chronicle. “Signature Powers” are the most common choices for each clan.  They are not requirements.  
 
Banu Haqim – In-Clan Disciplines: Blood Sorcery, Celerity, Obfuscate Signature Powers: Scorpion’s Touch, Baal’s Caress, Dagon’s Call, Fleetness, Lightning Strike, Silence of Death, Phantom Hunter Hints & Rumors: Each caste has its own special superpowers.  Viziers have special Presence powers.  Scholars have their own proprietary forms of Sorcery.  And Warriors have even more potent ways of death.
Bane: Blood Lust  Compulsion: Judgment
Cookie: Mask 2  Advantage: Big Brothers & Sisters
The Children of Haqim are divided into Warriors, Scholars, and Judges.  Pick one for your character. You can call on the other two for favors… and owe them. 

Brujah – In-Clan Disciplines: Celerity, Potence, Presence Signature Powers: Daunt, Dread Gaze, Capricious Visage, Fist of Caine, Puissance, Fleetness, Bulletstorm Hints & Rumors: Some Brujah can literally stop time.  Others can punch so fast and hard that their targets catch fire.  Still others can plant an idea so potent that it rouses a whole mob to wild violence.  There were Brujah behind every successful revolution, you know?
Bane: Hot Temper Compulsion: Rebellion
Cookie: University/Politics 2 Advantage: Call to Arms
You can call on the rabble to back you up in a pinch.  And they hope they can count on you.

Gangrel – In-Clan Disciplines: Animalism, Fortitude, Protean Signature Powers: Feral Whispers, Animal Dominion, Roots of the Mountain, Flesh of Marble, Eyes of the Beast, Feral Weapons, Shape Change Hints & Rumors: Some Gangrel can mimic the effects of Presence with mastery of Animalism. Some Gangrel can morph into fire breathing dragons, trees, and automobiles. Some Gangrel are immune to physical damage.  Some Gangrel like to tell tall tales.  There is a bloodline called “City Gangrel” that has different powers.
Bane: Beast Features Compulsion: Feral Impulses
Cookie: Contacts 2 Advantage: Wild Domain
Nobody expects Gangrel to follow the Traditions of Progeny or Accounting.  Hospitality and Destruction might be a little fuzzy, too.  What happens in the Wild, stays in the wild. 

Hecata – In-Clan Disciplines Auspex, Fortitude, Oblivion Signature Powers: Premonition, Scry the Soul, Spirit’s Touch, Coagulate, Adaptability, Personal Armor, ANY Oblivion Powers Hints & Rumors: The power of Hecata themselves pales compared to the power of the wraiths they have as allies.  And killing a Hecata just makes them a wraith. At least that’s what you’ve heard.
Bane: Kiss of Death Compulsion: Morbidity
Cookie: Allies 2 (and they can be wraiths) Advantage: Friends on the Other Side
Final Death is just the beginning.  Old Gus Giovanni still thinks he’s calling the shots, and he’s been a ghost longer than you’ve been alive.

Lasombra – In-Clan Disciplines: Dominate, Oblivion, Potence Signature Powers: Rationalize, Arms of Ahriman, Stygian Shroud, Tenebrous Avatar, Blind the Alloy Eye, Lethal Body, Brutal Feed Hints & Rumors:  In addition to Oblivion, some Lasombra have their own form of Abyssal Sorcery.  Many Lasombra know Sabbat rites, most importantly the Vaulderie. The Vaulderie breaks Blood Bonds.
Bane: No Reflection Compulsion: Ruthlessness
Cookie: Underworld/Society 2 Advantage: Shadow Status
Lasombra are so arrogant, vampires think they have one more Status than they do.  Even if they just joined the Sect.  Weird.

Malkavian – In-Clan Disciplines: Auspex, Dominate, Obfuscate Signature Powers: Telepathy, Possession, Dementation, Submerged Directive, Conditioning, Mask of a Thousand Faces, Soul Mask Hints & Rumors: There is something called the “Malkavian Madness Network” that’s like their own personal shared dreamscape.  A lot of them get true and useful visions.  A lot of them get false and useless visions.  Also, engaging can make you crazy.  Good luck.
Bane: Derangement Compulsion: Delusions
Cookie: Loresheet 2 Advantage: Insanity Immunity
Pretend to be super crazy.  Ignore Status and little Courtesies.  Who knows how crazy you really are? 

The Ministry – In-Clan Disciplines: Obfuscate, Presence, Protean Signature Powers: Unseen Passage, Eyes of the Serpent, Entrancement, Nightmare Mantle, Weight of a Feather, Heart of Darkness, Shape Mastery Hints & Rumors: They have forms of Sorcery based on corruption.  They have a special religion that is for vampires, too.  They want you to join.  Just assume their blood is addictive.  The first taste is free.
Bane: Light Sensitivity Compulsion: Transgression
Cookie: Contacts 2 Advantage: Cult Attunement
You know about Cults.  You know who’s in them.  From Colts Fans to the Bavarian Illuminati.

Nosferatu – In-Clan Disciplines: Animalism, Obfuscate, Potence Signature Powers: Unliving Hive, Control the Savage Beast, Mask of a Thousand Faces, Ghost in the Machine, Cloak the Gathering, Prowess, Lethal Body Hints & Rumors: The Nos keep a spawning pool in the sewers with trained monsters.  They collect every other Clan’s secrets and learn their powers.  But their real power is family unity and loyalty.
Bane: Hideous Compulsion: Cryptophilia
Cookie: Stealth/Subterfuge 2 Advantage: The Warrens
There are Warrens in every sewer system.  They belong to the Nos.  Fair escape, enough said.

Ravnos – In-Clan Disciplines: Animalism, Obfuscate, Presence Signature Powers: Quell the Beast, Drawing Out the Beast, Chimerstry, Fata Morgana, Cloak the Gathering, Awe, Entrancement Hints & Rumors: Their Clan founder awakened in an event known as “The Week of Nightmares.”  The survivors came away with a different understanding of the world, unique powers, and a recognition that telling a good story is a survival skill.
Bane: Impermanent Haven Compulsion: Tempt Fate
Cookie: Any skill 2 Advantage: Lucky
Retest one failed challenge per game session, because luck is in your blood.  

Salubri – In-Clan Disciplines: Auspex, Dominate, Fortitude Signature Powers: Panacea, Spirit’s Touch, Clairvoyance, Unburdening the Bestial Soul, Rationalize, Valeren, Unswayable Mind Hints & Rumors: Many Salubri joined Sabbat packs after they were hunted nearly to extinction.  They may pretend to be “nice” but that third eye is the sign of something you just can’t trust.  Their elders have many secrets.
Bane: Hunted AND Third Eye Compulsion: Empathy
Cookie: Humanity 1 Advantage: Pass for Human
You get Blush of Health and Natural Breather all the time.  Unless you choose to look like a corpse. There is a reason Salubri are still around.

Toreador – In-Clan Disciplines: Auspex, Celerity, Presence Signature Powers: Heightened Senses, Clairvoyance, Unerring Aim, Bulletstorm, Silencing Tongue, Summon, Majesty Hints & Rumors: Toreador have mastered many combination powers utilizing Auspex and Presence to control your feelings, having mastered the nuances of social violence.  Every rose does have its thorn.
Bane: Aesthetic Oppression Compulsion: Obsession
Cookie: Haven 2 Advantage: Pulse of the Canaille
Toreador always have the knowledge and connections to score concert tickets and gallery invitations.  Mechanically, consider Toreador as having 2 extra dots of Contacts in any attempt to be hip downtown.

Tremere – In-Clan Disciplines: Auspex, Blood Sorcery, Dominate Signature Powers: Sense the Unseen, Telepathy, Possession, Domitor’s Favor, Submerged Directive, Mass Manipulation, ALL SORCERY Hints & Rumors: The Tremere used to be mages.  Even after the destruction of Vienna and the splintering of the Tremere Pyramid, there are a LOT of paths of Blood Sorcery other than the basic one.
Bane: No Blood Bond Compulsion: Perfectionism
Cookie: Mask 2 Advantage: Occult Library
The Chantry in Vienna may be destroyed, but there are others.  Every Tremere in good standing has access to the Clan Library of magic and lore.

Tzimisce – In-Clan Disciplines: Animalism, Dominate, Protean Signature Powers: Sense the Beast, Enhance the Wild Ride, Compel, Terminal Directive, Vicissitude, Fleshcrafting, Horrid Form Hints & Rumors: Many Tzimisce pose as members of other Clans, especially the Gangrel.  They have many secrets of the Sabbat and its philosophies.  Supposedly their elders also have a form of Sorcery called “Koldunism” that is based on the elements.
Bane: Sleep with Charge Compulsion: Covetousness
Cookie: Any influence 2 Advantage: Fiendish Obsession
A Tzimisce is considered to have an extra phantom dot of any general background relating to their Obsession (notably Mask, Contacts, and Influence)

Ventrue – In-Clan Disciplines: Dominate, Fortitude, Presence Signature Powers: Compel, Rationalize, Aegis, Personal Armor, Monologue, Summon, Majesty Hints & Rumors: Other families use Presence and Dominate to get their way, but the Clan of Kings takes it to the next level.  Many leave meetings with elder Ventrue feeling that “father knows best.”
Bane: Refined Palate Compulsion: Arrogance
Cookie: Resources 2 Advantage: Old Boys’ Club
Ventrue have a secret Clan Tradition of Sanctuary.  They also founded the Camarilla.  That means justice and consequences are often handled behind closed doors and with a degree of privilege… if the culprit is Ventrue.

Caitiff – In-Clan Disciplines: Any 3 Disciplines Signature Powers: Every Caitiff gets to make up their own.  Hints & Rumors: All thin bloods are Caitiff.  Thin bloods are the harbingers of apocalypse.  Therefore, Caitiff should be killed on sight.
Bane: Clanless Compulsion: None
Cookie: None Advantage: Clanless
Not having drawbacks is all the advantage you get.  Are you even a vampire?

	
	




 

 
