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He tromped along the pier, its sodden planks springing beneath
the soles of his motorcycle boots. “I don’t believe this.” He
glanced down into the dark water. Reflections of distant street
lights distorted themselves on the surface of the water’'s lazy wave
pattern. There was something transfixing about it. Airbox imagined
that if he stared into this water long enough, he could see all
the bad things he’d ever done, replayed for him at ghostly speed.
“Pry him again.”

Rasha sighed. She shook her painstakingly curled and highlighted
hair at him. “I tried him three minutes ago, Airbox.”

“Well, try him again, okay? Maybe he’1ll have reception now.”

Slim, manicured fingers pressed the glowing buttons of her stream-—
lined new phone. “If he hasn’t left yet, he’s not getting reception
in that basement of his.”

“You try his landline?”

“Oout of service.

Airbox resumed his pacing. 1 Yoldrsdim'sto get the landline re-
stored. It’s imperative now that we be able to reach him at all
times. I told him.”

Rasha leaned up against the warehouse wall. She could lean up on
anything and seem perfectly balanced and comfortable. “He did get
the landline put back in. And then he didn’t pay the bill again,
and it got yanked."

Airbox punched the nmisty air. “Fucking Jimmy! How many times have
I told him we have to step up our game from here on out?”

“Countless," said Rasha, letting a note of her own annoyance
creep in.

He stopped himself short. Counted out a bunch of steamboats. It
was not good leadership, to let himself appear rattled. Even in
front of Rasha.

This place wasn't right.

“Okay,” he said. “Here’s something funny. An observation of the un-
usual. What are we walking on, here? Boards. We’'re on a wooden pier.
Wooden. The waterfront district of a modern city. How long has it been
since concrete piers were invented and put widely into place? World
War Two? Earlier than that? Yet in this instance, in the twenty-first
century, we ' re standing on planks. This shouldn’t exist.”

“Rainfold stuck us with inferior turf, is that what you're saying?”

“No, I mean, I'm looking at it, I believe what my eyes see. A
scuttling sound came from the collection of aluminum garbage bins
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by the warehouse door. He restrained himself from investigating.
A rat, undoubtedly. “It’s just that - before it happened to you =-
doesn’t the city look different to you now?”

“since I got bit?”

“Yeah, since we got bit. I mean, when I was a breather, this seemed
like a normal city to me. Nothing peculiar about it. Now all around
me I constantly behold fundamental wrongness.”

“The fact that this is a wooden pier and not concrete = that’s
supernatural now, is it?” Rasha flipped open her cell phone, hit
redial and watched the display. Shook her head.

“I’m not saying supernatural. I'm saying weird. Like the way the
streeters shuffle along the sidewalk grates up in Westmoreland, like
they’re hypnotized. The number of doors on walls with no doorways,
most of them painted red. The same metallic paint. Did you notice
that before? And there’s coyotes in Blount Park now.’

“There were coyotes before we got bit. I remember reading about
it in the news. What are you really saying, Air?”

“Maybe we’'re not ready for a slice of this. Maybe it was better
to be fancy free.’

“I don’t know about you, Airbox, but I don’t want to be on the
downhill side of the perpetual shit-slide forever.”

“We raised the stakes. We got infeudated. And who are we still
relying on? Jimmy. Dude’s gonna get us Who Rules Who. Okay. There.
I said it

“He's our friend.”

“In ny case, since we were kids. And the whole time, me apologiz=—
ing and smoothing the waters. Covering his ass.” He pulled out a
pack of cigarettes and worried the cellophane off it. He couldn’t
smoke any more. But he still liked to have them, just to handle.
LAt sla simple matter of him picking up a truck and bringing it to
a predetermined address. Where the hell is he?” He shoved an unlit
cig between chapped and peeling lips.

“He’s late but on his way. I'11 bet you a ticket to the Viva
Voce show.”

Okay, he had to pace. “Mhat’s the thing. That’s what burns. I
sincerely believed when I went through this with him just the other
night, when I impressed on him the gravity of our = his = new cir-=
cunstances, I thought I’a gotten it through his thick head. It.
Has. To. Be. Different. Now.
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A dead fish floated by. Its head was eaten off, but it looked to
Airbox like a species that ought not to be there. A barracuda or
something. It fell off a boat, he told himself. Catch of the day,
posthumously escaped.

He continued. “But that’s what I always think, isn’t it? At the
conclusion of one of our talks. He's got the charming carefree so=
ciopath thing going on. When he says he's sorry and he's finally
gonna shape up, he believes it. And so you believe it, too. He
checked his watch, a gift from Rainfold. Orange street lights over
the warehouse picked out the scratches on its face. “Look. You have
the number for the guy with the van?”

“He's not supposed to know TS

“Screw that. Call him anyway. See 1if Jimmy’s at least got the
vehicle.”

Airbox checked on the package while Rasha placed the call. It
seemed like it would keep. He pulled out his newly laden keychain
and fished through it. Each unfamiliar key had a bit of masking tape
wrapped around the head, with a notation in faded, scraggly ball-—
point. Air wondered who had been the custodian of the keys before
him, and whether he’d moved up the food chain or gotten himself
eaten. Finding the key marked Brear. Ware., which meant “warehouse
on Brearly Street, he punched it into the lock, twisted and opened
the door. He picked up the package by its carrier handle and slipped
it inside.

As he locked up, Rasha approached, shaking her head.

“Guy’s still waiting with the van. Says he’s only gonna be there
another half hour, and then he’s got to vacate.’

“Shit. OK. Where's the guy?”

“Up near Ninth and Dennison.”

“That’s Raker territory. Our asses are banned there.” Airbox slapped
the fingers of his left hand into the palm of his right. “Lundquist’s
never beefed with themn, right?"

“He keeps his head down.”

NOK. Call Lundquist. Tell him he’s picking up the van from the
guy and then coming here for the package." He twisted the key off
the ring and stuck it under the garbage bins. “Then give him direc=-
tions here and tell him this is where the key is. When he’s here,

”

he calls you for the drop. Then call the guy =

Rasha nodded. “= tell him to sit tight. Give him Lundquist’s de-
scription. And us?”
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“We go find Jimmy. This is not another screw=up. This is a peda=-
gogical opportunity.”

They hoofed it to Rasha’s 278 Mustang. As she got in, Air saw
that the latest paint job matched her nail polish. As to why they
weren't transporting the package themselves in her car, there was
no need for discussion. Rainfold had been crystal clear on that =
there had to be at least one degree of separation between the item
and any vehicles registered to his people. Preferably more. It was
an issue with possible DNA leakage.

They had to go the long way to Jimmy’s place. A cruise up Central
was out of the question; the Postmen had their cops running heat
scans on drivers who fit the profile. The Zone was Raker territory
now. And, for unspecified reasons, Rainfold had put Gorham off-=lim=
its for the entire op.

His face 1it by the glow of his handheld, Airbox acted as naviga-
tor, consulting a map of the city with territorial borders color=-
coded by degree of danger. The Mustang weaved through the CBD, de=
toured through Chicken Town, rounded the circle and redoubled down
to Jimmy’s picturesquely fraying residential nabe.

“You should move him somewhere more accessible,”’ Rasha said, pull-
ing into his driveway.

“Can’t pry him out of here with a crowbar.” With firm deference,
Airbox closed the passenger side door of Rasha's precious car. "This
was his mother’s place. She made the best peanut butter cookies in
the Western hemisphere." He pointed to an upstairs window. “Mwo of
us used to sit up there playing Atari all day long."

“He was an angel once, is what you're telling me?”

“At seven years old, he ripped off homemade wine from Mr. Ianucci
next door and got the two of us puking hammered.’

Motion detectors activated a floodlight as they hustled to the base=
ment door around the backe. It threw a low, slumping shadow across
the crumbling brick wall of the rooming house next door. Airbox
thrust his hand into his pocket, finding his blade.

A fat raccoon ambled nonchalantly past them down the paved laneway.

“Aren’t animals supposed to shrink from us in terror?” Airbox asked.

“Raccoons in this city shrink from nothing."

Air banged on Jimmy's d00re s Ik Het Seest il ity box, I swear
1’11 -” He stopped short. Jimmy's alarm system had been jiggered.
Rasha pulled out her LED flashlight. Airbox kicked the door in.




The place was a disaster area, but that was nothing unusual. It
stank of mold and cat feces. Stroke mags carpeted Jimmy's living
room. A pile of shoplifted game cartridges lay in a heap by his gan-
ing rig. He'd hung a cheapie plush blanket of a tiger's head on the
far wall, to cover up the blood spatters left on the masonry from
his go=round with Chicago Bob. That had been four months ago.

Banging noises and a muifled cry came from the other room.

Airbox rushed in, Rasha behind him.

Jimmy’s box had been disturbed. He was inside it all right, thunp-
ing on the 1id, calling out their names. Fresh screws held the 1lid
fast to the coffine Airbox ran to Jimmy’s utility closet, dug out
his power drill and fumbled for the Philips head. Six minutes later,
they had the 1id off.

It smelled crimson in there.

Jimmy popped a panicked and bleary head up past the sides of his
box. His hair was matted into a lopsided pompadour. A sticky sub=
stance had dried in it.

“Took you long enough!” he complained.

“Who’d you piss off this time, Jimmy?” asked Rasha.

“Oh, nice. Excellent welcome. I been in here forever," he said.
He looked down. “Oh no.”

Airbox kicked out a path between the porn mags and gun catalogues,
and paced its length. “Always keep your mobile inside your box with
you, Jimmy. That's just basic stuff. How many times I have to go
over it for ="

Jimmy wasn't listening. “Holy shit. Holy shit, Air. Lookit this!”
He held up his right arm. The hand was missing,
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City of the Damnec

“He that is slow to anger is better than the mighty;
and he that ruleth his spirit than he that taketh a city.”

— Proverb
lr' 1‘ .ﬂl "..,'.l ..I.tlui"l(. ‘.i.t characters are taking action — speaking, pleading, chas-
um s I -.l ‘ !’ ing, bleeding, screaming, fighting, dying — in that world,
Vampire is a Storytelling game, but it’s also a roleplay- ~ does that world exist.
ing game. That means players often expect the freedom The more life you breathe into a city’s history and

to explore a boundless world. Sometimes the players just ~ people and atmosphere, the more real the city seems.
send their characters running off down an alley, into  Eventually, describing it becomes easier, imagining what
the night, looking for adventure. Sometimes the story its inhabitants do becomes intuitive, the way back to the
wanders out of the playground the Storyteller prepared,  imaginary old neighborhood becomes familiar. The city’s

and he just needs something exciting to happen. own character emerges.
| This book helps you Storytellers tackle that by helping It sucks, but there are no shortcuts to the place where an
-i you determine what can happen in any neighborhood,  imaginary city comes alive. We can’t just print a few pages of
how stories can arise from travel through feudal terri-  building descriptions and promise that they'll start breath-

tory (ever see Judgment Night or The Warriors?) and what  ing air and pumping blood when you read them aloud in
“random encounters” befall the protagonists (though  a game session. No secret arrangement of city streets and
they’re never really random outside of the imaginary  rivers will transmute a map into the place it represents.
action of the game — Storytellers decide what happens A quantity of information does not guarantee depth.
and what doesn’t). Don’t mistake pedantry for detail. Don’t confuse what’s

Some gamers like their play space — in this case, the  authentic and what’s provocative. When you have to
city — to feel like it’s a living world, a complete city ~ choose, go with what’s provocative.

where every night has to be tracked and things happen This is a Storytelling game. Drama is king. Facts are
only because the players’ characters collide with other ot better than feelings. It doesn’t matter if the details
characters in the play space, not because of a plot turn- that make up the features on your city's face are true or
ing like fate underneath it all. The sense that the whole o, All that matters is that they are compelling.

city exists out there, in your imaginations, whether the . "

characters go down those streets or not, is exciting. It feels rl“.:!‘ "t!' ;a_:-
like verisimilitude. It’s not what we advertise, exactly, ‘::'I..‘ «© ace
in our Storytelling games, but it’s a way to play, and by I !' -3‘: & us
helping to deliver that sense to the players who covet it, In Vampire, the city isn’t just the background. It’s
Storytellers can focus more on Storytelling and less on not just another character, either. It’s not just subtext
brainstorming stories or managing encounters. presented through history or a physical manifestation

But that’s all it is: a sensation. The cities of the World ~ of mood or the themes of your stories transformed into
of Darkness exist, in part, as stains on paper, but they buildings and bridges.
really come alive in the imaginations of all you players The city is all of those things. And it’s more, besides.
telling stories in them. Only at the moment when your  The city is your play space.

introduction
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city of the damned

One of the other things we're doing here is zooming out
a bit from the intimate focus of Vampire and looking at
some of the game’s bigger elements. With this book, play-
ers can experiment with regency for their characters, with
some of the intrigue and power plays that vampires are
known for, with the whole city as their playground. The
neo-feudal structure keeps these schemes and struggles
personal, even when they’re about conflicts between ter-
ritories. This isn’t city council stuff — you don’t run for
office, you get it dropped on your shoulders, owed to you,
surrendered to you by a broken foe, or you get shackled
to it by gold chains on the order of the Prince.

When the urban play space is seen from above, from the
cold remove of the Damned, territories and turf become
spaces on a board. On the one hand, Storytellers can
use this zoomed-out point of view for adjudicating travel
within the city — for example, to get from Northtown to
Southtown, you have to go through either Benedict’s do-
main or Edgar’s domain and deal with the consequences
if you get caught trespassing where you're not welcome.
With the city divided into zones like this, Storytellers can
pull back on the scale of action and easily manage stories
in which characters embark on city-changing missions
for their lords or engage in intrigues involving complex
webs of scheming vampires.

But the setting of a roleplaying game isn’t a cold and
static thing, like a game board. Every city is different,
and the circumstances that are important about any city
can vary from one night to the next — what’s important
certainly changes from one story to the next. A Storytell-
ing city needs to be characterized, with a personality and
atmosphere all its own. More than that, a city’s moods
— and a story’s needs! — must be respected.

This is the basis of an important guideline. Don’t
forget it. It’s this: Storytellers design a city at the start,
but the players’ characters act in it. By taking action in
the city, the characters change it. A Storyteller who tries
to keep his city from changing at all is straight-jacketing
his chronicle.

At the same time, the player who expects the rules and
consequences of the city to be the same night after night
is in for a shock. Most nights you cross the street, no
problem. But some night you’re going to step off a curb
and get hit by a van. Nothing ever changes, but nothing
ever stays the same.

Theme

The illusion of control. Mortal men and women have the
courses of their lives altered by the selfish machinations
of an invisible society of bloodthirsty monsters. Lethal
predatory vampires declare themselves masters of this

dark alley and that burnt-out building, but their domin- -

ion stretches only as far their undead landlord says it
does. The Prince is the source of all power and authority
among the Damned, but even if his control is enough to
resist the influence and politicking of the Primogen, he
is still a slave to the Blood. Around it all, the ever-chang-
ing city manipulates everyone and everything through

unpredictable collisions of lives and Requiems — the =
chaotic interactions of a million animals struggling to

get through the night in the same teeming and haunted
forests of brick.

All control is temporary. Influence is the best any man
or monster can really hope for. Control is possible only

when kine and Kindred surrender it to the creatures *;
they think already have it — police, politicians, landlords,

parents, experts, thugs and monsters.

Tangled desires and hidden connections. The cities of the
World of Darkness are layers of tangled cellars and streets
capped with labyrinthine towers of glass and steel, dressed
in gargoyles and grime. Hidden rooms are everywhere,

whether they’re secret caches of drugs and kidnapped
children or forgotten buildings where squatters and ad- -}
dicts dwell in the dark. Secret connections run between =
rooftops, underneath streets, between subway tunnels, up-
in private elevators and down through moldy stairwells.

Unseen connections link strangers, from the addict
whose money gets filtered through dealers back into the
hands of thieves who steal his car to the businessman
in the whorehouse who doesn’t realize his daughter is
turning a trick in the room next door. Your landlord is
in league with your enemy, and the Prince, it turns out,
is your grandsire.

Every move made touches someone or something
else in the city. The car accident kills the groom, which
cancels the wedding, which is where the vassal was going
to capture the party guest, who was to be given to the
Prince as rent, who was going to name a new Primogen,
but now it’s all come apart.

The bonds run everywhere in the city. They're the
veins carrying blood. They're the pipes funneling sewage.
They're the chains binding families together. They're the
power lines collapsing in the storm and starting the fire
that burns down the house. They're the garden hose that
washes the blood way. They're the clotheslines used to
garrote the informer and the police tape that keeps his
widow away from the scene. They're the phone lines
that carry the call back to the Prince to report the job
is done.

Everyone gives and everyone takes. In every relationship,
in one given night, someone’s losing and someone’s
gaining. The landlord gets paid, the tenant goes broke.




The Prince gives up a slice of his city, the vassal takes
possession. Some nights you get to take, and some nights
© you get taken.

There’s no such thing as breaking even. That just means
the deal isn’t done yet.

A P S

THE OVER-THEME: CHARACTERIZATION

Throughout this whole book, from the Storyteller
advice through the background information and
into the mechanics, another overarching theme
influences everything: characterization.

Some people told us not to call it that, because
this use of the word “character” might be
confusing in a roleplaying game book where
the word is already being overtaxed. We messed
around for a while with other fancy terms for
this idea, but none of them are as accurate,
intuitive and to the point as characterization.
Besides, you're smart people. We trust you won't
be confused.

The goal of this book is to help you characterize
the game world where your stories are set, to
give personality and attitude to the play space.
The settings where your stories play out aren‘t
just backdrops. They're elements of gameplay,
essential to good Storytelling and scenario design.
The decrepit church where the climactic shootout
takes place is a thematic device, but it's also a
telling characteristic of your chronicle’s city. It's
also the equivalent of the “level” or map (to
borrow video game terms) where the action takes
place — it should affect the choices the players
make in the scene just as their characters’ traits
and equipment do.

Throughout this book, we strove to imbue
systems and mechanics with elements of character.
When you put all this stuff into action in your own
chronicle, strive for the same thing. Characterize
the setting.

""'E_r_"'r—].—i""
Mood

Silhouettes with shining eyes crawling through steam-
ing alleys, skyline lights like gems on black felt, burnt-out
- cars rotting for days on street corners, oil stains and old
blood splatter soaked into gas station pavement under-
neath bright fluorescent light, a tenement hotel room
changing colors in a cycling neon glow, the chain-link
fence curled away from a stinking canal with castoff
clothes stuck to its sides, an abandoned house with strang-
ers sleeping through the noon hours in every room.

-
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Byzantine schemes and wary conspirators: Lovers, lying
in bed, plot to kill their spouses. The minion on one knee,
kissing his lord’s ring, but with one hand on his dagger
just in case. The valet leans in and whispers something to
the Prince, who then changes his mind. Black-jacketed glit-
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city of the damned

terati gather in a weedy parking lot in a ring of headlights
and make a pact to break up the Primogen.

Debts owed, favors promised, loyalties tested and
ranks bestowed. A fanged coke addict drags another
sedated body into the back of his van for delivery to his
landlord. “Go to the motel on Eighteenth Street,” says
the white-haired Seneschal across his desk, “and bring
me the hands of the doctor in room nine.” The Prince,
holding the rediscovered pendant up to the light, says,
“You've just bought yourself half a dozen Kindred and a
knighthood, young thing.”

A Tour of Damnation City
The organization of this book is, admittedly, a little
strange. Reading through it, front to back, feels a little scat-
tershot. This arrangement of information and chapters is
intended to facilitate reference over the course of a chronicle
(some information is essential at the beginning of play, but
would just be in the way later), but it’s also meant to empha-
size the piecemeal nature of this book’s components.

The chase system, the Ambience mechanics, the city-
building advice, the Districts and the Subjects — these
are all meant to be used only when they’re useful, and
ignored when they’re not. Some of these mechanisms
interact, but each runs by itself, as well. You don’t need
to use the Trespass system if you're using the rest of the
Barony mechanisms. You don’t need to use the Ambience
systems if you're building a city out of Districts. You don’t
need to use the Domain Merit to use the Sites Merit.

To help you find and identify everything in this book,
it's broken down here for you. This way, you'll know what
you're getting into.

You're reading the Introduction right now. Before this,
and between the chapters, are new stories by Robin D.
Laws, showing different ways that different Requiems
unfold within the same city.

Chapter One: Storytelling in the City covers narrative
and dramaturgical topics, from new meditations and
explanations of the neo-feudal society of the Damned to
an essay on the life cycles of modern metropolises, from
an exposé on the secret marks of the urban vampire to
detailed advice on bringing your chronicle’s city to life
through description and characterization.

Chapter Two: City Works presents several short systems
— not all of them relying strictly on game mechanics — for
bringing any World of Darkness city to life. If the previous
chapter was about making urban gameplay meaningful, this
chapter is about making it fun and easy. This chapter also
contains advice on designing cities for use in your chronicles,
whether you're starting from scratch to create a fictional me-
tropolis or adapting a real city for your World of Darkness.

i

Chapter Three: Barony details a style of Vampire
gameplay called Barony. In a Barony chronicle, the
characters are rising participants in the Danse Macabre
— vassals and lords striving to win and keep a part of
the grim city for themselves. This level of gameplay is a

richly nuanced and compellingly complex playground of =,

conflicting agendas, internecine plots and moral dilem-

mas. Beneath it all, Vampire’s signature style of personal =

horror gives everything a bloody tint.
In Chapter Four: Primacy, the gameplay of Vampire

“zooms out” again, to the cold altitudes of power where %
the Primogen and the Prince dwell. From these heights,-“

the nightly business of the Danse Macabre is reduced to

a few simple traits and actions. Month-long plots unfold *,

in a single night of gameplay. The mortals and young

Kindred manipulated by elder vampires are little more #

than dots on the players’ character sheets — because at the
Primacy level of play, the players portray the Primogen,
sometimes cooperating and sometimes undermining each
other, for the privilege of manipulating the Prince into
ruling according to their own will.

Another gigantic section of the book, Chapter Five: .
Districts, Sites & Subjects, presents dozens of Districts,
Sites and Subjects for use in any Vampire chronicle.
Each of these new mechanical elements is also designed

to work specifically with the Barony and Primacy styles
of play in the previous chapters. Using these elements
as building blocks, you can build an imaginary World
of Darkness city of your own design or reconstruct a
version of your favorite real-world city shadowy enough
for Vampire: The Requiem.

Chapter Six: Newcastle offers you a detailed starting
place: a fictional city of darkness built using the blocks in
Chapter Five and ready for you to activate with Princes,
conflicts, people and schema from the previous chapters,
or to populate with your own cast of vampires.

The appendix, Prince of Damnation City, contains
adaptations of cards from the Vampire: Prince of the
City board game, so you can use them to enrich or expand
your Vampire: The Requiem chronicle.

Finally, the book closes out with the dense Index. (Yes,
an index — in a book this size, how could we not?)

Sources and
Heference

Here are some of the materials we read, watched and
listened to while working on this book. Some are as
valuable as imaginary hammers and nails for building
imaginary cities. Others just make for good background.
Each of these sources offers Storytellers something to
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learn about using environments to reinforce the stories
we play. In some cases, we've tried to highlight these
lessons, so what follows is as much Storytelling advice
as a bibliography.

Bools
Get your hands on a book by Jane Jacobs. Practically
any one of them will do. What you need to get out
of these books is a critical appreciation for cities and
the ways that they expand and take on character both
rough organic, chaotic collisions of individual plans
and choices (neighbors independently renovating their
buildings, private sales turning libraries into condos, a
Starbucks changing the traffic in a neighborhood without
the locals’ intent, etc.) and through carefully designed
and implemented city planning.

Homicide: A Year on the Killing Streets, by David Simon.
This book takes you on a ride-along, shoots the shit with
you, tells you stories over beers and occasionally fucks
with you just to amuse itself. Besides being a magnificent
book in general, it does a remarkable job of creating a
complex, lovable, contemptible and tangible facsimile of
Baltimore inside your imagination. Long after this book,
which was the foundation for the Homicide television
series, Simon went on to create The Wire for HBO.

The Mole People: Life in the Tunnels Beneath New York
City, by Jennifer Toth. Despite being a little too polite
in its language, a little too delicate with the material and
a little too tolerant for the World of Darkness, Toth’s
personal trips into subterranean urban villages and the
dried-up arteries of New York is frank, informative and
well traveled. Through conversations with “houseless”
underground New Yorkers and “topside” people who
work with or around them, she turns a light on a sub-
culture that’s startlingly foreign but instinctively familiar.
The shadows cast by that light fall on creepy people both
above and below street level.

How the Other Half Lives, by Jacob A. Riis. This sensa-
tional exploration of the crooked corners of 1880s New
York changed the way popular America looked at its urban
centers. (Inspired by Riis’s book, Jack London later wrote a
similar exploration of London’s unspoken urban hell with
the sterling melodramatic title, People of the Abyss.) The
extreme disparities between polite metropolitan society
and the real urban poor may be dramatically exaggerated
here, but the of grim contrast of this Gothic age suits the
modern World of Darkness just fine. Think of this as a
kind of Gothic nonfiction and update it for your modern
chronicle as you would any Gothic novel of the age. If
nothing else, look here for precious urban details and
memorable place names, such as Blindman’s Alley.

-

London: The Biography, by Peter Ackroyd. This tome is
sometimes meandering, usually dense and packed with
more straight-up information and revealing tales than
your head can hold. See how a city sheds cells and changes
clothes without losing its identity.

The Annals of London, by John Richardson. More or less
a giant timeline, this book is packed with little details,
anecdotes and factoids that demonstrate how a hand-
ful of small ideas and events can go a long way toward
characterizing a neighborhood. This, and other books
like it, is also a great resource for reminding yourself to
think about what your city was like in different eras. All
those streetlights and train tracks had to get installed by
somebody, back when.

The Devil in the White City, by Erik Larson. You have
probably read this already anyway, but look at it again
and take special note of all the different things happening
at once in Chicago, without any one truly defining what
Chicago is at the time.

Mowvies
Batman Begins and Se7en are both set in cities that don’t
really exist, but feel as if they do. Look at the details and
atmosphere of those cities. Watch the special features
about designing and building Gotham and, uh, Se7en
City that are on those DVDs. (Check your library. Seri-
ously.) The Matrix movies do this, too, but with even less
concern for realism.

Constantine, Rounders, Stay, The Game, Fight Club, The
Shield, The French Connection, The Fugitive, Chungking Ex-
press, Blade, Blade Runner, Narc and a million other movies
all have nice exploratory atmospheres of different cities.
Cities always look rad when David Fincher’s walking us
through them, and the stuff in Constantine when he’s eat-
ing at the all-night diner or dealing with Papa Midnight
and all that have a nice, dirty, lived-in feel.

The underappreciated (and misdiagnosed) movie Stay
does a remarkable job of showing only very carefully selected
portions of New York to create an environment very differ-
ent from that of, say, Rounders. Where Stay is all glass and
concrete with subtle hints at subtext and characterization in
every environment, Rounders is colorful, with deep shadows
and disparate, detailed backdrops screaming summaries of
the people who live and play in those spaces. Look at how
the environments for each location in Rounders are so dif-
ferent, to help the audience immediately identify the style
and intent of the characters who dwell there, from the
brothel hallway walls papered with naked pictures to the
oily hardwoods of the Judges’ Game, from the painted metal
and broken-down brick walls of Teddy KGB'’s place to the

smoky air and worn orange fabrics of the chesterfield.
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Narc, meanwhile, brilliantly tangles up the characteriza-
tion of its Detroit locations (both genuine and imitated)
with that of its actual human characters. What we see
over the shoulder of Ray Liotta’s Detective Oak is almost
never the same thing we see over the shoulder of his
partner, Jason Patric’s Detective Tellis. Let the environ-
ment in your stories reflect your characters, and reflect
on them, like this.

Despite being an excellent model for a Vampire chron-
icle in general, Shawn Ryan’s powerhouse The Shield also
shows how much dramatic mileage you can get out of just
one neighborhood in a city, even if that neighborhood is
fictional, like the show’s made-up Farmington district.

Several of Scorsese’s movies take us on trips through
corners of cities we might otherwise not get to see. (More
of than not, that city is New York.) The overrated Gangs
of New York gives us an idea how much cities can change
without losing their inherent character. Goodfellas shows
us how a wide range of settings can affect the themes of
familiar gangster drama — how a murder in the street can
feel so different from a murder in a residential basement.
Bringing Out the Dead is a surreal trip through nighttime
New York’s hurting populace alongside several overworked
paramedics; this is a great example of how cities can be
haunting, frightening and weird without even adding in

i

the supernatural influences. The Departed shows us how
a single city’s people can become tangled and damaged
when our personal problems and ambitions collide.

Panic Room does not go very far from its brownstone,
but look at how much the character of the surrounding
city adds to the vice tightening on that house through-
out the movie. The city presents real consequences
for the action within the house, giving everything its
essential, repressed tension. (Again with the David
Fincher movies.)

Sam Mendes’s The Road to Perdition is, in its way, a
fine (if somewhat sedate) Vampire movie, especially for
getting the vibe of tangled loyalties, personal vendettas
and feudal turf. Tom Hanks’s tough-guy character, Mike,
is a vassal and soldier of Irish mob boss Rooney, whose
son will inherit the throne due to tradition and in spite
of his failures as a man. Rooney rules his domain of
Rock Island, Illinois, but is himself a regent of Capone
in Chicago. To get revenge against Rooney’s son, Mike
climbs the feudal ladder, putting pressure on Rooney’s
superiors to get what he wants. But as long as Rooney
is alive, his lords won’t dispose of Rooney’s son. It’s a
tale of monstrous people navigating their own Byzantine
social networks to pursue bloodthirsty ends — all good
Vampire material.
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Let’s Get Killed, by David Holmes. Irish DJ and film-

score/remix maestro David Holmes built this album out

of conversations he recorded on the streets of New York

with his DAT. Great urban verve, blending super-stylized

funk and a moody ambient-house atmosphere with a
collection of memorable characters.

After that, every kind of music has its place in a Vam-
pire city. Use any song you like as “source music” — the
sounds being heard by characters in the game world. Let
music work for you as a description of the place where
the scene is set.

Car stereos blare classic-rock choruses or shake the
street with gut-thumping bass. Sedate voices and soft jazz
crackle through the AM band and out an open apartment
window. Mariachi music echoes out of an open garage
down the block. The chants from a televised ballgame drift
out of an empty bar. Thundering darkwave synth rattles
the black boards of a sealed warehouse, betraying the
nightclub within. Some Frantz Ferdinand tune, shuffled
into the speakers, gets dialed all the way up to cover the
sounds of the impromptu interrogation going on in the
kitchen. The rising crescendo of theme music coming out
of the movie theater muffles the screams coming from the
alley on the other side of the red EXIT signs.

Practically every city has some kind of defining sound,
whether it’s big band or synth-pop, New Wave or house,
rap or tango. Seattle had grunge for a while. Chicago and
New Orleans have their own kinds of jazz. Paris always
seems to get represented by accordions. LA and Atlanta
are capitals of rap. Find a catalog of sounds that suit
your city, whether real or imagined, and then don’t be
afraid to go beyond those sounds to suit the moods and
themes of your stories.

If you use Los Angeles as a symbol of fallen grace and
corrupted faith, use choir music or nu-metal or death
metal or whatever else fits the tone you're after. If your
story is about pagan witches influencing the Prince’s
Courtin London, and Garmarna or Miranda Sex Garden
evoke what you want, then don’t let whatever Europop is
playing in London right now deter you. Your stories and
your cities should sound the way you want.

c. I ‘l. LN | |
lossary

For all its glorious titles and lofty claims, vampire society
remains secret. Subcultures build their own vocabularies.
Cloistered societies develop their own jargon. Closed social
networks lead to arcane alterations of language. Complex so-
cial networks inspire shared metaphors to make complicated
or difficult concepts easier to understand intuitively.

-

Over the millennia, vampires have found many ways
to talk about enslaving each other, hiding from the sun
and supping on the living in ways that make them all
sound better than they are. These words disguise some
of monstrousness behind the Requiem and the Danse
Macabre, both for the purpose of protecting the vampire
Masquerade and for the sake of comforting their own
souls. They echo the centuries of custom that underlie
Kindred society and the archaic patina that eventually
covers all vampire inventions. But these terms also show
how these concepts have been absorbed, adapted and
regarded by neonates brought into the antique network
of the Danse Macabre in recent decades.

Not all of this language is suitable for all audiences,
however. The following terms are categorized in four
broad categories:

¢ Formal: These are terms used at court, in ceremonies
or in front of important Kindred, when presentation
and poise matter. Using these words properly makes
a vampire seem formal, respectful and civilized. Using
these words incorrectly may be insulting to the speaker
or his listeners.

¢ Traditional: These are terms used at court in polite
discourse, without seeming too familiar. Using these
words makes a vampire look informed, cultured and
polite. Misusing these words is crass.

e Jargon: These words are used only within certain
circles of Kindred society — within particular covenants,
among certain tiers of feudal society or by vampires of
a certain age range. Many of these words are polite, but
informal. Use of these words at Elysium may seem elitist
or confusing; many (most?) Kindred don’t know all these
terms. Using them can make a vampire seem “in the
know” or unconcerned with delicate niceties. Misusing
them makes a vampire look like a poseur, wannabe or
has-been. Using them with the wrong lord or superior
Kindred can be social suicide.

e Slang: This is common talk — frank, familiar and
often rude or vulgar. Many Kindred have heard these
words, but not all vampires can pull them off. Using these
words makes a vampire seem hip, experienced, street or
authentic. Misusing these words makes a vampire look
uncultured, brutish, simple or low class. Using these
words with one’s superiors may be a painful social gaff
or a serious insult with dreadful repercussions.

Kindred Parlance
acreage: (n., jargon) The feeding grounds bestowed to
a Kindred by an overlord; also, one’s feeding rights in

general. “I've got acreage from Benedict, but there’s nothing
there to eat most of the winter.”

city of the damned
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avail: (v., formal) To subsist on granted land; to feed
in territory granted by an overlord, especially a Regent
or vassal, rather than the Prince. In modern nights, this
term carries a connotation of low status or common de-
meanor, such as Kindred who feed by preying on random
strangers. “I'm not some neonate, availing on the street, sire!
I have a herd of my own.”

black rent: (n., jargon) Service or taxed labor owed to a
lord, typically in exchange for granted lands, that involves
murder, skullduggery or betrayal; less commonly, any
corvée (q.v.) demanding shameful or illegal behavior on
the part of the vassal. (In this case, illegal is subjective,
possibly referring to Kindred Traditions, the Prince’s laws
or mortal laws.) “These streets look all right, but some nights,
I swear, this place isn’t worth the black rent.”

blood rent: (n., traditional) Payment due to a lord in
blood, traditionally in exchange for granted lands or
titles. Blood rent may require a vassal to escort a lord
on the hunt, to deliver a living vessel or to give up Vitae
from the vassal’s own veins, depending on the contract
of fealty between them. “I'll give you everything between the
expressway and Shadowgate Avenue, and in exchange you pay
me a blood rent of one boy, no older than 19 and no younger
than 14, for feeding, twice a month.”

blood tax: (n., traditional) Blood rent (q.v.). (v., slang) To
demand a payment of Vitae from a subordinate, especially
outside the terms of a feudal contract; e.g., to order a
vassal’s vassal to provide wheat (q.v.). Also, less commonly,
to punish or fine a vassal with bloodletting, violence or a
forced drink toward a Vinculum. “The Viscount’s driving
down here tonight, and I just fucking know he’s coming down
here to blood tax me.”

bond: (n., traditional) The official relationship between
a vassal and his lord. “My bond with Lawrence isn’t so stiff

’r.»

and formal, like yours and Benedict’s.

burrow: (v., slang) To make one’s haven outdoors or
underground; to dwell like a vagrant or make haven in an
insecure, often public, location, such as a subway tunnel
or city park. (n., slang) Any haven, usually but not always
temporary, or site where a vampire burrows. “She’s been
spending her days under old bottles in some Southside burrow
for the past year.”

chapter house: (n., traditional) An Ordo Dracul meet-
ing place, possibly (but not necessarily) a lodge (q.v.).
Often abbreviated simply, “chapter.” “There’s a Dragon
chapter upstairs of the card room behind the Broken Bottle,
but I don’t think their landlord knows about it.”

charge: (n., formal) A vassal’s official responsibility to
her lord or the Prince; her duty. One’s charge is often,
but not always, the act of her corvée (q.v.). For example,
a Herald’s charge is to spread the Prince’s word, though

i

she could owe a monthly corvée to her lord (who may or
may not be the Prince) in exchange for a domain. “You
are charged with keeping the border of 7th Street closed, Gough,
and we’ll both be sorry things if you fail.”

citizen: (n., jargon) Among Carthians, a participa-

tory member of society (as opposed to one who resides

within the government area but does not serve, attend

court or otherwise participate), especially a participant =

in the Carthian State (q.v.). Among the Carthian Move-
ment, the word “Kindred” is synonymous with citizen;
vampires who do not contribute to society are called,
simply, vampires. The term citizen is often reserved for=
those Kindred who have little or no formal status in the
Carthian covenant; covenant-member citizens are called
Carthians. “We expect something a little bit more than that
from our citizens, Kindred.”

contract of fealty: (n., formal) The contemporary ver-
sion of the historical oath of fealty (which is still common
among the Invictus), renamed as a matter of custom in
the 18th century, following the French Revolution, and
gradually adopted throughout masquerading cities (q.v.).
This modernized form is meant to emphasize the two-way

exchange of authority and land in exchange for loyalty -
and servitude, without necessarily implying a solemn or-

divine component. Though they may be ritually distinct;
in truth a contract of fealty and an oath of fealty are
functionally identical. “Remember your contract of fealty to
me, childe, before you speak that way again.”

corvée: (n., formal) A tax or rent of service owed to
a lord by a vassal. Corvée may be limited to a predeter-
mined routine, such as the monthly collection of graft
from local drug dealers, or it may be a number of nights
of servitude due every month, involving any errand or
mission the lord devises each term. Tonight, the grammar
surrounding this word is quite confused; all of these are
common uses: “to corvée,” “to perform (his) corvée,” “to
pay a corvée,” “to do corvée.” “Go down to Ashton Park and
break up the Acolyte rituals there, get them off my ground, and
we’ll count this as the first night of your corvée.”

court: (n., traditional) Per the traditional definition
of a sovereign and his retinue and councilors. Among
the Damned, court may also be used to refer to the
place where court is held (“the 6th Street court”), to a
specific instance of audience (“last August’s court”), or
all Kindred with direct formal bonds (q.v.) to the Prince.
(n., slang) Derogatorily or in jest, any Kindred who rou-
tinely attends court. “You’re not the boss here, court, so keep
your mouth shut.”

croft: (n., formal) Broadly, the land or domain a vassal
receives from his lord; especially land that is surrounded
by the lord’s own domain. Specifically, a low-status in-
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stance of such a domain. Whereas a domain may or may
not require a lord to perform corvée, a croft always does.
Customarily, croft is never used to describe the domain of
a true Regent; the term is sometimes restricted to indicate
only the domains of tenants. “Lassiter has given out six tiny
crofts to know-nothing Carthian neonates in as many months,
and I have to wonder what sort of rent they’re paying.”

crofter: (n., formal) The vassal who receives a croft.
Casually, the Kindred who actually pays the croft’s rent in
blood or service. “How much time would we save if we didn’t
ave to sit here and ignore these crofters and their problems?”

dead emperor: (n., slang) A lord whose power has
waned or become obsolete; a lord whose vassals are dead,
lost or disloyal. “When tonight is done, Edgar will be a dead
emperor and we’ll have the Duke by the throat.”

domain: (n., traditional) The physical territory claimed
by or granted to a vampire, especially when that territory
is officially sanctioned by the Prince; also, a conceptual
purview of authority or responsibility wherein the lord
has control or unique rights, such as the “domain of
medicine” or “domain of theater.” “I don’t care what your
Prince says, asshole, this is my domain, and every monster
around here knows it.”

dominion: (n., traditional) Sovereignty, authority
or control over an area, or category of areas and ideas.

= =]

Among the Damned, dominion especially refers to a
lord’s authority over unconnected territory, such as
“dominion over hospitals” without any associated do-
minion over the grounds between hospitals. Kindred
use this word in various ways that would typically be
ungrammatical, such as “on [his] dominion” or “into
dominion.” “Come out of there and let’s see if you feel so
strongly under my dominion.”

drudge: (n., jargon) A socially acceptable disparaging
synonym for one’s corvée or rent, especially when the
labor involved is tiresome or unglamorous. (Customar-
ily, it is rude to refer to another Kindred’s feudal service
as drudge.) “I've spent the last three nights doing drudge for
Sycorax, and now I want to remind myself why I bother.” (v.,
slang) To do the labor that makes up one’s corvée or
feudal service. “You're going to spend the rest of your Requiem
drudging or fighting off your overlords, and now’s the night to
choose which.”

fallow: (adj., traditional) Overseen or claimed by
Kindred, but exempt from interaction with mortals;
especially, any domain where feeding is prohibited. Tra-
ditionally, only physical territory is said to be fallow, but
in modern parlance, people and ideas may also said to
be fallow. “Westbrook’s been full of fallow kine for a decade,
and it don’t look likely to change.” (n., jargon) A domain
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where feeding from mortals is not allowed, but feeding
from animals may be. “There’s a shitty fallow off the highway
where I bet no one would know it was us.”

fealty: (n., formal) The sworn loyalty between a vassal
and a lord; also, the oath itself. Among the Damned,
the oxymoronic phrase “secret fealty” sometimes is used.
Although, formally, fealty requires some degree of open
declaration (typically homage) or acknowledgement (such
as a land grant or title), in practice some devoted but
clandestine relationships are also described as fealty. “My
fealty is to you, sire, not that Prince.”

fields, the: (n., traditional) A domain where vampires
without dominion over the territory may feed on the
local mortals. Also, an unaware (and typically unthreaten-
ing) population of kine that are legal for feeding. Note
that not all domains are “the fields” for all Kindred
— one vampire’s legal feeding ground is another’s fallow
(q.v.). “Hounds are patrolling the fields tonight, which means
somebody’s been poaching, I'll bet.”

fortify: (v., jargon) Traditionally, to protect a site, do-
main or subject against attack or coercion; this may involve
arming local minions, sealing or disguising a building or
bribing assets. In modern nights, this term is more often
used to describe efforts to protect something’s anonymity
or secrecy. Thus, in some domains, fortifying a person may
mean hiding him away or smuggling him out of the city.
“You saw today’s paper — we’ve got to fortify the whole operation
before somebody goes poking his nose around the garage.”

freeborne: (adj., jargon) Not involved in feudal politics
beyond tenancy; not subject to a rent of servitude (but
not necessarily free of rent by payment). Sometimes, a
vassal without bonds to any covenant (even if the subject
vampire maintains membership in one or more). “It’s
the freeborne Kindred who have real freedom, but they pay a
price in power for it.”

gat-errant: (n., slang) A gunman (or sometimes any
thug), whether mortal or Kindred, who serves a lord
without vassalage to motivate him; a violent minion who
resides outside the feudal structure. In use, this term
sometimes implies a basis for service outside of money or
material compensation (such as fear or idolatry), but not
always. “Romeo’s another one of Culver’s gaterrants keeping
wannabe witch-hunters off the royal lawn.”

grippe: (v., slang) To cause or allow a domain’s mortal
population to fall sick or otherwise succumb to infirmity.
To spread, or allow to spread, a disease or drug epidemic.
Often paired with gutter (q.v.). “Call it what you want, but
if you let the cattle grippe themselves with STDs and smack,
the Prince is going to call it you been gripping them.”

gutter: (v., slang) To cause or allow a domain to fall
into financial or social ruin. To drive down property

i

values, to break up families, run stores out of business
or render families homeless. “You want to let your childer
run rough over the place, then you're going to have to gutter it
so it don’t look so suspicious to the police when people get cut
and robbed in there.”

homage: (n., traditional) A public display of a vassal’s

subservience and dedication to his lord or the Prince.

Also, the formal ceremony of homage in which a Kin-=

dred ritually gives himself to be his lord’s “man.” In the
Byzantine dealings of the Danse Macabre, the public

declaration of a vassal’s fealty is the essential element of -%

homage. “If you are still loyal, then kneel now and pay me-
homage here where your Sanctified cousins can see.”

investiture: (n., formal) The formal, often ceremonial,

investment of a vassal’s title and domain by his lord. The
vassal pays his lord homage (q.v.) and the lord bequeaths
him authority and status in the ritual of investiture. “I
attended your investiture, so I know how much the Prince expects
of you and how loathe you are to let him down.”

knight up: (v., slang) To arm oneself, dress impres-
sively and prepare to intimidate, posture impressively and
possibly do violence, especially in service to one’s lord;
to summon one’s courage and poise. This is a low-class

expression calling the listener to prepare for a more high-==§

class kind of violence (or the threat thereof). “As long as
they think we weak, they ain’t going to stop coming here, so shut
up, knight up and let’s show them we’re not boys.”

landlord: (n., traditional) A lord whose authority in-
cludes land or some other physical territory, especially
if that territory is granted to vassals or tenants through
sub-infeudation. (See also lord.) “The landlord says we’re
not supposed to hunt on this street anymore.”

liege: (adj., traditional) Concerning the feudal relation-
ship, such as the lord to a vassal, usually in regards to the
superior of a pair, especially in relation to one’s immediate
lord (the “liege lord”). “There’s some liege Haunt here request-
ing audience on behalf of his tenants, should I let him in?”

lodge: (n., traditional) A place that serves as a dedicated
meeting place, laboratory, chapter house (q.v.) or refuge
for a chapter of the Ordo Dracul. Traditionally, only a
whole structure controlled by the covenant qualifies, but
in practice portions of larger buildings (such as cellars,
attics or attached wings) are often called lodges as well.
“The Dragons have kept a lodge on my ground since before it
was mine, but I have no real control over the place.”

lord: (n., formal) A vampire with power, authority or
territory granted, especially if granted to him by a feudal
superior (though any Kindred with a domain (q.v.) is said
to be lord of that domain). The superior in any feudal
bond (q.v.). “I am Benedict, Viscount of the Lawson Projects,
Lord of Bucktown, and you are on my lord’s land.”
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loyer: (n., formal) A more formal, more polite term
for a vassal’s or tenant’s rent. (This is, literally, a French
word for “rent.”) (v., slang) To pay a rent of money or
materials to a lord. “I’d rather find a way to loyer over cash
every month, like the living, than have to fetch another girl for
Delacroix.”

masquerading city, the: (n., jargon) Any city with
a Kindred court or government, especially one with a
feudal organization; the vampire population and its as-
sociated happenings; vampire society. (Also, the masked
City, the mask-city) “Benedict’s a weak liege lackey, and every
common lord in the masked city knows it.”

mobcap: (n., adj., slang) A lord whose territory is
completely granted out to subordinate vassals such that
none of it remains under his direct control. (In the 17th
century, mob meant “slut” or, later, “prostitute.” A mob-
cap is a kind of hat once associated with such persons.)
“Can we even call that mobcap a lord anymore if he doesn’t
even know what’s happening on his own turf?”

outlaw: (n., adj., traditional) Among the Damned, the
term outlaw retains its archaic connotations. Rather than
broadly describing a subject as a criminal or fugitive,
this term indicates a kine or Kindred to whom the laws
of the land do not apply. Thus, he is outside the law.
Taking an outlaw’s things is not stealing, because laws
do not apply to him or his property. Killing an outlaw
is not murder. Feeding from an outlaw does not violate
hunting laws. Naming a subject as an outlaw is thus a
profoundly dangerous act, not only for the outlaw but
for the people around him. “I'm here to tell you, then, that
the Prince has deemed all Bruja to be outlaws should they set
foot in this city again.”

overlord: (n., traditional) A vampire lord who oversees
one or more vassals; especially a lord whose vassals are
themselves lords. “Sometimes I think he granted me this land
just so he could call himself an overlord.”

paravail: (n., adj., traditional) The lowest individual on
the feudal ladder; the subject who “lives off the land.”
(Literally, he who avails himself of it.) Customarily,
the paravail is a tenant or low vassal who feeds on the
local population on the street while higher vassals and
Regents feed on vessels brought to them through more
civil means, or on herds. In practice, whatever Kindred
is at the bottom of a particular chain of bonds (q.v.) may
be fairly said to be a paravail, even if he is a Regent.
“Regent Carlyle’s a paravail monster, but he’s not some filthy
gutter trash.”

parish: (n., jargon) Any domain belonging to the
Lancea Sanctum. In a strict Sanctified diocese, only

-

domain wherein power resides with a Sanctified vampire
or is linked to a ministry of the Spear may be called a
parish. “Tonight we’ll hear sermons written by Priests from
three parishes.”

peasants: (n., traditional) Vampires who fall under
the purview of the formal hierarchy but do not hold
any power. Only those Kindred known to the powers
that be qualify as peasants — the uncounted vampires
who actively avoid covenant contact and dodge courtly
oversight are not considered peasants but, more often,
foreigners. (See also scots.) (In practice, such vampires
may be implicitly regarded as outlaws, because what Kin-
dred will pursue justice for a vampire he’s never heard
of before?) “The Carthians swell their numbers by bringing
peasants under their roof, but they’re still doing us the favor of
putting those creatures in line.”

pigeon: (n., slang) A layabout; a homeless vampire;
derogatorily, a vampire who travels the city via “uncivi-
lized” means, such as by climbing or swimming. “I'm
not going to Edgeville, man, that place is nothing but pigeons
and peasants.”

plastic bottle: (n., slang) A cheap, disposable vessel for
feeding, whether animal or kine. Often, the corpse of such
a vessel. (Sometimes also called an “empty can.”) “Get this
plastic bottle out of here before we make the papers again.”

pleb: (n., traditional) A common vampire, whether a ten-
ant (q.v.) or a peasant (q.v.). “If enough of the plebs won’t stand
for it, though, we could be watching the sunrise tomorrow.”

poach: (v., traditional) To feed on another Kindred’s
turf; to drink from another Kindred’s fields (q.v.) or
herd; especially when the turf or vessel belongs to one’s
feudal betters. “You’re caught poaching on my lands, which
is the same as drinking from me directly, so now you must do
that — twice.”

Prince: (n., formal) The ruling vampire of the city. The
role of the Prince, and the manner in which the position
is won and held, varies greatly from city to city. Some
Princes are appointed or awarded by the Primogen, others
win through consummate politicking, some are puppets,
many hold supreme dominion through fear, violence and
presence. “This city is the Prince’s, and so are you.”

puissance: (n., traditional) Power; especially the respect
(or fear) of one’s equals or betters. Archaically, any Vitae
passed between vampires as part of a feudal ceremony,
such as homage (q.v.). “You shouldn’t even be talking to Dono-
van — he’s got puissance and you have bloodstained shoes.”

red rent: (n., traditional) A payment of service (see also
corvée) involving the acquisition and delivery of a vessel to
one’s lord. Alternately, any tax paid in Blood. “I can’t be

bﬁjd'hi‘ lhﬂl_i.h.:

WP

those domains belonging to Kindred of the cloth in

seen bringing you bodies when I owe the red rent to Gibson.”
good standing are called parishes. More commonly, any

introduction

e

A2 e

[\°)

city of the damned




.'\-.‘::ﬁ

city of the damned gF 9%

-l

Regent: (n., formal) The lord of any domain who re-
ceives his authority, territory and/or title directly from
the Prince (q.v.), even if he is not strictly the Prince’s vas-

sal. In cities with especially strict feudal codes, the Prince

may only appoint Regents directly below his own station

in the feudal hierarchy; he may not appoint Regents as ~,

vassals of other lords. In practice, the overlords directly

subordinate to the Prince, whether appointed by him, a =
predecessor or some other body (such as the Primogen): *

is also called a Regent. “You may be my landlord, Haunt,

but I am a Regent now, and you will be careful how you speak -8

to me.”

roost: (v., jargon) Among vampires, to spend the day

nested in public lands or in another Kindred’s territory *.

without permission; especially in an undesirable, shame-

ful or vulnerable place. (n., jargon) The place where a #

vampire roosts; alternately, a vampire who roosts. “He’s
fled into the Hopkins Projects and, as I hear it, taking to roost-
ing in tenement basements and storage lockers.”

sang: (adj., jargon) Relating or pertaining to blood;
especially in regards to business or politics. This terms
seems to have originated among the Damned of Montréal

and spread throughout the United States during the =

1970s and ’80s. Often, the term is used in a faux-French--

style, after the noun it describes. “Edgar, you'll stay away

1—

from that bloodsucker and his sang plans if you know what’s

good for you” or “He only leaves that house sang standing for
one reason, and it’s not so you can sleep there.”

scots: (n., jargon) Informally, Kindred who dwell out-
side the feudal society or any recognized feudal hierarchy;
derogatorily, synonymous with barbarian. This is not a
hold-over from Roman times or medieval England, as
some believe. Rather, its use as a term for “outsiders”
originated in the 18th century as an allusion to the times
when the people of Caledonia (Scotland) were kept out
of civilized lands by Hadrian’s Wall. “Don’t go down there
without cash or blood to buy off the scots past 74th Street.”

serf: (n., slang) A low-ranking paravail (q.v.); a tenant
who pays a corvée to his lord; a mortal or ghoul who know-
ingly serves a Kindred lord; any unappreciated vampire
in the feudal hierarchy. “You're making a fucking serf out
of yourself, running all these errands for him.”

shadowgraft: (n., slang) Money paid by a mortal sub-
ordinate to a vampire lord, especially by a mortal who
does not know the lord is a vampire. Also, any money or
material paid in secret by one lord to another, regardless
of status. This word seems to be an example of malaprop-
ism — among London Kindred in the 1800s, evidence
of illicit behavior between lords (or indeed any evidence
that could potentially result in a violation of the Mas-
querade) was sometimes referred to as a shadowgraph.
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Shadowgraft may be a derivation from that term. “He’s
been getting shadowgrafts from Councilman Thompson for close
to a decade now.”

sluice off: (v., slang) To draw kine from another
Kindred’s domain through deception, persuasion or
bribery, especially in secret and usually for purposes
of feeding. For example, bribing a gang to move its
makeshift headquarters out of a rival’'s domain or luring
homeowners into new properties over a period of many
months would both be sluicing off another’s territory.

oving kine by force is not. “The Duke still thinks those
people have been moving out on their own, but when he finds
out that Benedict’s been sluicing off from his fields for a year,
there’s gonna be fire, trust me.”

Society: (n., with the; adj., jargon) Of or pertaining to
feudal culture and hierarchy among the Damned; of or
regarding the Invictus; with the, the Invictus (e.g., “He’s
in good standing with the Society”). “The Duke’s a Society lord
with secret allies in every covenant.”

squire: (v., slang) A ghoul. Derogatorily, a lackey or
toady; any obsequious kine or Kindred in the feudal
hierarchy. “On your feet, you squire.”

State: (n., with the; adj., jargon) With the, all the Car-
thian turf in the city, even if noncontiguous; the Carthian
body politic. (“When you find him, take him past Manigault
Avenue and exile him from the State.”) Also, anything of or
pertaining to the Carthian Movement (“He’s a State pleb
looking to get ahead”).

statuary: (n., slang) Unflatteringly, any Sanctified
congregation. Also, any vampire who attends Lancea
Sanctum ceremonies without truly contributing to the
covenant. “Let’s get to Elysium before all the statuary gets
out of mass.”

tenant: (n., traditional) Any resident of a domain who
pays the landlord money, blood or service in exchange
for a dwelling. A tenant has no vassalage outside of his
own haven and no authority to subinfeudate the space he
rents from the lord. A tenant’s feudal rights vary from one
city to another (sometimes, from one domain to another)
but are always few. “Jude is just one of my tenants — I don’t
like the way it looks if he gets broken within my borders, but
I'm not going to war with the Church over him.”

turnstile: (n., slang) Any vampire who spends much
of her time underground, especially a tunnel-dweller or
subway rider. Among surface-traveling Kindred, this term
is faintly derogatory; among those vampires who might
likely be called turnstiles, it's a common informal form
of address. “Where you been, turnstile?”

underneath: (preposition, adv., jargon) Among the

-

seldom negative. A lord may describe a vassal as being
“underneath my title” as a way of saying the vassal is un-
der his protection and authority; thus the lord protects
him like a roof. In contrast, a grateful Kindred might
declare his trust in a lord (or even the Prince) by saying
“the lord underneath our feet,” in reference to the feudal
adage, “The lord is the land.” Thus, “underneath” implies
sturdiness or an unshakable foundation. (To insult a
Kindred, one should say or imply that she is “beneath”
or “below,” rather than underneath.) “We’re Hounds un-
derneath Sycorax, asshole, so you put that thing away unless
you want it cut in half.”

vassal: (n., adj., formal) A Kindred who receives territory
(and sometimes title) from a lord (q.v.) through feudal ten-
ure on conditions of homage, allegiance and sometimes
corvée (q.v.). Casually, any directly subordinate Kindred
in the feudal hierarchy, or any vampire at the “lower”
position in a feudal bond (q.v.). In practice, all Kindred
in a city’s feudal hierarchy are vassals to some lord, except
for the Prince from whom all vassalage descends. “I am
Delacroix, vassal in Edgeville to citizen Carver, vassal in Druid
Hills to the lady Sycorax, and Hound to our Prince.”

vassalage: (n., formal) The feudal arrangement of lords
and wassals, based on fealty and homage (q.v.), and servi-
tude in exchange for power. The state of being or having
a vassal; also, the vassal-liege relationship in general, or in
particular; a particular vassal position or territory. “Every
vassalage on the West Side seems to be coming apart, ever since
the rumor of Regent Lars’s torpor got around.”

villein: (n., traditional) An uncommon feudal position
between that of a tenant and that of a vassal (q.v.), a villein
has territory (just as a vassal) but lacks authority over it
(just as a tenant). Traditionally, a villein is a Kindred with
responsibilities to a lord or the land on which the villein
makes his haven, but without any infeudation granting
him authority or the right to grant portions of his own
domain out to other vampires. A villein is bound to his
territory by the lord, and cannot move his haven away
from that territory without permission. Some Kindred
endure a period of villeinage prior to being granted vas-
salage, as a test of their mettle. “They give us villeins a fancy
French name so we’ll feel like we’re better off than any other
tenant, but I feel like I'm just paying black rent for the right to
get blamed for what happens on the block.”

wheat, the: (n., traditional) Mortals. “Why is it that the
Prince gets to say who eats who, but we’re the ones down here
with the wheat?”

Player Parlance
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feudal Kindred, the notion of being “underneath” is familiar with when reading this book. These are defini-
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tions as we, the players of Vampire, use them. These
aren’t part of the parlance of vampires. When a vampire
says “influence,” he means the same thing that word
usually means, not a ranking of one’s overall agency in
the masquerading city.

agent: A mortal, ghoul or Kindred character that a
player controls only during certain scenes in a chronicle
using the Primacy style of gameplay. An agent is a sup-
porting character created as a playable asset of a character
with dots in the optional Advantage, Influence.

Ambience: The underlying atmosphere of a particular
area within the city, which affects the way supporting
characters act and react to the characters.

asset: Any mortal, ghoul, Kindred or other agent that
acts on behalf of a vampire lord. Assets are usually just
the anonymous contacts, operatives and minions that an
influential Kindred moves around like pawns. As an asset
becomes more important, it may graduate to the level of
an actual character to be defined with traits, description
and its own backstory.

Attitude: The altered, surface atmosphere and behav-
ior of a particular area within the city, describing how sup-
porting characters and crowds act and respond based on
the attempts of characters to change their demeanors.

District: A District is a unit of city building in game
terms. A District may be as small as a single compound
and its surrounding streets or as large as a whole neigh-
borhood. Multiple Districts are assembled to create a
fictional city or to represent a real one. Districts may
be described with traits that affect their behavior in the
game, though it isn’t essential. A District serves more as
a setting for your stories than as a resource belonging to
a character.

domain: The territory or territories a Kindred oversees,
whether formally or through de facto control, as repre-
sented by the Domain Merit (p. 200). Domains may be as
small as a single building or as large as multiple Districts.
Domains are typically a collection of Sites and Subjects.

Influence: A new Advantage, rated from one to 10
dots, that serves as an abstract measure of a Kindred’s
authority, dominion, respect and agency within the
city. This optional trait reduces many complex social
dynamics, political relationships and business of secret

governance into one simple trait. This sacrifices a great ~,

deal of nuance and strategy to gain simplicity and acces-
sibility — “zooming out” from the streetlevel grit and
blood of the traditional Vampire chronicle to the point
that individual minions are reduced to dots on a character
sheet. (See p. 233 for more.)

Loyalty: The measure of an asset’s or agent’s dedications
and allegiance to a Kindred lord in the Primacy style of
gameplay. Loyalty is, in Primacy, a counterpart to Health
and Willpower.

schema: A diagram or schematic describing power
dynamics, authority, territory or feudal control in a city
or domain. A schema is used by Storytellers to define the
social network that characters navigate as part of the Danse
Macabre. A schema is the shadowy, creepy structure of pas-
sions and lies that vampires explore in stories of intrigue
and espionage — the political map explored through so-

cially driven stories. Players create schema to visualize the
plots and relationships of their allies and enemies, and to-

reveal the political machinations at work in the city.

Site: The smallest scale of Kindred dominion, ranging
from the walls of a single building to the boundaries of a
large compound, and described by the Site Merit (p. 202).
Sites are essentially a combination of tools and resident
Storyteller characters (who may or may not be Subjects),
described simply through traits you already know, such as
Skills. A Site is as much one of your charactet’s resources
as it is a setting in your stories.

Subject: A Subject is a Storyteller character in pos-
session of a resource such as a Site, and suitable for
manipulation or coercion by a player’s character. Subjects
are the handles by which a vampire grabs hold of a Site
and takes control of it.
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Chapter One:
SLor Ilmg
m the City

There is no place here that is not open to me. My options are endless.

T waKe every night to a Kaleidoscope of raste and color, a glorious riot of sensation.
Pale neon light hums over flutrering eyes and gasping parted lips painted with hot blood
Muscled toughs tremble and lean into my ivory arms while sirens blare and fade.
Murderers pledge themselves to me, their veins pounding with mad five.

Sofr, wealthy mothers open their arms on the balconies, whispering my name. None here
can resist my touch, my call. I rise. and the ciry blooms, a crimson, million—peraled

blossom waiting for my Kiss. This is my city.

~ The Right Honorable Belinda de Havilland,
Marquise of Richmond and Councilor of the Tavictus
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“And when, considering that the city’s deceased might be reluctant to tell

their secrets to a provincial, he tried to conceive of his own dead faces,
Frank found that the white rectangle of the page had become like a

boarded-up window behind which we could imagine only empty rooms.”
— Paul LaFarge, The Artist of the Missing

Before anything else, think about what the city — any
city — is in the story. It’s the place where everything hap-
pens. It’s the visual, textural, sensual palette that colors
the imaginary “look” of your chronicle. It’s a representa-
tion of theme, a body of moods, a thing of atmosphere.
It’s the embodiment of a long history. It’s home to thou-
sands or millions. It’s the background and the details,
the satellite image seen online and the green street signs
on the corner, the midnight lights of an untouchable
skyline and the cracked asphalt that runs with blood. It
is everything, everywhere, all the time.

The city is the playground, the game level, the chain-
link wilderness and concrete ruins where anti-hero vam-
pires explore and hunt. It is the collection of recurring
settings that feel familiar to the chronicle’s characters
— Elysium, court, havens, the Rack, a favorite club, a
graveyard, a vampire temple — and the unfolding streets
and unexpected spaces that reveal themselves only when
those same characters strike off down unfamiliar streets
into the dark. It’s where you play.

The city is a character speaking with a million voices, a
character with a face of steel and brick and glass, a char-
acter with a body of asphalt and pipe and black water, a
character that insinuates itself into every scene.

The city is an instrument of gameplay, but it’s also a
narrative tool.

This chapter is about narrative, atmosphere, theme
and style. Storytelling ideas and dramaturgical notions
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run through this whole book like pipes running through
a building, but this chapter is focused on these ideas.
Game systems crop up here only to help these narrative
elements manifest in play.

The archetypal city of the World of Darkness is a
stylized doppelganger of a real-world city, seen through
a gothic lens and run through with a neo-feudal style.
What is this “neo-feudal” style? Why is it a good fit for
the horror, Byzantine intrigue and internecine drama of
Vampire and the World of Darkness?

How does a city grow and change, like a person?
What is a city’s character arc? How does this affect
your chronicle?

What does a city inhabited by a secret society of the
undead look like? How do their occult intrigues mark
the ordinary spaces visible to the public at large? What
parts of Kindred culture are visible on the surface of the
city? How can your character make her mark?

How does the city’s Prince play a part in the themes of
your chronicle? How does your choice of Prince change
the way you play Vampire! How can pairing a vampire
lord with a real-world city create an immediate setting for
your chronicle, complete with stories to tell?

How do you pick a real-world city for your chronicle?
What might that city look like in the nighttime gloom and
flickering fluorescent lights of the World of Darkness? How
might that city’s unique style alter the Danse Macabre?

Read on and find out.
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The World of Darkness presents a stylized setting, one
intended to conjure certain romanticized notions of a
modern Dark Age. We deliberately created the World of
Darkness, for Vampire at least, so that each city or each
domain would be considered an island unto itself. Part
of the haunting, fearsome legacy of gothic literature is the
sense that the protagonists of the story are far removed
from any external salvation or even the comforts of home.
Communication doesn’t occur between domains, and
cooperation certainly doesn’t. Similar to the visiting
Victorian gentleman trapped at the crumbling Carpath-
ian monastery, you're all alone but for the mad monk
plotting your death.

This translates into a few precepts that make Vampire a
distinct experience. Indeed, it even deliberately ignores a
great many of the modern conveniences we expect in the
world. Those are all conscious choices, though, and we
have the opportunity to shed a little light on them here.
After all, if you're building a city for use in a Vampire
story, it makes sense to be able to highlight or at least
understand the same themes and ideas we put in place
at the level of basic design.

o ~to—A ot o

LoosE TERMS

We admit up front that we're using the term
“Dark Ages” a bit liberally. We dont refer to any
specific time period with this phrase, and we
acknowledge that we're using it in a popular sense
as opposed to an academic one. The phrase is just
too perfect to eschew, though — the concept of
an entire period of time being without light (or
enlightenment) fits the conceit of a “World of
Darkness” wonderfully.

—

When we use the term neo-feudal, we're describing a
peculiarly Vampire social structure. Mortal feudalism is
a system of government based upon the relationship of
lords to the vassals beneath them, with all land owned by
that vassal and worked on by the tenants who occupied
it. The neo-feudal society of the Kindred is an adapta-
tion of that government model to a social structure. The
preeminent figure of the Kindred’s neofeudal society is
the Prince, who “owns” the domain, which he ostensibly
governs in the best interest of all Kindred. The Prince can

¥ -

bestow or revoke benefits within the domain, much as a =

feudal king could grant rights to land. While land is the:

resource of ultimate value to feudalism, domain is the

resource of ultimate value to Kindred neo-feudalism.

“Domain” is similar to land, but eclipses it —a Kindred.

granted domain is entitled to whatever the land within

that domain generates (provided he can claim it from
the mortals therein, which is an entirely different issue

and outside the scope of relationships between Kindred),
as well as any other resources that domain generates. A
Kindred whose domain is the downtown neighborhood
is the master of that domain, answerable only to his
neo-feudal superiors, and has the right to take whatever
downtown generates, and act against anyone who would
usurp that right from him.

Of course, what seems simple in theory is complicated =
in practice. The Kindred are a treacherous lot, and even-—
a Prince’s grant to domain is no guarantee that the='

Prince’s favor won’t fall somewhere else soon, resulting
in domain shifting at a whim. Currying favor with one’s
undead superiors is just as important as capably manag-
ing the domain.

The popular modern image of the vampire is a direct -

outgrowth of the Romantic movement. Romantic litera-
ture sought to create a strong emotional response as an
aesthetic experience. Gothic literature, following in the
footsteps of Romantic literature, expanded upon that
strong emotional response to specifically focus upon
horror, terror and the like. While horror and terror
aren’t traditionally considered positive experiences, the
emotional response people have to them is indeed strong,
and a sort of catharsis occurs when we read about them
as an audience or otherwise partake of them secondhand.
Consider the thrill of watching a good horror movie or
reading one of the short stories of the genre’s masters.
It’s fun to be scared, especially since we don’t really have
anything to fear from just a reading or viewing anyway
— it’s a safe way to experience the strong emotional re-
sponse to the strange and terrifying.

To ensure the integrity of the setting, Vampire occa-
sionally ignores or lessens the effects of certain aspects
of our modern world. With technology widespread
and travel both cheap and reliable, we've made a few
changes in the World of Darkness that help maintain
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the setting elements of isolation and decrepitude. What
follows is a discussion of how and why those occur, with
a bit of advice on how to work with those ideas in your
chronicle’s city.

To highlight the gothic feeling of a society lapsed into
barbarism, Vampire acknowledges that certain things don’t
work as they do in the real world. Indeed, the World of
Darkness is a world in which every generation isn’t auto-
matically assumed to have a better life than its parents.

This makes for a beautiful feeling of loss, a bittersweet
longing for what once was but won’t be again in a modern
lifetime. In fact, if you want to be a bit post-modern, the
idyllic past the world believes is lost might never have
occurred at all. The lost halcyon days might never have ex-
isted in truth, and might instead be nostalgic fabrications
of people who suddenly find that they are monsters.

Just as the collapse of the Roman Empire paved the
way for the provincial, isolated times known as the
Dark Ages, so, too, does becoming a vampire send the
individual into a decline, withdrawing him from society
at large and placing him within the crumbling confines
of an incestuous society of monsters largely beholden to
the traditions of the past.

Keeping all of the action local also keeps the scope
of the game personal. The concept of making the play-
ers’ characters the monsters and making them morally
accountable for their actions means that there’s going
to be a lot of attention paid to individual characters’ ac-
tions and motivations. While those things are certainly
possible in a globe-trotting chronicle, characters in larger-
scale stories also have to compete with exotic locations,
the vicissitudes of travel, huge networks of conspirators
and the action itself. In keeping stories focused locally,
the characters and their immediate environs are always
at center stage.

Modern technology presents a conundrum to many
Kindred. The rate at which technology progresses baffles
all but the most recently Embraced Kindred — and even
that statement changes almost daily in scope, as a vam-
pire 10 years into his Requiem has much more difficulty
keeping up with modern technology than a Kindred
Embraced six months ago. The learning curve and ac-
celeration of innovation inherently leaves static creatures

such as the undead behind.

In the World of Darkness, information comes to most Kin-
dred via traditional channels: print media, broadcast news
and word of mouth. A select few Kindred are young enough
or diligent enough to know how to operate technology.

7

Computers are the first and most obvious avenue in
which to roughen the edges. With the near omnipresence
of the World Wide Web in modern culture, information
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travels almost as quickly as the events that spawn it occur.
A butterfly flaps its wings in Brazil, and the price of tea in
China plummets as YouTube burns up with sensational
video of the insect.

To mortals, finding this information is as easy as open-
ing an Internet browser on a home computer. To many
Kindred, however, a computer is effectively a magic box
that sits atop the desks of the world’s modern techno-
wizards, into which people funnel an indecipherable array
of keyboard clicks and miracles issue forth. Vampires may
“live” longer than mortals, but vampires certainly don’t
age as gracefully, and a Kindred Embraced as an engineer
40 years ago won’t even know where the vacuum tubes
are in a modern computer, or where the punch cards go
to enable them to run programs.

Telecommunications

Mobile phones are another point of contention, and
potential suspension of disbelief. The modern image of the
sleek, sexy vampire as a desirable urban predator all but de-
pends on the mobile phone. Kindred call their connections
at nightclubs to get them on the guest list, their dealers to
provide them with enough blow to “share” with their vessels,
their informants on the police force to see when a sting might
be lined up for their slavery rings and their ghouls to come
clean up the horrific messes they've just made. Invariably,
vampires of the same coterie made up of players’ characters
call each other numerous times each night, forming plans
and locating each other. In this sense, the cell phone is a
fine tool. (As a lark, though, go back and read Interview with
the Vampire and marvel at how these characters all interacted
with each other without being able to speak to their allies
and enemies at the push of a button.)

Where mobile phones become an issue is in their global
utility. What’s to keep a Kindred from calling an ally in
New York City or finding a place to lay low in San Diego
when he finds himself in deep shit in LA? Theoretically,
nothing. In practice, though, it’s much more difficult for
secret societies to cold-call each other than it is for public
citizens. Worse than that, the signature gothic isolation
unravels a bit when help is just a phone call away.

Midden Societies
Stay Midden

What's the phone number for the Invictus! How about
the Prince? How can a Regent call up a member of the
Invictus in Detroit and ask him to send covenant Knights
out to Pittsburgh to support him? If that Regent doesn’t
already know some important Society vampire in Detroit,
how’s he going to get in touch with them? The Invictus
isn’t in the phone book.

i

The covenants are secret societies serious about keeping
themselves hidden not only from mortal eyes but from each
other, to whatever extent they're able. The Prince of one
city doesn’t want to import the problems of some other
city. The Kindred of Madison might be glad to hear that

Milwaukee’s court has fallen apart — whatever vampire gets .,

that message might go and make a power play for himself in
the ruins of Milwaukee’s court, but why would he inform
a bunch of would-be rivals of the opportunity?

Kindred may colonize a city when word gets out that

it’s vulnerable, and the pilgrims who dare to head across

the World of Darkness’s wilderness at night to establish
their own rule in these new cities may maintain ties with
their old sires or allies in their city of origin, but these
are special advantages cherished by the few vampires who
enjoy them. They are not the scaffolds of Kindred society.
When Damned colonists reach their destination, they're
like lions walking into the lair of other lions. Will the
local predators come back? Are they really gone? The colo-
nial Kindred don’t even know who the local vampires are
— they’re now on foreign turf facing an unknown enemy
no doubt determined to defend their territory.

Plus, newcomer Kindred have to worry about whatever *
it is that tore the local court apart. If the city’s Prince~-

and Primogen were shown the sun by a bunch of revolu-
tionary punks or insane VII, why would other vampires
want to walk into that situation? How bad must things
be to brave that kind of risk in the hopes of getting a
new start!

The vampire who calls for help is broadcasting his
vulnerability to attack. The coterie he asks for help is just
as likely to dispatch would-be conquerors to take control
of the place and develop stronger, more trustworthy ties
between the two cities — ties that inevitably erode and
break, over time. How can any territorial, predatory
monster trust another one if they cannot keep their eyes
on each other! How can any deceitful, blood-sucking
bastard trust another one not to betray him?

Distance destroys trust, and the Damned don’t have a
lot of it to begin with.

Gothic Isolation

Storytellers can address the issue of gothic isolation
by bringing into focus the peculiarities of the vampiric
condition. Working backward from the point of Kindred
origin, vampires don’t often maintain long-distance rela-
tionships because they rarely have chances to make them.
By and large, they stay in their own cities. They don’t
have the same sort of worldwide contact mortals do with
the rest of the world because of the technological issues
explored above. On top of it all, they're vampires, and
they have to watch out for their own interests. If they're

w0 Adeqs |

|

- 1""_.'11.._

=g

LY

¥y

F3 2 0



i ! .
il

bﬁjd'hi‘ ...k.i..l-..lﬁ.ﬁ.'

]
WP

chapter one

Q9

A2 e

smart, they cut off as many ties to their living personas
as they can — it’s a problem when your friends come over
to watch the Cincinnati-Pittsburgh game at your place
and you burst into flame because they dropped by while
the sun was still up. Such being the case, long-distance
relationships tend to atrophy before local ones (which is
actually a blessing in disguise, because they’re also less
likely to follow up on a character who suddenly drops
out of contact).

Going all the way back to the point in contention, a
¢haracter who suddenly makes contact with a long-dis-
tance ally and asks for a favor is going to be considered
rude or neglectful at best. At worst, the long-distance
contact is going to tell someone else about him, and that
someone may have a unique interest in the character. Even
if the character isn’t offended at being dialed up out of
nowhere, he may attempt to renew frequent contact with
the character, which may encourage other, local people
with whom the character has severed relationships to
look him up again. Is it worth the risk?

Reinforce with players that this isn’t intended to punish
those characters who wish to have a technological bent.
It’s to emphasize that the static Kindred have difficulty
keeping up to date with mortal trends. Indeed, as fewer
Kindred will know the ins and outs of these particular
Skills, it creates a premium on that knowledge, making
those vampires who do have a contemporary grasp of the
Skill in question valuable allies. As well, having vampires
remain largely ignorant of technology’s function main-
tains that gothic distance between places. Even though
the distance initially vanished only in the virtual sense
anyway, the isolation is key.

Systems: Storytellers who want to highlight the inertia
of Kindred technological progress may choose to charge
an additional experience point cost per increased dot for
technology-related Skills (Computer and Science, and
possibly certain applications of Medicine and Craft). A
casual nod to this idea might cost an extra experience
point per dot, while a more severe gulf between vampire
understanding and mortal technology might see the costs
to increase these Skills double.

Storytellers should also monitor Merits that involve
people in other places very closely. Unless the intent of
the chronicle is to allow vampires contact with a wide
variety of contacts all over the place (as in Nomads), So-
cial Merits should remain local, and, as always, subject
to Storyteller approval.

The Kindred find it difficult to leave their isolated
domains. We knew we wanted this design precept in the
game. (Rather, we decided that we wanted Requiem’s
vampires and their concerns to remain local because we

-

had already done a game about the undead and their
globe-spanning conspiracies, and we’d already explored
that story arc for 13 years.)

As well, the seminal vampire stories in the gothic
tradition limit travel. In their harkening to medieval,
barbarous times, travel was something fraught with
peril — if the journey didn’t present enough danger,
the destination surely did. Recall Jonathan Harker’s
haunted travel by train and wagon to Dracula’s castle,
or the count’s own travel by a ship that became plagued
and abandoned in Dracula. The titular castle provides the
only locale necessary for the horror and madness of The
Castle of Otranto. The hardships of the journey and the
ultimate new terrors of each locale punctuate Louis and
Claudia’s journey in Interview With the Vampire.

As well, we designed the World of Darkness as a
greater entity in which even the monsters present didn’t
understand all of its secrets. The vampires of a given
domain, at the top of the food chain as they are, are
as often prisoners of their own domains as not. These
population centers themselves sometimes spawn incho-
ate mysteries, but at least the Kindred understand their
own city streets. Once they move out from their home
territories into the mysterious no man’s land that lies
beyond, they don’t have the comparative comforts of
home to succor them.

The technology mentioned above also plays an esti-
mable role in the locality of stories. Quite simply, many
vampires don’t trust travel because of the vagaries of
technology involved. It’s one thing to break down on the
side of the road with a flat tire. It's wholly another to be a
Kindred trapped 90 miles from anywhere with a flat tire
and the sun due to rise in just under an hour.

Certainly, one could arrange to have oneself shipped in
a casket or similar method, but then who comes to load
the casket onto the plane or boat? How does the casket get
to the dock or airport to begin with? All of these scenarios
involve immense trust in one’s own retainers, assuming
one has them, and then additional trust on behalf of the
pilots, porters and dockhands who will handle the cargo-
class vampire as she leaves and arrives at her destinations.
This doesn’t even take into account the added security
concerns of nations that have protections in place against
travel-related terrorism at any given time.

Surely, these aren’t overwhelming difficulties to face,
but neither are they infallible. If a Kindred chooses to
travel, sooner or later that Kindred is going to face the
endemic troubles related to travel. His casket — or what-
ever method he contrives by which to travel — is going
to end up at the wrong place, or at the wrong time or
be opened by a hapless clerk after he’s been forgotten
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in it and rerouted for a month. The Kindred who drives
himself back and forth along some travel route is going
to run out of gas at an inopportune time, or run afoul of
a pack of Lupines or simply be lost in some ineffable fog
that seems to rise out of nowhere and leave him hundreds
of miles from where he thought he was.

Again, all of these serve to keep the focus on isolated
communities, where the characters’ actions in the locale
have the most immediate and demonstrable repercus-
sions. This is all in keeping with the gothic tradition, and
the crumbling, medieval imagery iconic of the genre.

Systems: Truly, it’s beyond the scope of a few dice rolls
to determine the hazards that travel poses for vampires.
Such complications are themselves the stuff of story
developments and plot complications on the part of the
Storyteller. The potential well-being of characters is too
much to trust to mere dice — one bad roll might effectively
mean the death of a character — so the great difficulty of
travel is built into the setting.

That’s not to say a chronicle focusing on a traveling
pack of vampires isn’t possible. Such a chronicle simply
needs to focus on different themes. For more informa-
tion on such a chronicle, see the Nomads supplement
for Vampire.

i

Gothic architecture abounds with hallmarks: soaring
spires, leering gargoyles, flying buttresses, semi-circular
vaults, stained and leaded glass, the seminal pointed arch
called an ogive. Fusing any one of these classic features
with a more modern element can create a moody new

image in the players’ mind. Consider flying buttresses °,

traced with neon, gargoyles clutching stuttering fluo-

rescent lights in their mouths, a churchly row of arched =;

alcoves each housing a lone payphone, modern office
buildings with wired rose windows, chain-link portcul-

lises, elevators climbing up the sides of towering pillars -

in the nave-like lobby of a modern corporate castle.

When building the city in which your chronicle takes

place, don’t be afraid to stylize it a little bit. In fact, es-

pecially if your chronicle is taking place in your troupe’s
hometown or a city you know well, stylize the holy hell out
of it. You have, essentially, an infinite set-building budget
governed only by your imaginations, so take your local
geography and architecture and make it your own.

Cosmetic changes are easy to make, but can go a long
way toward casting the city in an altogether different

light by night. Your best friends here are gargoyles, -
buttresses and ruin. Take a prominent local landmark; =
place a few ominous gargoyles on its cornices (but don’t=
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overdo it, lest the lampoon aspect of gothic literature
rise to the fore) and suddenly your library is a much
more foreboding place. The flying buttress, architec-
turally speaking, served to draw the eye heavenward.
Typically found on churches and cathedrals (naturally),
flying buttresses kept the peasantry’s minds on Heaven,
which would be their ultimate reward for an earthly
life lived in service to God. That theme works well for
the World of Darkness, too, where many people place
their hopes in a rewarding afterlife because the temporal
world is so corrupt and dangerous.

Although ruin isn’t necessarily an architectural design,
it can feature prominently on local buildings as well, sug-
gesting moral decay, physical corruption or the passing
of the structure into anachronism. Imagine if your local
mayor’s mansion has fallen to ruin, yet he still occupies
the home. Likewise, what about the crumbling manor
on the outskirts of town, still the ancestral home of an
old-money family with rumored connections to the un-
dead... and worse?

Ruined churches suggest an absence of faith, or perhaps
its tenacity (depending on whether it’s populated or not),
both of which have a place in a tale of the modern city. A
ruined city hall suggests a failure of local government to
represent its people; a ruined police precinct suggests the
inability of the city to protect its citizens. However, a ruin
need not be an all-ornothing affair. A building might be in
its first stages of decrepitude at the chronicle’s onset, wors-
ening or undergoing renovation as the storyline dictates.
A few lichens on an otherwise pristine condominium
development symbolize the onset of some malfeasance.
A small civic auditorium on the point of collapse that has
investors behind its renewal all of the sudden represents
redemption, or a bulwark against encroaching doom. And
these are simply cosmetic changes.

Adjusting the architecture on a larger scale gives a
Storyteller even more thematic and plotting room to play
with. Additional cornerstones of architecture in gothic
literature include catacombs, abbeys and cathedrals and
castles. While castles are, sadly, uncommon in North
American contexts, there’s no reason one can’t have
been transplanted into a new location by a wealthy Eu-
ropean lord at some point in history. Don’t be ashamed
to drop a castle wherever you’d like one (again, so long
as you don’t overdo it). If your chronicle takes place in
Europe, well, you're lucky: Europe abounds with cool
castles. Simply install a vampiric lord of the night, and
you're good to go.

Churches and cathedrals obviously represent faith, but
modern takes on them can juxtapose that faith with some
earthly concern, they can highlight the absence of faith in

-

an area or they can outright represent the abandonment
of faith in favor of more vulgar concerns. One need look
no further than the archetypal North American city for
an example of this: New York’s notorious Limelight night-
club was practically designed to be adapted to a Vampire
story, considering the club’s infamous history of drugs,
sex, money-laundering and even murder. A Storyteller
might even place a blasphemed church into his local
geography to represent overt evil, perhaps as the place of
worship for a cult or a haven for a vicious gang.

Tunnel networks practically beg for inclusion. In fact,
incorporating them into local geography might not even
be that much of a stretch. Simply declare that a certain
(perhaps fictitious) subway line has been abandoned and
is now home to a weird faction of Kindred or other mon-
strous beings. Perhaps the service tunnels beneath your
city’s downtown were originally built by the city’s found-
ing civil engineers to connect to one another, providing
the vampire who finds those 18th-century maps in the
gargoyled library with a veritable skeleton key to all the
important locales of the business district. The city might
even have its own unique subterranean constructions,
such as les carriers des Paris or the yellow fever tunnels of
Savannah, Georgia. Whatever the case, whether they're
authentic or manufactured, use your city’s underground
infrastructure for a dose of gothic veracity.

Systems: Architecture and locale don’t have a system
all their own, but they certainly affect the flow of events
in the story. Certain circumstance bonuses and penal-
ties may apply to specific situations at the Storyteller’s
discretion. For example, a gargoyle protruding from a
rooftop might provide an extra bit of space for a character
to jump to the next roof, and thus offer a +1 die bonus
to that dice pool. The crumbling ruins of a murdered
Kindred’s manor might hold footprints well, offering a
+1 die bonus to anyone tracking intruders there, as well
as a -1 die penalty to anyone attempting to obscure his
passage in the area.

While this section is too small to detail an all-inclusive
list of architectural modifiers to every scene they might
affect, a good collection of other examples can be found
in the “Hot Pursuit” section of Chapter Two (p. 163).

Architecture and location also play an important part
in the Haven Merit. We have no need to reiterate the
system here (it appears on pp. 100-102 of Vampire: The
Requiem) but remember that location is an important
aspect related to a Kindred’s home. You can characterize a
haven, just as any other site, but you can also use a haven
to symbolize and add dimension to your character.

The way Vampire treats territory is unique in compari-
son to the other World of Darkness games. Werewolf
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deals in broad swaths of territory, with the protagonists
of the story bound by function to patrol the borders of
the physical world and the spirit realm. Mage opens up
the borders of space so that they're limited only by the
capacity of thought — the physical world is merely the
scholar’s library, while his intellectual work is the true
measure of his achievement. Promethean characters
fear no boundary, as theirs is a quest of discovery, both
internal and external. The grim, fairy-tale feudalism of
Changeling is its own beautiful mire.

Vampire, though, yields a very different sort of terri-
torial experience. Vampires can’t leave their cities. God
only knows what’s out there, and the only thing that’s
certain is that it’s damnably hard to find vessels once
the population density decreases. Vampires are likewise
threatened by the sun, so long-distance travel is precari-
ous and requires more preparation than it’s often worth.
Once the Kindred finally does manage to relocate himself
to a different domain, he’s faced with an entirely new
set of problems in the form of the Predator’s Taint. The
vampire in question probably knew many of the other
Kindred in her old domain, but when she’s faced with a
burgeoning frenzy anew every time she meets someone
in her adoptive new domain, the potential for disaster
goes through the roof. It’s no wonder, then, that most
Kindred resign themselves to playing out their Requiems
in a single domain.

That isolation is part of the point, after all. Being a
vampire is a curse, and curse is no easy thing to bear. Ef-
fectively, vampires are trapped in their home domains,
again similar to the protagonists of gothic fiction who
find themselves kept against their ultimate wills in alien
environments. If Sartre were a vampire, he’d no doubt

describe hell as other Kindred.

That trap, miserable as it is for vampires themselves,
is a wonderful tool for the Storyteller’s use in creating
conflict. Territory is the primary and obvious impetus by
which vampires further subdivide themselves.

This also makes territory an immensely valuable resource
for the Kindred to manipulate. A grant of domain yields
not only the right to the land (in a Kindred context) but
the right to glean from it whatever that domain has to of-
fer. That most obviously includes hunting grounds, but a
domain can offer other benefits, tangible and intangible,
as well. A Kindred whose domain includes the city’s most
august library symbolically controls a great deal of knowl-
edge. A Kindred whose domain includes the headquarters
of the City Tribune likely has ties to the media; a vampire
whose only claim is the Oldtown Barrens is probably politi-
cally on the outs, but he still has a better domain than the
landless Kindred with no domain to her name.

i

So there you have it: that tells you why we’ve made
vampires the way they are in that sense. Now how do
you use it in a story!

In most Princes’ cities, even the lowliest Kindred is
master of her own haven. That is to say, almost every time
one finds the Kindred, one finds each Kindred holding
a small bit of domain, whether it’s a squalid mausoleum
or a veritable palazzo.

In her domain, the individual Kindred’s word is ef-
fectively law, so long as it doesn’t contradict any greater
custom of the domain. Indeed, even this last is a bit

flexible in most Princes’ cities. What a Kindred gets up

to in his own haven is a private affair, as long as it’s not
doing anyone else any harm. One example of this might
be feeding in one’s haven — the Prince may have decreed
it against local law to feed in certain sections of town, but
a Kindred can feed in whatever part of his own haven he
damn well wants to, even if his haven is located in one
of the verboten parts of the city. Likewise, a city under a
Sanctified Prince might outlaw diabolism, but a Kindred
in the safety of her own haven can venerate all the devils
she wants (though, realistically, she’s probably going to

get herself into eventual trouble with the Powers That -

Be if she pursues faith of that nature).

Only the most heavy-handed Princes restrict practices
in personal domain, for the simple reason that it’s the
proverbial slippery slope. The Prince’s subjects may favor
cracking down on that devil-worshipper, but who’s to
say that their own faith won’t be outlawed tomorrow
night, if that’s made the case? And who's to say forbid-
den practice would stop at religious choices. What if it’s
suddenly outlawry to belong to the Ordo Dracul? Or to
merely be a Gangrel? Granted, these seem like extreme
examples, but they do happen — and they're almost
exclusively the characteristics of paranoid, powermad
Princes in crumbling domains. It’s great, gothic stuff
to use in a city for a story, but it sets a tone that not all
players will appreciate.

Princes, for their part, enjoy the idea of personal do-
main for two main reasons. First, their subjects practically
demand it as a right, and it’s a small enough concession
to a city’s Kindred to acknowledge that they’re the mas-
ters of their own holdings. It makes a martyr out of no
Kindred, and no vampire gets to make a melodramatic
soliloquy on the pyre about dying for basic freedoms that
would galvanize the other Kindred into action against the
Prince. Second, a personal domain gives each vampire
a taste of what responsibility is. Sure, any Kindred can
make the rules in her own haven, but she then has to
enforce them, balancing their importance against the
benefits of their commitment. If it’s against the rules for
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a woman to wear the color green in the Nosferatu Lono’s
lair, well, it’s up to Lono to make sure females observe
that custom. It’s essentially a small-scale taste of being a
greater Kindred noble.

Personal domain is a custom observed with a sliding
scale of reverence in most cities. Some populist Princes
swear by it, and adhere to the hospitality of a haven’s
host even when their august personages visit the lowliest,
lime-crusted hovel in town. Other times, any officer of
the Prince’s court effectively trumps personal domain
by dint of being, literally, more important than a lesser
Kindred. That’s not a explicit excuse for any of them to
be boorish, but some are. In the end, regard for personal
domain is one of the attributes of a city that speaks vol-
umes about the fates of the Kindred who dwell there. If
personal domain is nonexistent or constantly under siege,
the city’s Kindred probably lead vicious or beleaguered
Requiems. In cities where it’s sacrosanct, the Kindred
probably have a comparatively comfortable degree of
privacy, even if they hate their Prince.

System: The character’s investment in her Haven Merit
reflects the sanctity of her personal domain. For each dot
she has committed to the Merit (cumulative in whatever
sub-attributes of the Merit the player has purchased), the
character can establish one custom of her own personal
domain that other Kindred of the city know about and/
or respect. So long as these aren’t blatant dismissals of
the greater laws of the domain, Kindred visitors to the
character’s haven will observe these customs, or at least
know that they’re breaking them when they do so.

For example, Lono has three total points invested in
his Haven Merit. The customs of his personal domain
are “females may not wear green within the haven,” “visi-
tors must leave the haven when asked to do so” and “the
haven must remain empty on nights of the new moon.”
When the Gangrel Vanian visits Lono at his haven and
upsets his host, Lono asks him to leave. Vanian sneers
and bares his fangs, but he heeds the custom. (If the
Storyteller decided to have Vanian attack Lono in his
haven, that would be fine, but it would signify to both
player and Storyteller that Vanian was beyond observing
the mores of the local Requiem. Assuming Lono and
Vanian survived the attack, Lono could bring Vanian
before the Prince or Seneschal and have him answer to
charges of violating the domain of another, assuming the
Prince was enlightened enough to provide such forms of
redress to his subjects.)
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Observance of hunting grounds varies by domain as
well, which most Kindred expect. The most common
arrangement is for most of the city to be available to all
Kindred for the purposes of hunting, with a few regions
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As a resource, feeding grounds are perhaps the truest
representation of feudal materiel in the neo-feudal social
model. Land represents the ability to grow food in the
feudal system, and the ability to extract that sustenance
directly from granted domain is the greatest asset to a

neo-feudal Kindred.

System: Exclusive hunting grounds grant a dice pool

where only certain Kindred have hunting rights, and a
few regions where hunting is forbidden altogether. As
always, some extremely liberal domains and some very
conservative domains buck these trends. In the liberal
domains, all Kindred may well have the right to feed
anywhere, possibly with the exception of a few zones
offlimits to all Kindred. On the other end of the spec-
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trum, some domains might literally assign each Kindred
a feeding ground and then punish him if he’s caught
straying from it. In the most draconian domains, certain

bonus to hunting attempts made therein. That bonus -
should range from +1 to +3. Each increasing bonus in
hunting dice pools should be proportionally rare, at a rar-

Kindred are deliberately overlooked when it comes to
hunting grounds, and then hauled before the Prince and
his court when they’re finally caught breaching the rules
for their very survival. It goes without saying that these
are distinctly unpleasant domains.

ity determined by the Storyteller to represent the scarcity =%
or bounty of easy Vitae in the domain. For example, there-“
may be four hunting grounds of +3 value in the domain,
12 of +2 value and 36 of +1 value. These values are not *;
cumulative; time spent hunting in one feeding ground

Feeding grounds represent an excellent feudal asset for
Princes and lesser nobles with the ability to grant such
rights. Naturally, they mean a great deal to the Kindred
who receive such rights. Given that the urge for Vitae
replaces all other mortal desires in the Kindred, being
granted hunting grounds is like a mortal being given his
own mint, brothel, steakhouse and amusement park.
They're easy for Princes to grant, as well —all but the most

precludes time spent hunting in another (see p. 202).

As an option, the player may choose to “cash in” a
hunting ground in order to cultivate a number of Herd
Merit points equal to the original bonus. This effectively
reduces the bonus of that hunting ground to +0 perma-
nently. (Kindred may continue to hunt there, but they
simply don’t gain the benefit of the bonus anymore.)

Multiple Kindred may share the benefit of a plenti-_

vicious Prince acknowledges the right of the Kindred to

‘ =i i ful hunting ground, but overtaxing the local vessels is=:
sustain themselves, and being given esteemed permission

a quick way to scare people off and thus reduce the ™
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to do so makes the Kindred happy to have what they re-
ally should expect anyway.

Feudally, many nobles keep certain hunting grounds to
themselves, along the lines of a “king’s forest” in which
only the eminent lord may hunt. These tend to be the most
bountiful or most prestigious hunting grounds, naturally.

By way of reward, many Princes allow lesser nobles to
bestow hunting grounds privileges on lesser Kindred. It
makes those nobles feel empowered to be able to grant
significant boons, and it again reinforces goodwill on the
part of the common Kindred, all for very little expense
on the part of the Prince.

The threat of revoking hunting grounds also serves as
a strong crime deterrent for the Kindred. Since Vitae is
so all-important, losing an exclusive line to that Vitae
isn’t something any Kindred wants to consider, and this
ensures the best behavior of the ruck and run of Kindred
society. As well, a hunting ground revoked can easily be
bestowed upon someone else, which is a subtle benefit to
clever Princes and nobles. After all, the Kindred who lost
the hunting ground is likely to bear the grudge against the
Kindred who just had it bestowed upon her, rather than
the Prince who took it away. That method of deferring
grudges also works on ennobled Kindred, and two feud-
ing Primogen will turn their attentions upon each other,
allowing the Prince to dodge their scheming vendettas.

i

bonus. Each time in one month that more than a single
character takes advantage of the bonus in a specific
hunting ground on a single night, make a note of it. If
such occurs more than the value of the bonus in that
single month, the bonus is negated completely until the
Storyteller deems otherwise.

Precious few Kindred ever receive full grants of domain
from the Prince, and even fewer are given unilateral grants
that establish them as Regents. In this sense, the neo-feu-
dal world of the Kindred is very similar to the mortals’
feudal system, in which 3% of the population controlled
97% of a country’s land, wealth and other assets.

A grant of domain effectively establishes a given region
as one Kindred’s private property. The rules for this pri-
vate property are largely the same as those described as
customs in the personal domain section, above, only they
apply across a broader area. Most of the time, they still
keep in line with almost all of the city’s other policies, but
every now and then a powerful elder can push through a
radical change in one or two local customs. This happens
when the elder in question has something on the Prince,
or when the Prince sees the benefit of a given custom
but doesn’t want the hassle of enforcing it himself. For
example, a Nosferatu elder might run a literal slave mar-
ket once a year in his private domain. Modern slavery is
about as dangerous to run as criminal side ventures can
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get, so naturally, the Prince wants nothing to do with
it. Under the table, though, the Nosferatu elder gives
the Prince a significant cut of the profits, and if it ever
comes to light, whether to mortal eyes or some Kindred
authority, the Prince can disavow himself of it.

It’s not always heinously illegal activities that occur in
private domains. Sometimes they're known for the best
parties, where the Kindred elite hobnob with mortal
celebrities, while in other domains, high-profile contact
with mortals is frowned upon. A Kindred with a private
domain might offer succor to vampires on the outs with
nobles of lesser stature than herself in exchange for
promises of servitude or profit. An Ordo Dracul elder
might have his own domain, where none but the Dragons
may be present.

Grants of domain in this manner are similar to feudal
fiefs in a mortal sense, with all of the profits or benefits
of the region belonging to the Kindred who claims the
domain. Obviously, that doesn’t mean that the Kin-
dred in charge (necessarily) barges into every bodega
or coffee shop in the domain and empties the tills, but
it does provide a certain degree of regional influence
over industries located in the domain. For example, a
Kindred whose domain consists of the 13th Precinct (see
World of Darkness: Tales of the 13th Precinct) prob-
ably has some influence within the police, or at least an
informant behind a shield. A Kindred whose domain is
the docks probably takes a cut from any import/export
happening on the river, or else the shippers might have
their vessels quarantined, or manifests go missing or an
inconvenient 20 kilos of Colombian coke turn up in
the captain’s quarters. Domain represents an interest in
the micro-scale local economy. The Kindred still need
to operate with the secrecy of their nature intact, but
they’re certainly allowed to and even encouraged to wet
their beaks therein.

Subinfeudation is an even grander grant of domain,
effectively allowing a Prince to declare a certain region
the nigh-sovereign domain of a sub-Prince, known as a
Regent. While this reduces the area over which a Prince’s
own pure domain extends, the sub-domain offers several
benefits. First, the sub-domain established, known as
a tenurial domain, literally answers to the Prince in a
feudal sense — the Regent is similar to a duke and the
Prince remains his feudal superior. Thus, the Prince
can reap some portion of the benefits belonging to the
Regent. Second, the tenurial domain is the Regent’s to
police and protect. Problems with the mages? Take it to
the Regent. Police strike in the domain? Take it to the
Regent. Acolytes poaching the hunting ground? Take it
to the Regent.

B:T:n

The benefits to the Regent are considerable, however,
easily offsetting the feudal duty to the Prince that re-
mains. The Regent has the greatest leeway in establishing
customs that negate, bend or exceed those of the city
proper. So long as the tenurial domain remains opera-
tional under the Regent’s direction, what the Regent
says goes. (Of course, a Regent in direct opposition to a
Prince will likely have his tenurial domain retracted, un-
less some specific arrangement or circumstances explain
why such a vast difference between the traditions of the
two domains exists.)

In many cities, anyone granted domain, whether te-
nurial or private, can further grant nobility within that
domain. While this ennoblement doesn’t necessarily
grant any power or place among a Prince’s court, it’s often
the first step in a Kindred’s political career, presaging
some degree of local influence and probably a distinct
domain of her own at some point. Within a private or
tenurial domain, one granted sub-domain therein has
rights over his own, smaller domain, as described in this
section. Domains can be subdivided almost infinitely in
this manner, down to individual streets and buildings in
some cases. As the dividends become smaller, so, too, do
the profits, and feudal obligations grow greater, as one
then owes fealty to everyone up the chain of domain
grants. It’s no surprise, then, that as domain grants
shrink in size, they grow greatly in political viciousness
surrounding them.

ot ot o

Rocut Craims

What's to prevent a Kindred from claiming a
given domain as his own and challenging anyone,
Prince or otherwise, to prove him wrong?

Nothing. A Kindred with enough sway to
claim his own domain and shirk any presumed
feudal obligation is certainly a force to be
reckoned with.

In practice, Princes rarely allow these rogue
domains to garner much attention among the
Kindred. The Princes will either grant the rogue
claimant the domain he wants anyway (so it all
looks on the up-and-up), or they'll negotiate
with him to keep the issue under wraps as much
as possible.

If such a bold and public claim ever occurs in
a domain, it's usually quashed immediately by a
Prince who knows that showing weakness is not
the way to keep a domain. If the Prince is unable
to bring the rogue into line, his nights as a Prince
are probably numbered, because there's always
somebody badder out there who can put the
rogue in his place.

-
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System: The full mechanical benefits of domain are
greater than can be summarized in this brief space. For

more information on the benefits as represented by the
Domain Merit, see pp. 200-202.

We've mentioned before that the Kindred are slow to
adapt. Cursed as they are in the stasis of their Requiems,
the same mystical force that returns their bodies to the state
in which they were Embraced also affects their minds some-
what. The Kindred almost inherently become conservative
upon their Embrace — what worked for them in life should
work for them in death, and if the Kindred have always done
things a certain way, well, then, who’s the lone vampire to
challenge those time-tested societal structures?

At least among Kindred scholars, that’s the prevailing
wisdom as to why Kindred society has remained largely
unchanged since the nights of ancient Rome and the
Middle Ages that followed antiquity. Certainly, the most
annuated of the elders might remember when lieges
answered to lords and the greatest lieges could call upon
their subjects to aid them in their causes. That’s what
the elders would have the young Kindred think, anyway.
Since precious few Kindred are more than a few centuries
old (and even those are considered venerable by their
contemporaries), it’s unlikely that anyone’s bringing the

i

experience of Charlemagne or the chivalry of Chrétien
de Troyes to the council of Primogen.

Still, feudal customs persevere. The preeminent Kin-
dred of a given domain is often a “Prince,” and she
often maintains a “court” of advisors, populated by a
“Herald” and a “Seneschal” and a select, quasi-aristocratic
body of lords, chamberlains and viziers. The practice of
“subinfeudation” allows Princes to appoint “Regents” of
specific territories, much as a king would award a parcel
of land to be governed by lesser lords. The “Sheriff”
— from the Middle and Old English words for “shire-
reeve” — enforces the edicts of the Prince as an extension

of her authority.

Beyond that, many of the covenants and local structures
adopt neo-feudal practices of their own. The Invictus ob-
serves oaths, the Circle of the Crone and Lancea Sanctum
support religious hierarchies and the web of promises
and prestige overseen by the Harpies and their ilk is like
a dark counterpart to courtly intrigue and chivalry.

That'’s all fine and good, and the roles of the Kindred
who are part of the local power structure are made plain
in their titles and actions, but what does this all mean
in practice? What does a Seneschal do when he rises
each night? Certainly the Herald has more to do with
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chapter one

his Requiem than follow the Prince around and wait
for her to tell him, “Go say some stuff in my name.”
The Sheriff who exists solely to enforce the Prince’s
will is a poor model for the office, as he’ll soon lose the
respect of the Kindred he’s supposed to keep in line
as well as neglect the contacts and informants whose
secrets he requires to stay a step ahead of the scofflaws
among the undead.

That’s what this section investigates. To what extent
do feudal roles dictate a Kindred’s affairs? What might
a Kindred’s specific duties be? How do key Kindred in
these roles affect the city’s mien? What might a Kindred
possessed of a feudal title be found doing on any given
night? To this end, each office or practice receives a bit
of description of its responsibilities in practice, as well
as 10 possible activities that characters who interact with
the “noble” might find her doing.

o oot o

FEUDALISM VERSUS MANORIALISM

Strictly speaking, Kindred society has as much
in common with manorialism as with feudalism.
Manorialism is the system whereby the lord in
his manor parcels out land to the villagers who
dwell in the town nearby. The town is served by
a church, which ministers to lord and peasant
alike. These are the traditional three estates of
the realm from the Middle Ages — the nobility
(the Invictus or, sometimes, the Carthians), the
clergy (the Lancea Sanctum or, sometimes, the
Circle of the Crone) and the commoners (all the
low-status vampires).

In manorialism, the lord doles out responsibility
for farming tracts of his surrounding lands to the
peasants and vassals beneath him. Traditionally,
peasants are responsible for providing food
from the land for their lord, and military service
when called upon. Among the modern Damned,
vampires making havens in the lord’s shadow
are responsible for maintaining order and the
Masquerade within their little yard, night to night.
Some of the surrounding ground remains public,
for use by the peasants (in this case, the common
vampires) in general. Other ground remains the
unigque and sacrosanct property of the landlord.
Similar to the medieval crofter, the modern
vampire is a subsistence farmer, eking out enough
sustenance from the surrounding fields to survive
another cold, dark winter.

Kindred are the lords, priests and farmers. The
living populace is the field. The crop is blood.

-3 ¥

The most august of titles among the Kindred, the
Prince is the final authority over what passes for policy
among the undead of a given domain. Effectively, the
Prince is the King of the Vampires in his domain — or,
at least, that’s what the position signifies. A weak Prince

¥ -
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may rule at the whim of a council of his seeming coun-
selors. In any case, the Prince represents final authority
in all matters of the Requiem.

That authority stretches as far as the Prince can main-
tain his supremacy. Oftentimes, that distance is assumed
to be a city simply because the region is assumed to be
a domain. Few kings ruled part of a kingdom, so most
Kindred in town regard all of Baltimore as the Prince of
Baltimore’s domain, for example. In practice, handling
the Kindred affairs of a domain is as effective only so far
as other vampires believe the Prince has the authority to
enact his will. Few Kindred are bold enough to cross a
Prince openly within his assumed domain, though, so
even Princes with little actual authority sometimes have
formidable practical authority.

Among vampires, the role of Prince is as much social as
it is governmental. That is, the prevailing social contract
places the Prince in the role of enforcer and arbiter. The
Kindred, owing to the fact that they remain hidden from
the world at large, have no authority beyond the Prince
to appeal to when a matter requires his attention. Thus,
its important that the Kindred have respect for and trust
in their Prince.

Easier said than done, of course. Too often, the Kin-
dred bemoan tyrant Princes and their overbearing de-
crees, fool Princes propped up by some power behind the
throne or partisan Princes who favor certain covenants
or clans over others. It doesn’t help that many Princes
are indeed corrupt (as follows Lord Acton’s assertion
that power corrupts), or instead invoke the gravity of the
office when the wisdom of their reign is found lacking.
“Because I'm the Prince!” is the justification of a monarch
likely facing his final nights holding that title.

This makes the office of Prince somewhat precarious
in practice, in seeming contradiction to the tenure-for-life
that mortal feudal societies observe in all but the most
dire circumstances. Cities may have a new Prince every 25
years, every decade or even every year — it all depends on
the political climate. In a city where many young Kindred
don’t buy into the feudal model, a would-be Prince is going
to have a difficult time exerting his authority. In cities such
as these, a tyrant Prince is as likely an outcome as a demo-
cratic council. Indeed, when the “enlightened” whelps
clamor for such foolishness as “equal representation,”
the entrenched elders often approve of radical, bloody
demonstrations of Princely power that show the rabble in
just whose hands the power of the night resides.

Example Actions: On any given night, a Prince might...

... hear an appeal from a Kindred he’s declared outlaw.
The outlaw originally assumed that he’d be a martyr for
his cause by openly rejecting the Prince’s rule, but since

«.. storytelling in the city
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the outlaw’s been ostracized, he has no hunting ground,
no recognized haven and no allies who want to risk their
own asses lending their aid to the anathema.

... host a dinner for mortal luminaries in town. With
so many of the city’s movers-and-shakers secretly answer-
ing to him, the Prince wields a great deal of political
power that local authorities recognize but don’t quite
understand. The dinner is a chance for them to meet
the enigmatic power broker who has so many members
of the financial community (or the local art scene, or the
local cultural clique, or organized labor or...) deferring
to his judgment.

... host a sitdown with the various organized crime
elements in the domain. Particularly in violent cities, a
Prince’s feudal right may literally stem from his physical
might and his willingness to spill blood, even on the steps
of City Hall when necessary. These “robber Princes” are
the modern legacy of medieval warlords, taking their bru-
tal armies to the streets and operating outside mortal law
to make their own political mandates when necessary.

.. enjoy a concert given at a local venue. A Prince
needn’t be a stuffy, untouchable archetype relegated to
back-room meetings and great hall decrees. The Prince
has to find something in the Requiem that gives him
personal pleasure, because the ones who do it solely for
the political power are often driven mad or depressed
utterly by the seemingly endless responsibility.

.. adjudicate a dispute between two rival Regents.
Although many young Kindred believe it to be so,
“those in power” are rarely a unified cabal. In fact, most
of the time, the halls of power are rife with treachery
and duplicity. The sensible Prince tries to keep all of
his subjects, especially the politically powerful ones,
complacent and thus able to focus on the needs of
the domain. In practice, this often takes the form of
appearing neutral but actually inciting further hostil-
ity between his feuding lords, thereby keeping their
destructive urges turned toward each other and their
treacheries against him from fomenting. There’s a rea-
son so many Princes swear by the work of Machiavelli
that shares the same title.

... cruise the Rack for a tempting vessel. True, many
Princes have extensive herds of their own from which to
feed, but even the most paranoid Prince desires a change
of tastes in his nightly repast every once in a while.

... hold an informal meeting with newly emancipated
Kindred and Kindred who have recently come to the
domain, so that he can learn who's in his domain. Many
Princes ignore young Kindred or automatically treat
them as subservient, but the wise Prince knows that his
domain is literally the Kindred who make it up. The
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more he knows about young Kindred — especially if other
prominent Kindred ignore them — the more he knows
what’s happening on the streets of his domain and not
just at the formal events.
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... bestow a new title on a Kindred who has earned
distinction in the domain. This may be an honorific title,
or it may be a transferal of power. If the old Sheriff, for
example, had too many ties to the Circle of the Crone for =
a Sanctified Prince, that Prince might grant a different
Kindred the office of Sheriff. If the Sheriff is exception-
ally cagey, he might grant it to a different Acolyte, thereby %
keeping the position filled and causing some distracting-.h
rivalry among the Circle itself.
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... entertain an envoy to hear offers of future coopera-
tion between the Kindred and whatever interest the envoy
represents. This may be a financial advisor looking to de-
velop an investment relationship with the Prince himself,

a mage seeking out a troublemaking Kindred who won’t
leave the mages’ interests alone or a vampire-hunter who
knows he’ll never defeat all of Kindred society by himself
so he proposes a deal by which he can handle the vam-
pires the Prince “recommends” the hunter destroy. :
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... offer a grant of personal domain to a Kindred who
has served the Prince loyally (or at least apparently loy-==
ally) and distinguished herself. This effectively makes ™
the character a “knight” in the Prince’s service, as her
granted domain can be taken away, and probably comes
with expectations of future loyalty and service.

Variants: The office of Prince might actually be the
penultimate Kindred title in a given region. An excep-
tionally powerful vampire might style himself as an
emperor, claiming multiple domains under his authority
and granting local dominion over each to local, tenant
Princes (who may then subinfeudate as they wish — or
not, depending on the emperor’s will).

On the other end of the spectrum, some domains
might not have a Prince at all. Such domains may be
governed by a council of vampires who establish policy
democratically. A domain might be a commune, in
which each Kindred serves the community as he is able
and take from it as he needs. A mercantilist domain (or
an approximation of one based on temporal power and
information rather than tangible capital) might emerge
in cities where many different supernatural types are
present, with the “Prince” taking on the role of eminent
liaison to other supernaturals.

The neo-feudal hierarchy need not restrict the Prince
to a purely temporal role. A Sanctified Prince or Acolyte
Prince might well be a spiritual leader of the domain’s
Kindred as well as their political authority. A Kindred
priest of a mortal faith might join one of the more secular
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covenants and rise to Princedom, effectively making him
a political clergyman not unlike a papal legate.

The office of the Seneschal combines a number
of archaic duties with an equal amount of modern
responsibility. In a sense, it is the title most affected
by modernity — the Prince still rules, his advisors of-
fer counsel and the Sheriff cracks heads when told to,
but the Seneschal has all the duties of the medieval
master of coin and the modern Secretary of the In-
terior. Historical examples of people who might have
made excellent Seneschals in a Vampire context are
Niccolo Machiavelli, Francis Walsingham, Thomas
Becket, Cardinal Richelieu and even Joseph Goebbels.
Whether for good or for ill, each of these individu-
als was extremely effective in his role, and ultimately
answerable to someone else. Indeed, some were more
capable than their sovereigns, as is occasionally the case
in some Kindred domains!

In the most feudal context, the Seneschal is the office
of the chamberlain. Domains vary so widely, however,
that what the Seneschal actually does rarely is exactly the
same from one domain to the next.

Some domains are extremely organized and well run,
providing Kindred society with funds and other resources
from hidden accounts managed all over town. In these
domains, no single Kindred can be the beneficiary of
such resources, but when it's in the best interests for
the Kindred to have a quick end to the “VaMPIRE KILLER
StaLks DOWNTOWN” issue in town, that money turns into
bribes, hush funds and allocations to other civic needs so
that the Kindred can get on with their Requiems without
undue attention. In domains such as these, the Seneschal
manages those funds, tasking individual Kindred and
mortal contacts with disseminating the money.

Other domains are far less organized. Whether that’s
an intentional laissezfaire policy, or the byproduct of a
corrupt Prince or Seneschal or even the result of a lack
of Kindred infrastructure, Seneschals in domains such as
these probably take a different approach. They may oper-
ate for the good of themselves out of their own pockets,
they may divert funds from the Prince’s own holdings
or they may not bother with it at all.

Even this, though, suggests that there’s a spectrum in
which Seneschals operate, which isn’t quite the truth.
A Seneschal may be responsible for literally anything
the Prince decides the Seneschal is in a given domain.
If a single, unifying rubric is appropriate to the office of
Seneschal, it’s that the Prince decides on policy and the
Seneschal makes it happen. Whether the Seneschal is
good at making these things happen and how he does
them depends on each individual domain.

-

The feudal reality of the office is that the Seneschal
is intended to be the Prince’s right-hand man, his first
lieutenant, his major domo. The Seneschal may be the
Kindred who grants you audience to discuss a matter
of local concern with the Prince, or the Seneschal may
handle the issue herself. She may be an eloquent master
of politics, or she may be a vicious thug. Whatever her
demeanor, she’s the one who makes things happen in the
domain, and you’re probably answerable to her.

(Of course, in some domains, the title of Seneschal and,
potentially, the other singular offices, might be one held
by a figurehead. Despotic or paranoid Princes, who trust
no “lesser” Kindred to handle the affairs of the domain,
sometimes bring the duties of these other offices back
into their own bailiwick. These Princes often have short
tenures, as their own mistrust turns back upon them and
their subjects rebel against the lord who makes all deci-
sions in secret and with only his own counsel.)

Example Actions: On any given night, a Seneschal
might...

... convene a meeting of Primogen or Prisci in the ab-
sence of the Prince. Young Kindred commonly believe
that every convocation of city leaders has to involve the
Prince. Indeed, the opposite is just as often true: the
Prince very frequently leaves the “lesser concerns” of the
domain to the infrastructure of mid-level feudal lords to
adjudicate, handling only matters of critical import or
unilateral concern. If the Prince doesn’t have to hear
about the small-scale conflict between the Ordo Dracul
archaeologist and the Carthians’ contacts among the
import offices at the docks, why bother him with it when
the parties in question and their representatives can solve
the issue themselves!?

. spend time collecting for and arranging her rare
insect collection. Giving the Seneschal a compelling
interest or hobby outside Kindred politics goes a long
way toward making her a complete character and less of
a generic vampiric politician. As well, the vaguely menac-
ing accouterments of the insect collector —a bell jar, tiny
pins and needles, shadow boxes filled with hundreds of
minuscule, transfixed creatures — lend a reinforcing air
of horror to the pastime.

... visit with a Regent and discuss a matter of policy that
differs greatly in the Regent’s tenurial domain from that
of the larger domain of the city. This may be an attempt
to bring a maverick Regent into line, or it may be a tour
to the “other side of town,” where it’s an established tradi-
tion that certain other citywide customs don’t necessarily
work the same way.

... seek an “independent” coterie of Kindred to help
gather intelligence or research data on a particular cov-
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enant, faction or singular Kindred that has come under
official scrutiny. The Seneschal wants to make sure that
the Prince has all the relevant details on the matter before
taking the issue to the Prince and asking for a ruling.
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. conduct interviews seeking evidence of collusion
between a coterie believed to be independent and a

|

covenant, faction or Kindred under an official investiga- :'_
tion. Perhaps the party under investigation is bribing the = 'p
independent researcher to provide favorable information” 4
to the Seneschal. On the other hand, both the party ,"
under investigation and the researching coterie might be S
on the level, and some other saboteur is working behind-“ 'l

the scenes to queer the deal.

¥y

. coronate a new Prince who has recently risen to
prominence. The Seneschal might be trying to ensure
the security of his own title under the new Prince, or
he might be conducting a time-honored tradition in the
domain of ushering in the era of the new ruler.

F3 2 0

. meet with a literary club, where he and fellow
enthusiasts of a given author read and discuss that
author’s works. This is another good way to develop
the character outside the context of the Seneschal’s
official duties. The types of books he enjoys can speak_
volumes as to his personality — he may be a devotee of == ¥
modern political theory (which no doubt helps him in™.:
his duties as Seneschal), he may enjoy the formal wit of
Regency literature or he may just like the protagonists
in pulp noir fiction.

... spend time in his studio, where he paints portraits
and still lives under an assumed name. This can simply
be a defining characteristic, or it can be the foundation
for a more complicated chronicle theme. For example,
the Seneschal’s work might have earned a certain degree
of critical interest in the mortal art world, putting the
Seneschal into a potentially Masquerade-threatening
position of local fame.

... take to the streets at the head of a blood hunt. While
this might be expected of a Sheriff or a warlord Prince,
nothing tells the Kindred populace of a domain that
everyone is hunting the anathema like a Seneschal who
girds himself for battle and hunts down the number-one
enemy of the local Kindred.

. oversee an event at which the local Kindred will
mingle with a number of mortal guests, such as an im-
mense Halloween party thrown by the Kindred (perhaps
in conjunction with a local radio station) or a fund-rais-
ing dinner party hosted by the “Citizens for Cultural
Integrity,” a Kindred front intended to keep the current
mayor — an ally of the Seneschal — in power.

Variants: The Seneschal need not always be presented
as a flunky of the Prince, or even directly attached to
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him. It makes the most sense from a feudal perspective
to keep the Seneschal beholden to the Prince, but history
has provided numerous examples of aides-de-camp who
exceeded the ability of their lords.

One example might be a political split in power be-
tween factions, not unlike the feudal power schism that
often existed between the crown and the Church. A
Seneschal might also represent a shift in power from the
dictatorial power of the Prince to a more divided model
in which the Seneschal becomes a figure similar to Oliver

“romwell (with all the concomitant controversy).

A Seneschal might work as an interim Prince-Regent as
well. If the city has no Prince (due to abdication, treachery
or any other vicissitude of the Requiem), the existing
Seneschal would likely reign in the Prince’s stead until
a viable candidate for the Princedom arose. Of course,
that candidate might be the Seneschal himself....

The Herald is a particularly archaic office, but none
are so emphatically feudal as the “town crier” whose job
it is to make sure that everyone knows what the lord of
the domain has decreed. Granted, many modern Heralds
take advantage of contemporary methods of communica-
tion, but the function of the office remains true to its
origins even if the details have changed.

Different domains accord different degrees of import
to the office of the Herald. In some domains, she is like
unto the Prince herself, the voice of the domain, a min-
ister of propaganda and potentially even a secret police.
In these domains, the Herald makes sure the common
Kindred know everything they need to know, and not
an iota more. On the other end of the spectrum, some
Heralds are little more than lickspittles, capering before
their Princes as they tell the “peasants” what the Prince
has decreed while sneering at them from behind the
precarious protection of the lord himself. These sorts of
Heralds obviously earn little respect for themselves, but
manage to coast on the importance of the office and
their proximity to the Prince.

Most Heralds, naturally, fall somewhere in the middle
of these two extremes. In such cases, the Herald is a much
more ceremonial and much less time-consuming title
than that of Prince, Seneschal or Sheriff. Indeed, the
Herald may see little more duty than as a page at Elysium
or an official record-keeper at gatherings of influential
Kindred. Heralds open and close these gatherings, keep-
ing the minutes of the discussions and then passing on
all relevant information to the untitled Kindred whose
Requiems may be shaped by the change in policy.

Honesty is a quality valued in Heralds, or at least
situational honesty. It does a Prince no good to have
his Herald selectively disseminating the customs of the

-

domain to suit his own ends. On the other hand, it
greatly aids a Prince and his court to have a Herald who
knows when to shut up and not let anyone know that
those august personages seriously discussed revoking
the custom of hunting grounds and placing all rights to
feeding in key regions in the hands of a select few officers
of the court.

Example Actions: On any given night, a Herald might...

... seek to “deputize” a group of Kindred to help pass
the word on a new policy that the Prince and Primogen
have just put into order. Especially among a community
of monsters whose society depends upon remaining a
secret from the world around them, word-of-mouth is still
a very effective method of communicating information.
Storytellers, it also sets up the potential for miscommu-
nication, upon which an interesting story or plot twist
might hang, not unlike an undead version of the old
“telephone” game.

... let it leak a few nights early that an individual Kin-
dred is about to be the subject of the Prince’s wrath. In
this case, the Herald has some kind of connection to
the individual, or is perhaps paying off a favor to her
by giving her a few nights’ head start before local policy
declares her a criminal or worse. On the other hand, this
may be a grudge in effect, and the Herald knows that
the individual will be exculpated among the lords of the
court, so he tells her she’s in for it in hopes of forcing
her to flee or condemn herself.

... blend his official decrees with a bit of gossip among
the Kindred at Elysium. This might be a Herald who'’s
also a Harpy (or wants to be one). It might also be a
Herald who’s about to be relieved of his office because
he can’t seem to confine himself to heralding only what
he’s supposed to.

... take her sports car out for a spin at a local track.
The Prince chose this character as a Herald because
the other Kindred see her as leading a sort of dashing
Requiem, which her racing reputation supports. This is
good for the Prince’s credibility with younger Kindred,
as someone outside the traditional, stuffy, blue-blooded
ranks of the Kindred is among the halls of power. It’s also
convenient for the Prince in case the Herald becomes a
bit of a problem, as “accidents” are all too common at
the track.

... seek corroboration for one of the changes in policy
he’s about to announce at the next gathering of all
Kindred. The Herald believes that the change in local
tradition is going to upset many of the local Kindred,
so he considers that he has a few weeks to learn every-
thing he can about the situation that caused the elders
to adopt a new course of action. This is a chance for
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Storytellers to involve a “race against time” plotline,
in which the Herald comes to the characters and asks
for their help in his sleuthing. (We deliberately left
specifics out of this so that it’s easier to work into an
existing chronicle.)

... look for an outside Kindred whom she can enlist
to expose a Primogen’s plot to usurp the domain of one
of the Prisci. The Herald can’t take any action herself
because she overheard the Primogen plotting with her
co-conspirators at an assembly of Kindred lords, and she
can’t reveal the plot to the Priscus without outing herself
as the one who learned of the Primogen’s treachery. At
best, it would be considered a conflict of interests among
the Prince’s court; at worst, she could be opening herself
up for revenge on the part of the Primogen.

... hunt for a vessel in a feeding ground that’s specifi-
cally not his. In this case, the Herald is trying to set up
the fall of the Kindred to whom the hunting ground
actually belongs by leaving a murdered vessel for mortal
authorities to find. The Herald’s plan is to use his con-
nections at the Prince’s court to suggest punishment for
the murder, hopefully having the hunting ground taken
away from the Kindred to whom it belongs and granted
to him instead.

... begin his information campaign in the tenurial do-
main of a Regent currently at odds with the Prince. This
is a plan on the part of the Prince to demonstrate to the
Regent who wields the actual power in the domain, and
the Prince is using the Herald to strike the first blow in
what will probably become a war of influence.

. serve as a barker at a midnight carnival that has
come to town. The carnival offers a variety of freak-
show-type exhibits that seem to occur beyond the laws
of the natural world. The mysterious ringleader of the
carnival plans to auction off several mystical artifacts
and belongings of local Kindred who didn’t even know
they’d been plundered.

... hide in the shadows to keep an eye on a mortal
relative who'’s just moved to town. Naturally, the Herald
doesn’t want anything bad to befall the relative, but
neither can he step out from his secret world of the
Kindred and act as a benefactor. If someone found out
that a person dear to the Herald had moved to town,
that person would be a great tool by which an unscru-
pulous individual could leverage the Herald’s access to
the Prince’s court and even the information he’s charged
to disseminate.

Variants: The role of Herald is a fairly straightforward
one, and variations of the duty often fall under the
responsibilities of other offices. Exceptions do exist,
though, such as the propagandist described at the begin-

i

ning of the section. Such a propagandist might actually
monitor a network of spies and informants, either for the
Prince, or even for whomever offered the highest price.

Heralds in highly spiritual domains might be revivalist
preachers, sage hermits who venture forth only to issue

religious decrees or “holy” knights who convert the

“heathen” enemy on pain of death.

Primogen suit a combined role similar to that of feu- -

dal lords and members of an advisory council. It’s a bit
more modern than the Dark Age model that neo-feudal-
ism suggests, but think of them in terms of a Kindred

parliament. In most domains, the Primogen are the%

“landed” aristocracy, the lords and ladies who are owed
respect and (occasional) fealty by those below them, but
who still answer to a higher authority in the form of the
Prince. They are the dukes, barons, counts and earls of
the Kindred’s world.

The authority of the Primogen is somewhat different
from that of true feudal lords, however. Where those
medieval lords and ladies essentially ruled their own
domains in the name of their king, the might of the
Primogen is more social than agrarian in nature. A baron

collected taxes from his peasants; a Primogen collects
very little formally, but had all of the diplomatic and=

para-government duties inherent to the domain. While
they don’t necessarily make traditions — that’s the job of
the Prince — the Primogen instead suggest how customs
might change, how Kindred of their clans or covenants
might react to changes in policy, suggest alternatives
and wield their own influence to the betterment of
Kindred society (and themselves, of course). They os-
tensibly represent an interest among their council of
peers, whether that be a clan, a covenant or some more
esoteric distinction.

As might be expected, the true extent of the Primogen’s
power varies by domain. In some domains, Primogen are
merely figureheads, existing only to give the illusion of
a representative court while the Prince (or Seneschal...)
plucks the true strings of power. Indeed, sometimes an
effectively powerless Primogen doesn’t even care about
its impotent nature, preferring to leave the governance
to those who care about such things and instead basking
in Requiems of privilege and comfort.

On the other hand, an empowered Primogen council
might have authority that exceeds that of a weak, foolish
or simply outgunned Prince. Such institutions challenge
the cornerstones of the neo-feudal system, placing the
power over Kindred society in a body that exists to check
and balance its own performance. Luckily for neo-feudal
realities, though, these empowered Primogen rarely es-
pouse such radical concepts as “democracy” or anything

T ST T

- 'I"'I_.'h!.._

.Fi'tT )

"y



S RV e

el

&7 ok ad i bbi

'] i
.

WP

chapter one

so dangerous. Instead, they're more like Houses of Lords,
forming policy and keeping the power to do so in the
hands of the established peerage.

Again, most Primogen fall somewhere in the middle
of this political spectrum, acting as the aristocracy that
has influence with the Prince and leading Requiems of
comparative comfort. It’s not all soirees and prestige,
however. The duties of the Primogen are manifold. Since
Primogen usually have some purpose for which they hold
the title, they represent the interests of that purpose,
meaning that not only do they have responsibility in some
important faction of Kindred affairs, but they also have
to diplomatically advance the agendas of that purpose.
A Kindred might be considered “the Mekhet Primogen,”
or “the Carthian Primogen” or “the Law Enforcement
Primogen.” In many cases, these titles take on a gravity
of their own, such as “Ambassador to the Ventrue,”
“Pontiff of the Sanctified” or “Minister of Finance.”
Instead of feudal fiefs, Primogen have dominion over
factions or ideals.

Example Actions: On any given night, a Primogen
might...

... seek insider information on the positions of other
Primogen members as they pertain to an upcoming issue
of discussion. On the one hand, the role of the Primo-

gen is to play Devil’s advocate, putting forth questions
as to how a given decision might affect local Kindred.
In Kindred realpolitik, however, no Primogen wants to
be seen as a loser, and to continually back unpopular
programs, or principles that the Prince shoots down,
can erode a Primogen’s base of influence. Thus, the
Primogen in question here wants to find out just which
way other Primogen might be leaning, so he can adapt
his position accordingly.

... entertain a liaison with a member of another super-
natural type. From the brazen rages of the Lupines to the
enigmas of the mages, wise Kindred understand that they
share the night with innumerable other creatures beyond
mortal ken, and if those other creatures are plentiful and
sensible enough to form their own societies, such fellow
“monsters” surely have secrets of mutual benefit. Of
course, it’s in the idiom of the undead to give as little as
they possibly can in return for the mysteries of others, so
such a meeting is going to be a tense interplay of hidden
agendas and mutual concerns.

... spend time cultivating contacts among the local me-
dia. It’s always good to be able to cover up news of one’s
own mistakes or shed light on the schemes of another,
and what better way to do it than to drop a hot tip into
the lap of some up-and-coming member of the Fourth
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Estate who can use it to bolster her own career — and
then listen to what the character has to say next time
something interesting comes up.

... pore over the veritable museum of vintage movie
memorabilia a local collector has gathered. The Primo-
gen himself is interested in the relics of Tinseltown and
wants to see what flagship curios his unknowing rival
has amassed.

... look for an available third party who can collect
a mysterious journal that a Kindred who has recently
gone missing alluded to before his disappearance. The
Primogen isn’t sure what's in it, but the details surround-
ing the missing Kindred’s vanishing suggest something
other than Kindred foul play — something more arcane
and malignant.

.. spend time brushing up on the field of botany.
The Primogen was once an ardent gardener and plant
scholar, but the realities of a Requiem spent in politics
have unfortunately pushed outside interests to a low pri-
ority. Now, with a relative lull occurring in the Kindred’s
political arena, the Primogen has time to look into a few
periodicals and heady books on the subject.

.. make an appearance before a cult of ghouls and
blood-slaves the Primogen has secretly sponsored. The
poor mortals believe the Primogen to be an ancient
demigod incarnate, whom their black prayers have woken
from millennia of slumber. The Primogen, of course,
indulges them, as their reverence of him, reinforced by
the cravings they have for his Vitae, makes them fanati-
cal servants willing to do almost anything to curry favor
with their patron.

... visit one of the sites of the illegal gambling ring the
Primogen runs in order to find out just who’s been skim-
ming money off the top of the proceeds. The Primogen
suspects the Gangrel courier, because that would be the
easiest way to take it, but the Ventrue who manages all
the logistics and locations turned out to have ties to
the local Carthians, who have long been a thorn in the
Primogen’s side.

... publish an underground newspaper dealing with
the vagaries of local Kindred Requiems. The Primogen
does this to incense the other members of the council
(so that they might be distracted from their duties) and
to undermine the influence of the local Harpies, with
whom the Primogen has a longstanding grudge.

... prepare a site for the next convocation of the Primo-
gen council, as that task rotates duties among the Kindred
of that august body. The host of the meetings has to pro-
vide for security and any unique tastes the other members
of the Primogen may have, in addition to making sure that
the Herald knows whom to invite, when and where.

i

Variants: Similar to the Seneschal Prince-Regent who
rules in the absence of a formally recognized Prince, a
parliamentary Primogen council might rule until an
adequate Prince arises from a field of contenders.

Primogen themselves might have a variety of sub-clas-

sifications, much as feudal ranks had different layers

of distinction. For example, a Duke might have greater

sway than a Baron — say, more votes on the council’s =

electorate or a greater domain of responsibility. Primo-
gen themselves might be able to ennoble lesser Kindred,

though only to a certain height of rank based on their -%

own eminence. In such cases, meetings of the Primogens
council might be large, indeed, and there might literally

be too many chiefs and not enough Indians in some *

top-heavy domains.

The office of the Sheriff is as quintessentially feudal as
that of the Prince itself, and it’s difficult to imagine one
without the other. Among the titles of Prince, Seneschal
and Sheriff, a domain has effectively all it needs to ex-
ist. Not every domain needs advisors, after all — with
the Prince to decide on policy, the Sheriff to make sure
everyone’s heeding those policies and the Seneschal to

handle logistics, all the infrastructure necessary to run~

a domain exists.

From a Storytelling perspective, the office of the Sher-
iff offers almost as many archetypal options as that of
the Prince, and much of a domain’s personality can be
expressed through its Sheriff. Some Sheriffs are phobic
and provincial, enforcing the Prince’s will to the letter
of the law and taking no lip from any punk-ass bunch of
neonates who think the domain has to put up with their
fledgling crap. Other Sheriffs would never dirty their
own hands with the duties of office, preferring instead
to do what amounts to detective work among the halls of
power and turning their Hounds loose on anyone who
needs to be beaten into complicity. A Sheriff might be
a holy terror, her power and authority rivaling that of
even the Prince (who fears to decommission her for fear
of bloody retribution). On the contrary, a Sheriff might
reluctantly hold the title, doing his duty because it needs
to be done and resenting the fact that the other Kindred
gradually come to resent him and not the office of the
Sheriff or the decrees of the Prince that he only enforces.
A Sheriff might be idealistic, operating with the interests
of the domain first and foremost and ruing the secretive,
treacherous nature of the Kindred as he stakes out the
latest transgressor. If the Prince’s position is l'état c’est moi
— “I am the state” — then the Sheriff’s position forms a
coda to that statement, “and you will comply.” How the
Sheriff ensures the domain’s cooperation is as important
as any policy the Prince decides upon.
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A Sheriff does more than crack heads, however. The
Sheriff typically keeps order, and may officiate at local
functions, such as opening an assembly of the Prince
and his court if a Herald doesn’t do that duty. A Sheriff
may suggest blood hunts instead of the Prince, and all
the Prince need do is ratify the Sheriff’s suggestion. A
Sheriff may have the power to select his own deputies
as Hounds, or they might be appointed by the Prince or
Seneschal. Indeed, the exact nature of the Sheriff’s duties
almost always depends on the nature of the issues the
domain faces. A violent domain likely has a Sheriff ready
to stake first and ask questions later. A domain rife with
more political intrigue than beatdowns probably has a
Sheriff who operates more as a bailiff or sergeant-at-arms
than a sanctioned brute.

Varying as well by the state of the domain is the range
of the Sheriff’s powers. The Sheriff may have the abil-
ity to ignore customs of domain when he’s on official
business — if you're suspected of harboring a Kindred
fugitive, you may well return to your haven one night
to find the Sheriff conducting a search of your prem-
ises. A Sheriff in a very courtly domain might have to
observe several elaborate gestures of etiquette before he
renders justice or even questions a Kindred in an official
capacity. A Sheriff might have a jurisdiction that ends
at a Regent’s borders (with the responsibilities of the
tenurial domain falling to the Regent there, or even a
Sheriff she appoints).

In short, the Sheriff as a Storytelling tool is an excel-
lent character by which to illustrate the state of the
domain. As a role attained by a player’s character, it’s a
title that illustrates the complications and formalities of
the feudal world.

One particular worry for Sheriffs is that so many of
their duties consist of potentially Humanity-draining
tasks. This is likewise a good opportunity for Storytellers
to depict the very gothic device of descent into madness.
As the Sheriff conducts more and more unpleasant opera-
tions in the name of the Prince, the Sheriff slowly loses
his conscience and his ability to feel remorse.

Example Actions: On any given night, a Sheriff
might...

... tear past a group of hapless Kindred in hot pursuit,
only to return to their presence a few minutes later to
question them as to whether or not they’d seen the fugi-
tive. Only the most headstrong (or amazingly competent)
Sheriffs try to ensure the integrity of the domain with
no help from any outsiders. Wise sheriffs, just as good
detectives, enlist the aid of their domains’ citizens, ap-
pealing to the need for civic order or feudal duty in order
to obtain evidence or testimony.

-

... restrain a Kindred at the point of frenzy who has
just been introduced to a Kindred she hadn’t known
before at a local Elysium. Sheriffs don’t have to wait for
a crime to occur before invoking the responsibilities of
their title. A sensible Sheriff is proactive, and an ounce
of prevention is worth a pound of cure among the hot-

blooded Kindred.

... accept a contract on another Kindred at the request
of a vampire who isn’t the Prince. Not every Sheriff is
entirely honest, and too many title-bearing Kindred are
all too willing to abuse the breadth of their powers in
order to suit self-interest.

... “knight” a character or coterie “in the field” in order
to enlist the members’ aid against a particularly power-
ful enemy. This may be a fugitive of exceptional physical
power, or might be an elusive Kindred who has a habit
of evading the Sheriff’s own attempts to apprehend him.
If the deputies in question prove to be capable, they may
have their status increased permanently as a reward, or
they may be dragged into an entirely new feudal respon-
sibility that they earned through their competence.

.. serve as a bodyguard to a prominent Kindred of
the court while off official duty. If the Prince has no
immediate need for the Sheriff’s services, the Sheriff is
of course free to pursue any of his own interests in the
Requiem, and earning some cash or a favor is acceptable
so long as he doesn’t invoke his courtly title while on the
freelance assignment.

... travel with the Prince and Seneschal to apply a little
pressure to those uppity mages, who refuse to accept the
fact that the Kindred claim of territory over the ruins
of Darlington House means that they're not allowed
there. The Sheriff’s responsibilities, after all, include the
domain, and not just the Kindred themselves.

... “disappear” a fledgling whose sire isn’t as enamored
of him as she once was and whom the Seneschal regards
as trouble just waiting to happen. Whether this elimina-
tion is official business or not depends on the context
the Sheriff can establish, and it may indeed turn the
sheriff from a noble of the court into an outlaw in one
bloody stroke.

... force a Kindred to drink the Sheriff’s Vitae in order
to establish a Vinculum in exchange for keeping that
Kindred’s transgressions off the books. The Sheriff has
designs on establishing as many of these Vinculums as
possible, hoping to use his influence to sway the populace
into support for him when he aids another Kindred in
ousting a Prince the Sheriff hates.

.. accept a the gift of a herd vessel in exchange for
destroying evidence that would cause a Kindred to lose a
grant of domain if the case were brought against him.
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... continue working at a construction site, which the
Sheriff’s construction company has taken on contract.
The Sheriff earns only a small stipend for his title among
the Kindred, and the construction company provides
the Sheriff with both money and a personal interest,
because he’s always liked building things and working
with his hands. Who knows how many rogue Kindred’s
remains have been secreted within the foundations of
newly constructed homes all over the city?

Variants: The duties of the Sheriff are typically straight-
forward enough that her purpose is clear no matter what
ornaments the regime in power chooses to hang upon
her. An enforcer is an enforcer, whether she’s a high
priest’s assassin, a union strike-breaker, a noble paladin
or a mystic’s snarling beast.

The function of the Sheriff’s title can change a bit from
domain to domain, however. Some Princes are loath to
put authority over the enforcement of their word in the
hands of any single Kindred, fearing corruption and what
might happen behind closed doors in his name. Such
Princes might appoint a “star chamber” of Sheriffs, all
with equal authority and whose personalities serve as
checks and balances to one another. A Sheriff may emerge
as more of a barrister, with the duties of apprehension
and enforcement falling to appointed Hounds and the
Sheriff’s responsibility being one of making a case before
the Prince against transgressors. A Sheriff might even
be little more than a warlord, a Kindred who eludes the
Prince’s authority so the Prince has granted him a title
in order to foster the illusion among other Kindred that
the Prince has everything in order.
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Among the aristocratic society of the undead, some
titles don’t have direct analogues to the feudal offices of
Dark Age origin. Some are modern, some are potentially
even older than the Middle Ages and still others are
wholly creations of the undead.

Tk

All that being true, however, doesn’t affect their exis-
tence alongside the neo-feudal model that is the modern
world of the Kindred. Indeed, since most of vampire
society has so many underpinnings of a Dark Age society,
these incongruous titles have inextricably become a part
of the neo-feudal structure.

Priscus: This title stands out as distinct from other Kin-
dred offices for two primary reasons: It seems to be older
than the feudal conventions otherwise adopted by most of
vampire society, and because it’s simultaneously informal
and definable. This title often corresponds to a Kindred’s
age, which surely afforded a degree of significance long
before the Middle Ages among Kindred society as it did
among mortal cultures. Priscus is informal in that it’s not
a title truly acknowledged by many Princes’ courts, and
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it’s definable because it’s a role to which certain Kindred
specifically suit themselves — they become “shepherds”
of their clans or perhaps “big sisters.” Prisci interact with
the feudal world in the context of “wise elders” and the
like. That is, simply being old or esteemed doesn’t grant
a noble title, but the age and/or position of the Kindred
who styles himself a Priscus often speak to a certain
degree of wisdom and insight that a wise Prince would
acknowledge, even if he ultimately chooses to rule against
it. Prisci often have places of honor among a Prince’s
eourt, even though they may not sit at the nobles’ table
itself. As well, many Primogen are also Prisci as well.

Whip: The Whip is an odd position, as no Kindred
can say for certain when it actually evolved or where. This
title obviously has its analogues in legislative political
systems, and its duties correspond rough to those, in that
the Whip ensures members of clans present a unified face
to opposition. They fit imperfectly into the neo-feudal
model, as the position is another informal one and thus
not directly subject to the relationship of lord and vas-
sal. They're more like union bosses or other organized
figures. That’s not to say they don’t have their place in
neo-feudal society, though, as a Whip inciting his clan to
rebellion is something no Prince wishes to face. Indeed,
many Princes try to keep local Whips in their favor, as
those Whips can ostensibly incite their clans to heights
of pro-Prince fervor when necessary. In some domains,
parallels to Whips have arisen within covenants, but
this is another informal development, as covenants have
hierarchies that implicitly suggest party-line adherence,
so the job may just fall to a suitable ranking member of
that covenant as an extant duty.

Harpy: Since feudalism is a non-democratic form of
government, it doesn’t really matter what a king’s sub-
jects think about their liege. Neo-feudalism, though, is
a government principle grafted to a social contract, so
the people’s opinion does indeed matter. A Prince with
no popular support — whether engendered by respect
or fear — is often a usurped Prince in short order. Thus,
the publicrelations and spin-doctoring efforts of social
luminaries such as the Harpies are paramount to effec-
tive rule. The difficulty is that the Harpies aren’t official
offices themselves, and those who are often reek of the
propaganda for which they’re designed. Therefore, nobles
of the neo-feudal system actually need to curry favor with
Harpies in order to procure their patronage. Kickbacks
are the order of the night when dealing with the Harpies,
but they need to be substantial and discreet enough to
seem like something other than what they are.

Hound: Hounds are odd titles because they operate as
extensions of the Prince’s court, but they offer little more

-

than a sanction in certain circumstances. In addition,
some Princes don’t even bother appointing Hounds,
instead preferring to let the Sheriff grant and withdraw
the title as she deems necessary. In modern parlance,
Hounds are Black Ops, doing what needs to be done with
as little attention as possible. In a neo-feudal context, the
Hound is the Prince’s assassin. Thus, it’s no surprise that
Hounds are on infrequently recognized formally. Nobody
wants to be at court where a remunerated killer stands
ready to literally murder dissent.

Master of Elysium: Although this position interacts
closely with the Prince and his entourage, little formal
accord belongs to the title. Certainly, it’s a prestigious
position, because it reflects the Prince’s trust and even
favor of the individual. Just because the Prince trusts the
Master of Elysium, however, doesn’t mean the Prince
thinks that the Kindred has a savvy political mind.
Indeed, in a Dark-Age sense, it’s similar to being the
publican at the public house where the Prince chooses
to convene court: sure, it's an honor, but that doesn’t
mean the innkeeper gets to decide who’s made an outlaw
or what sort of blood tithe local Kindred need to make.
Such being the case, those Kindred who are particularly
disillusioned with vampiric politics often look at the
Master of Elysium as the position of a hanger-on, a brown-
noser or a lapdog. In practice, being Master of Elysium is
often a precursor to some greater (that is, valid) political
position, whether in the form of a grant of domain or
a place at the Primogen’s table. After all, the Prince is
more likely to ennoble someone she trusts as opposed
to just any random Kindred.

Some neo-feudal offices may be local phenomena,
arising in only a single domain. Others may have fallen
from common Kindred practice and exist only in a rare
few domains. Some may be corruptions of older Kindred
traditions or even imperfect understandings of feudal in-
stitutions of the mortal world brought into the Requiem.
Whatever the case, Storytellers would do well to consider
bringing their own feudal offices into their chronicles.
The anachronistic or even barbaric feel of unique titles
emphasizes the gothic nature of the world of the Damned.
These might not be positions that require as much time
and attention devoted to them as the greater offices of a
Prince’s court, but nonetheless they convey a feudal feel
and suit key roles in the domains that support them.
A few examples follow, but Storytellers and players are
encouraged to create or adapt their own.

Fool: The traditional jester of feudal courts served two
purposes. First, he entertained, providing any degree of
entertainment from slapstick to juggling to reciting po-
etry. Second, jesters lampooned members of the court,
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thereby “keeping them honest” lest they be mocked
for excessive greed, harsh justice, wantonness, or other
declivities of character. A Kindred Fool might not be
known by such a derogatory title, but can certainly serve
the same role. In the former role, a performer might be
called upon to entertain assembled Kindred at formal
affairs at the behest of some greater noble. In the latter
role, the Fool becomes a sort of officially appointed
Harpy, casting sanctioned aspersion on those who have
made transgressions.

Kennel Master: In the Middle Ages, hunting was a
common pastime, and having a kennel of able dogs to aid
in the hunt was paramount. Indeed, some nobles paid
more attention to their dogs than their fiefs, so great was
the esteem held for a good kennel and capable hounds. In
a modern context, a noble might appoint an individual
to raise dogs for the noble in a revival of this archaic
practice. The animals need not even necessarily be dogs
—arookery might house hunting falcons, a stable master
might raise horses, etc. In the case of dogs, they may be
purely ornamental or they may be functional. Imagine
a Sheriff taking to the streets, pursuing a renegade Kin-
dred with the Kennel Master at his side, leading a pack
of literal hounds on the blood hunt....

Gaoler: It may be the policy in a given domain to
imprison or even temporarily stake those Kindred who
have breached local traditions, but whose crimes aren’t
so great as to see them cast out of the domain or destined
for death. In such cases, the Prince himself probably
doesn’t have the time or inclination to do the dirty work,
and the Sheriff’s job is to enforce the Prince’s edicts,
not oversee the criminals once they've been brought to
justice. In this case, it’s the duty of the Gaoler to make
sure that the prisoners are where they’re supposed to be
and tended to as much as their punishment allows. This
justice can be exceptionally brutal or barbaric, which of
course suits a feudal model and a gothic setting — per-
haps staked rogues are walled up in an abandoned local
ruin or left to starve into torpor for a period is a suitably
constructed prison.

Knight: The Knight differs from the Sheriff in
that the Knight’s purpose is more external. While
the Sheriff polices the Kindred, Knights may fight
Lupines, ambush mages or hunt down ghosts. Knights
are somewhat military in purpose, insofar as a secret
society that needs to remain invisible can mobilize
a military force. It’s their charge to pursue whatever
martial, outward-facing goal their Prince sets for them,
whether that’s direct combat or wary protection of the
Kindred as a whole. In a more literary sense, Knights
might also be charged with quests, such as finding an
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artifact or rescuing a hostage, that could conceivably
turn into combative ventures.

Court Magician: In domains where Princes or other
nobles value the arcane or the esoteric, a Court Magician
might be a Kindred well versed in the occult, or who can
otherwise solve enigmas and questions related to the
inscrutable metaphysics of the World of Darkness. He

might be a charlatan — perhaps akin to the Fool, above, or =+
he may legitimately have the Kindred aristocracy fooled.

On the other hand, the Court Magician might be a true

mystic, wielding powerful sorcerous arts or mysterious ¥

Disciplines otherwise unknown to the undead. Tarots
reader or astrologer, diviner or witch, John Dee or Aleis-

ter Crowley, the Court Magician can serve many cryptic y

roles, from spouting gibberish to doomsaying on the eve

of a supernatural holocaust. -
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COVENANTS AS FEUDAL CONSTRUCTS

The covenants themselves map roughly to a
feudal model of society. The Invictus assumes the
role of nobility, the Carthians vaguely suit the
role of those who toil, the Lancea Sanctum and
Circle of the Crone are those who pray — albeit
not without their own dynamic differences. The
Ordo Dracul, fittingly, is an odd man out, not

unlike the “wise hermit” or "outcast witch” s

(whom the peasantry sneaks off to visit when they
need a love potion or charm against some other
foe). The unaligned serve the role of vagrants,
vagabonds and outlaws, by fate or choice outside
the protective roles of society.

That's just a cursory, by-design placement of
those groups, however. As Storyteller, you can
adjust that placement to suit whatever your
purposes or themes for the story are (see p. 11).
Perhaps in your chronicle you'd like to make the
Invictus more like the clergy — perhaps they
have themselves set up as leaders chosen by
God rather than temporal artifice. Perhaps the
Lancea Sanctum is more of a “church” than a
spiritual leader, rife with politics and paying only
lip service to the notions of Longinus as a figure
of veneration. Perhaps the Carthian Movement
has achieved a social revolution in your chronicle,
elevating the covenant from the “working class”
represented by their definition as peasants, and
have seized the reins of the governing class.

These are all within the realm of reason, and
manipulating the covenants’ purposes in this
manner is a great way to keep Vampire fresh
and keep your players from relying on too-easy
stereotypes of expectation over the course of
the chronicle.

— i
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The unique and solitary nature of each domain pro-

vides a perfect opportunity for creative Storytellers to

come up with their own local traditions that reflect a
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neo-feudal mindset. Whether the local Kindred truly
believe in their significance or they're just there for pomp
and circumstance (or set dressing), drawing attention to
such customs is a perfect way to emphasize the gothic
timbre of the Vampire setting.

We suggest a few examples below, but of course Story-
tellers and even players are encouraged to add their own
to make the chronicle unique.

Madrigals: A form of music for three or more voices
without accompaniment, madrigals were a form of secular
music that became popular during the 16th century before
being replaced by more theatrical forms of music. (Your
local library or music store almost certainly has a collection
of them.) One of the accomplished Kindred composers
may have created a madrigal specific to the domain, or the
current Prince in power might simply like to have one sung
before convening a gathering at Elysium. They're especially
appropriate to the noble connotations of the Invictus and
the secular Kindred-ism of the Ordo Dracul.

Symbols of Office: Characters who hold titles may
carry physical representations of them, or may don
special garments when operating in the capacity of their
feudal title. A Prince might wear an ermine collar while
rendering a judgment, for example, while a Sheriff might
carry a baton symbolizing the imposition of order or a
Seneschal might carry a set of scales.

A Favor: Vampiric lovers — or perhaps simply Kindred
affecting medieval fashion — might wear a favor given to

9:7:-'.

them by the other, such as a garter given by a lady to the
knight championing her at a tournament. These can be
symbolic of commitment between two Kindred, or they
can be tokens of some other affiliation. For example,
perhaps it’s local Daeva custom to wear a favor given
by another Daeva (and shame falls upon the Succubus
whom no clan-mate chooses to adorn with a favor), or
maybe Lancea Sanctum Hierarchs reward their faithful
with crosses fashioned from palm fronds.

Tonsures: The archetypal “monk’s haircut” so often
depicted in medieval imagery can symbolize both an
allegiance to the Church (thus making it appropriate to
the Lancea Sanctum, though the Celtic tonsure might be
appropriate to certain Circle of the Crone cults) or a less
denominational attitude of asceticism. The tonsure is so
archaic that it’s certain to turn heads in a modern world,
but it’s no more outrageous than a Mohawk, dreadlocks
or other overt hairstyles.

Seals: Used in place of or in addition to signatures, seals
represent the authentication of an authority. A member
of the Primogen, for example, might have to stamp his
seal in wax on the written version of any motion he
wishes to bring before the assembly. A Prince may need
to affix his seal to any change in domain policy before it
becomes effective. It may simply be that seals are a showy
fashion among elders, who mark all of their written
correspondence with them as a reminder of their own
(perhaps inflated) importance or prominence.

storytelling in the city
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' The Cycles of the Living City

The “Gaia” theory has taken hold lately in everything
from academic journals to manga. This theory suggests
that the Earth isn’t simply an inanimate object with
many separate life forms existing on it; rather, the theory
purports that the Earth itself is a living being, or at least
the thin layer of its biosphere is, and that all of the flora
and fauna within that biosphere are parts of the living
being. The weather patterns and water cycle are this
being’s circulation, the soil is its flesh and all animal life
are merely cells or perhaps symbiotic organisms that help
maintain its systems.

Most Kindred know this is New Age bullshit.

Some coteries latch onto the idea, and those vampires
who have dealt with Lupines may have heard the theory
in its connections to animism, delivered with the stink
of dog breath. But where in this theory is there room for
moving, thinking, feeding creatures that do not breathe,
who do not grow old? In the metaphor of Earth-as-organ-
ism, what role would vampires play? Hair follicles? Dead
skin cells? Those aren’t exactly the most dynamic portions
of an animal body, and yet the Kindred can effect sweep-
ing change on the “organism” that is the world, at times
seeming to control it. No, the Gaia theory does not hold
up in the World of Darkness, at least not without the
theory being altered to include new types of organisms
that are neither living nor dead, man nor animal, of this
world and of another.

The Circle of the Crone finds one of its ideological
footholds in this disparity between Gaia figures and
the reality of the vampire. The notion of a living world
is not necessarily wrong so much as incomplete. If the
world is a being, then it is not a natural one but a su-
pernatural one.

One place that an “environment as creature” theory
does hold resonance for more secular Kindred, however,
is at the smaller scale: the city. This is only appropriate, as
for most vampires, their cities are their entire worlds. Just
as all organisms, a city behaves differently in the dead of
winter than it does at the height of summer. And finally,
although the point can be moot to most Kindred, a day-
time city and nighttime city may share the same location,
but they are in truth very different places. The way a city
changes throughout the course of the night, or as the
seasons change, is very dependent upon the specifics of
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that environment. Some neighborhoods come truly alive =
at the stroke of midnight, while others are swallowed by:

despair as the sun’s last light fades away. The joy that is
summer in one northern city might be a time of despair #
and drought in southern climes. But there is one thing. =
about cities that can be described universally: Just as all “Jf
organisms, a city exists in cycles of birth, life, death and -
sometimes rebirth. 4

. - - . ] -
The Life Cycle
Some cities are young and full of promise, but have
not yet “found their feet.” Others are in their primes,
working with the energy of idealism but the efficiency
of experience. And of course, some are in decline, their
infrastructure rotting and their residents falling into =13

despair. Unlike living organisms, however, cities never =4
truly die. Short of a nuclear assault or geological catas-="
trophe, a city retains a semblance of life for as long as :
humans (and therefore Kindred) continue to live there,
producing goods and propping up an economy, however
pitiful. Rather than die, cities past their prime tend in-
stead to simply persist, the memories of their previous
economies, events and ideals looming over them in the
form of derelict factories, abandoned fairgrounds and
overgrown parks. There is a poignant similarity of this
persistence, this unlife formed of memories and shadows,
to the Requiem of the Kindred; it does not go unnoticed -
by those vampires who once had poets’ souls. :

The following segments each describe a stage in a city’s
life, and present ideas to the Storyteller for how to convey
the feeling of those stages in her descriptions as well as
use them in her story’s narrative.

Becoming

The beginning of a city’s existence is a time of fresh
ideals, new possibilities and hope. In the life cycle of
a city, the “becoming” stage is that shortlived period
during which anything can happen, and during which
the burgeoning community’s citizens are united in com-
mon purpose.

Or rather, that’s the way it used to be.

That’s the way it used to be when there was room to
grow, when the nation in which the city resided was still
forming, when the world’s existing cities didn’t already
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have a stranglehold on the area’s precious resources and
economic options. Now, things are far less idyllic.

Similar to vampires, cities tonight are not born. Rather,
they become, transforming from one thing into another
species entirely. They begin as something entirely dif-
ferent, whether an underfunded town whose growing
population pushes it into city status, or a string of com-
munities that become an urban sprawl or even rural
villages that are bought up by developers and turned
into suburbs. What was once a positive development in
a city’s life cycle is now an unlooked-for, confusing event
for nearly all of the residents of the area. All of them,
that is, except the Kindred.

For the hunters in the night, the transition period
during which a new city is being formed is, as it once
was for mortals, a time of possibility. New domains are
likely to become available for the ambitious. Corridors
of urban travel may connect pockets of civilization that
were once isolated from one another. And, best of all,
the infrastructure of the new community is likely to fall
behind as the city finds its feet. The police of a city in
the becoming stage might not know the ins and outs of
their expanded domain, or may be unsure where their
jurisdiction begins and ends. Public transportation is ir-
regular and unreliable, leaving easily taken meals waiting
at lonely, poorly lit bus stops. Some homes may exist in
primarily industrial areas, far from witnesses or potential
help; others may be newly built in developments that are
not completely occupied, making them just as isolated.

On the other hand, similar confusions and risks exist
for the Kindred of a city during this phase of the cycle.
It may not be clear which Prince lays claim to the new
area, if any, and tensions can run high as vampires hun-
gry for territory make heavy-handed power plays there.
Boundaries must be redrawn, feeding areas found and
alliances made or broken, all in light of how this new
territory affects the nearby domains.

A nearby city area in the “becoming” phase is ideally
introduced after characters have become quite comfort-
able with the ins and outs of their home city. They have
established their relationships with the ruling Prince
(whether sycophantic, cold or somewhere in-between),
have made a few friends and enemies among various fac-
tions and have found a few favorite feeding grounds. They
have either stepped into the Danse Macabre wholeheart-
edly or have done their best to stay out of it. Some of the
characters may, having exhausted the exploration of their
new existence, be on the verge of becoming introspective
and despairing. Others may have encountered a problem
that cannot be solved with the city’s current resources, or
may be beginning to make noise about wishing to find

-

some tenurial domain to earn as their own. Regardless,
the addition of a nearby “becoming” area throws the
status quo into chaos, and allows the characters to revisit
their priorities, explore a new locale, make their own
power grabs and of course, get into more trouble than
they may already be in.

Prime
This is the default life cycle phase for most urban
environments in the World of Darkness. The city has a
working economy, substantial and well-funded infrastruc-
ture and established neighborhoods and communities.
The city is likely to be growing slowly, absorbing nearby
communities and creating sprawl, but not so dramatically
as a city in the “becoming” phase.

Note that a World of Darkness city in its prime does not
have the clear shine, the feeling of hope and possibility
that a real-world city might have. As with all things in the
World of Darkness, things here are not quite as bright,
not quite as clean, not quite as safe. And a major reason
for that, of course, is the presence of the Kindred.

This phase is the ideal environment in which to over-
whelm neonate characters, in which to allow ancillae
characters to shake up the status quo, or in which to force
elder characters to defend their hard-won positions and
resources from up-and-comers. The ups and downs of
humanity and their daytime world are barely noticeable
during this phase, and the narrative of the story focuses
almost exclusively on the Kindred and the ways that they
move against each other. Mortals are more likely to be
seen as part of the environment than as actual Storyteller
characters; they are food or tools, something to be ma-
nipulated or something to be avoided. Mortals’ bustling
activities make them seem like a never-ending flow of
insects, mindlessly trundling about their daily lives. Most
are dreary or anxious, perhaps a few are happy; almost all
are afraid deep down inside, but have been trained and
socialized not to show it. They wear masks of disdain,
lethargy, even a sort of comfortable, hopeless neutrality.
The Kindred do not care. All that matters is that the
herd continues to operate the machine that is the city,
so that the Damned may feed off what it produces and
battle over its benefits.

Whereas the mortals of a city in its prime are com-
fortable and subdued in their element, unlikely to truly
notice the world around them or to ask too many ques-
tions, life “as normal” for the Kindred is not so sedate.
A city in its prime may be the default hunting ground
of the Damned, but that means that they must always be
on the alert that they do not become the prey. Long-es-
tablished communities protect their own, and organized,
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well-trained emergency response units can make life very
difficult for a vampire trying to escape the scene of a
crime for which he was responsible. Records are kept,
streets are well lit, murder patterns are made note of and
investigated and outsiders are always coming through and
asking questions. This may be the normal way of life for
most Kindred, but that does not mean that it is easy.

Decay
If a World of Darkness city in its prime is akin to a
real-world city in decay, then a World of Darkness city
in decay is barely habitable. The closest thing we might
compare it to is the capital of a Third World nation
with a government on the verge of collapse; there is a
semblance of order, and things look almost as if they
might have very recently been normal, but something
is missing. Shops are empty. There’s no running water
or electricity. People do not congregate in public, unless
they do so armed and with the intention of preying upon
others. The city is a corpse, and the kine living there are
the maggots trying to scrape sustenance from the decay-
ing flesh. This analogy leaves the Kindred as little more
than scavengers themselves, digging through the refuse
to feast on the mortal worms.

Setting a story in this phase gives the Storyteller an
opportunity to highlight the fact that vampires truly
feed on misery. To them, an unlit street is like a bounti-
ful food shelf. Neighbors who mind their own business
and keep to themselves mean that victims’ screams can
be savored, even encouraged. As those above the poverty
line move out, they leave ideal havens for the Damned.
And as the city goes further into debt, services such as
police protection and reliable public transportation
begin to suffer, making a vampire’s hunting that much
more worry-free.

While the city falls into decay and despair, the lives of
the Kindred there become decadent, bloated and indiffer-
ent. Few of the remaining mortals are worth corrupting
or manipulating, so why bother? The nightlife of the kine
is sorely lacking, and nothing approaching culture or
high society survives in this phase, so the Kindred who
persist here simply lower their expectations and increase
their debauchery to try to ignore the unpleasantness
of their surroundings. Lower-class Kindred may take
on the appearance of the nouveau riche, throw parties
from dusk to dawn in abandoned mansions or garishly
redecorated warehouses, serving drugged and comatose
children as hors d’oeuvres. Wealthier Kindred move on,
following the social class they once preyed on, leaving
hollow positions of power behind for less competent or
less experienced vampires.

i

Yet the Kindred are as much a product of their envi-
ronment as they are of their own making, and they, too,
must eventually descend into, if not physical decay, then
at least mental despair. Similar to the cabarets of Europe
on the verge of World War I, the revelers dance, sing
and laugh in desperation, offering feeble death’s head
grins to ward off the inevitable despair of the eternal
night that waits for them in the shabby streets outside.
With nothing worth fighting over, the Danse Macabre
devolves into a halfhearted game of slow-motion chess;
the surprise moves and thirsted-for vengeance, when they
come, seem barely rewarding. Just as the humans around.
them live in squalor, so, too, must the Kindred, foregoing
electricity and plumbing, heat and creature comforts.
Even the food supplies eventually affect the Damned. The
prey here are more likely to carry diseases, which may be
fine for the Morbus, but other Kindred find such meals
disgusting... until their tastes, by necessity and habit,
become less refined. Finally, drug and alcohol abuse are
extremely common in a city in decay, and many Kindred
find themselves addicted to the substances simply because
so many of their victims have them coursing through
their bloodstreams.

Hebirth

No phase of a city allows the Storyteller to more dra-
matically contrast the Kindred and kine communities
than that of rebirth. Whether a city in decay or one that
is in danger of becoming sprawl, a city in rebirth comes
back from the brink with new investors, population
growth, special government programs meant to encour-
age the opening of small businesses and, of course, the
“gentrification” of previously industrial areas. In smaller
communities, the entire citizenry joins in on the project,
pitching in to clean up parks, patrol neighborhoods,
improve property values and streamline the efficiency of
local governments or organizations. In larger cities, the
involvement is less grassroots but is no less dramatic, as
large corporations subsidize the cleanup of entire districts
or non-profits, celebrities and politicians take a personal
interest in the area’s revitalization. Regardless of the scale,
things as a whole improve for the community. Physically,
everything seems cleaner, safer and better lit. Emotion-
ally, the populace seems willing to give of their time, to
organize and help one another, to congregate in large
numbers in public places and to give free rein to hope.

In short, the city becomes a nightmare for the Kindred.

In neighborhoods that were once easy hunting
grounds, finding prey becomes next to impossible.
Politicians, business owners and city workers seem so
infected with idealism and courage that they are difficult
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to approach, much less corrupt. Abandoned buildings,
derelict factories and vacant lots (the places that vam-
pires use as havens and gathering places) are retaken
during the daylight hours, turned into condominiums,
museums, parking ramps and well-lit parks. The happier,
safer and more organized the city becomes, the harder
life becomes for the Damned. And things become more
difficult, not just in terms of practical matters such as
havens and hunting, but in terms of the mental state of
the undead, as well. A vampire who sees mortals working

together can think only of his own kind’s inability to do
so. A creature of the night who passes a new children’s
museum or a playground is reminded that she can never
bear children of her own. The construction zones around
new homes being built, the litter and trampled grass after
a daytime concert in the park, the “Grand Opening”
sign of a daring new business... as the Damned walk the
darkened streets of a city in rebirth, these signs all serve
as mockeries of their inability to enjoy the time of hope
and promise that has come to the mortal world.

storytelling in the city
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So vampires are a bunch of feudal thieves and smug-
glers, which makes them not unlike many different mortal
organized criminal societies, except Kindred traffic in
blood. But the Damned are also similar to modern gangs
in the sense that they want a degree of respect and fear
from other gangs, but the Damned don’t want to be so
visible that ordinary people or the police can find them
when they’re hiding. How do vampires communicate with
each other when they’re all hidden in the dark, dwelling
in secret lairs, lying to each other and off the grid?

They do it with the marks, sometimes called “the vampire
cant.” Similar to modern gang tags, subvertisements and
graffiti, the marks are public works of art or vandalism
that contain jargon or coded and cliquish language, so
that passersby who are in the know can understand, but
the common chaff of society — the plebs — cannot. This
public language is an ancient staple of vampire society.
Elders say it’s been around since the Roman nights.

The vast majority of Kindred marks have evolved from
graffiti and art popular with the mortals of the age. The
marks must blend in well enough with ordinary urban tags
to avoid too much attention. Some marks are mistaken for
old posters, some blend in with guerilla art, some resemble
the most simplistic kinds of amateur taggings.

The only real thread common to all of the Kindred
marks is their secrecy. If any other trait is common in
the cant of the Damned, it’s anachronism. Vampires love
their many years of accumulated knowledge and experi-
ence, and they love to lord it over the youthful living.

Kindred marks borrow from ancient and modern
trends, mixing old imagery with new styles and vernacular
to create an arcane pastiche that communicates without
giving too much away. The marks are about keeping secret
and being heard at the same time.

Keep Your Eyes Open
The marks are everywhere. That paper skull pasted to
the wall of the train tunnel. The yellow hieroglyph spray-
painted on the old water tower. The downward-pointing
red triangle and star put on the side of a white van with
a fat red marker. The words “red teeth” written on the
stairwell wall in black ink. The spear airbrushed on the
boarded-up windows of a burnt-out church.

The marks tell Kindred whose turf they're on, what
covenant controls the block, what clan of vampires is

R

prowling around, who the wheat belongs to and more.
To understand it all, a vampire must be current on the =
local culture of the undead. But, of course, no vampire:
is meant to understand it all.

Even the bloodsucker who knows that those spidery -
red tree branches are a mark of the Invictus may not.

know what they mean. The Acolyte who knows to look

for green circular mazes stenciled on the sidewalk when +
he’s searching for that night’s cult ceremony may not -

know why tonight’s maze is different from last week’s,
or what the mazes signify. The Dragon who paints a yel-
low numeral 9 on the crumbling brick walls of a Ordo
Dracul meeting place might not know why his sire picked
that number.

Savvy Kindred eventually learn to interpret the tags
and marks of their neighbors, both mortal and Damned,

after years of eavesdropping, observation and guessing. =
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REAL-WORLD GRAFFITI

Don't break the law. Lots of cities have dialed up
their punishments for vandals and graffiti artists.
Even if a tagger says his mark is just a joke, even
if a painter thinks his work is public art, the police
won't. Cities with especially high levels of gang
activity have dedicated anti-graffiti squads (often
with names like GraffitiBlasters) whose job it is to
interpret graffiti (to glean gang intel), destroy it
and put a stop to vandalism.

(Yes, they also put a stop to — and destroy
— work that it can be argued is legitimate art.
The point is they bust people. Even though graffiti
can be admirable art, even if you think you're the
next Banksy, if it's illegal where you live, expect
the consequences. We're not telling you to break
the law.)

In the World of Darkness, these kinds of anti-
graffiti measures exist only when the Storyteller
wants to use them to create dramatic conflicts for
the characters. In the game, these groups might
be the source of an investigation that eventually
leads a few open-minded and ballsy cops to start
poking their noses into the possible existence of
vampires. In the game, urban resources may be too
few and public apathy too much to do anything
about decades of paint and markers on the sides
of buildings, trucks, train cars and anything else.
In the World of Darkness, the marks are even more
effective than gang tagging and guerilla art are
in the real world.
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Smart vampires keep it a secret when they decipher
another’s marks, so that no one updates their styles and
renders moot all his hours spent code-breaking. Very
smart vampires may keep using some secret marks even
after they've been successfully figured out, as a means of
spreading disinformation.

Of course, what's the point of marking at all if no one
is going to understand the message! Teaching the secret
language of private marks to allies without accidentally
sharing it with enemies is a balancing act that never ends.
eaching the public cant of vampire graffiti to neonates
and newcomers without giving it all away to mortals is a
whole other balancing act.

pl .

Game Mechanics

The marks are part of the imaginary world of the un-

dead who lurk among us, but they are also elements of

gameplay. These are not simply a colorful bit of setting

detail; they serve a purpose. The purpose of the vampire
cant in the game of Vampire is threefold.

¢ Add verisimilitude to the unlikely secrecy and soci-
ety of the Damned. How does a vast culture of legendary
undead monsters manage to stay hidden from the eyes
of the larger world? The dramaturgical answer is simply
that they do it through our suspension of disbelief — we
accept that they do, just as we accept that the undead ex-
ist in the World of Darkness, for the sake of good stories
— but part of the answer in the fictional world of the
Kindred is that they rely on the same tools mortals do to
maintain secrecy without sacrificing a cultural identity.
They communicate in code, through cryptolect and a
secret patois. The marks are part of that.

¢ Give Storytellers a simple tool for inserting Kindred
culture throughout the city. With vampires being so se-
cretive, it can be difficult to maintain the atmosphere of
Vampire throughout the game world where your chronicle
is set. Even worse, it can be easy to fall into the bad habit of
confusing the World of Darkness for a visually identical du-
plicate of the real world. Including vampire marks on the
walls and windows of local, mundane buildings reminds
players that their characters live in a world shadowed by
hungry monsters. Mentioning meaningful tags and sym-
bols in setting descriptions helps create the illusion that
other characters are moving through the game world when
the players’ characters aren’t there; somebody is painting
all that stuff, somebody has something to say.

* Give characters a method for participating in Kin-
dred politics even if they are not experts in Social Skills.
So much of Vampire (and this book!) is politics that all
those characters without dots in Persuasion, Intimida-
tion, Socialize and Subterfuge can feel left outside the
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action of intrigue. The marks make Intelligence, Craft,
Expression, Streetwise, Occult and even Survival into
useful — though still not quintessential — parts of the
political game. This alternative political expression isn’t
a substitute for those traditional political Skills, but a
complement to them.

Plus, the ability to use their Skills to interact with the
game world adds value to the dots players put in their abili-
ties and meaning to the descriptions of the game world
they're given. s the graffiti in this tunnel just a bit of back-
ground detail, or does it have some lurking meaning?

Dice Pools for the Vampire Cant

You have a lot of options when it comes to using and
interacting with the vampire cant through game mechan-
ics. Rather than provide some kind of complex system for
the marks, however, we’ll simply offer you a few ready-to-
use actions and dice pools for interacting with Kindred
cant. These aren’t strict rules, remember. The flexibility
of combining different traits into all sorts of meaning-
ful dice pools is one of the strengths of the Storytelling
System; finding the right dice pool to describe a particu-
lar action is part of the fun of being a good Storyteller.

.E_él.ﬁﬁb:—_l.

SEEING THE CITY:
LoTs oF ACTIONS

If it seems like that list of actions is an awful
lot of attention paid to something as simple as
looking as graffiti, it is. This is also an object
lesson for you players and Storytellers when
thinking about how characters can perceive and
understand the city surrounding the characters.
Don't be stiff. Don’t be a tight-ass about Skills
and knowledge.

What you see with all these Skills is how
different Skills may describe different approaches
to getting the same information, and may describe
the different ways that the character understands
her world. They also describe how different Skills
can access and interact with the same kind of
information, the same parts of the game world.
The character without Streetwise isn't necessarily
left out of the loop when dealing with the
secret marks of Kindred society (of which she is
presumably a part).

Sometimes the tension or dramatic outcome
of a scene hinges on whether a character spots
something, recognizes what she automatically
notices, or can truly puzzle out the meaning of the
object in front of her. If a scene’s drama doesn't
hinge on the success or failure of an action — if she
fails to spot the mark she won't discover the secret
entrance to a rival's haven, if she misinterprets
the mark she’ll accidentally lead the coterie in to
hostile territory, etc. —then don‘t roll for it. Focus
on just the part that’s important.
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Alter these dice pools, and create your own, to reflect
the unique knowledge of the players’ characters and the
unique circumstances of your city.

Skills don’t have exclusive authority over particular
knowledge or abilities. While some things might be
known only by experienced craftsmen, doctors or drug-
dealers, even a character suffering the untrained dice
penalty can use an Attribute to see if he knows what’s
what. Likewise, some knowledge and abilities lay in the
areas where two Skills overlap.

Drug markets and gang activity are clearly covered
by Streetwise, but they’re also matters of Politics in cit-
ies where these issues are important to councilors and
voters. Pairing Streetwise with Intelligence can describe
what a politico knows about the street and its art, even
if he isn’t going to say the right thing when he’s face
to face to a ‘banger. Presence and Politics can describe
a gang member’s ability to convincingly put across her
ideas about the government’s shortcomings, even if she
doesn’t know the customs of City Hall.

Here are a few actions characters might take to interact
with the marks. Don’t think of this as a step-by-step guide,
as if characters first have to spot marks, then recognize
what they are, then decipher them. Reduce the character’s

essential action down to one dice pool and then move
on with the story.

Spotting Marks

Dice Pool: Wits + Streetwise + equipment. As an alter-

native, Politics may be used for recognizing propaganda -,

or radical commentary if its symbols or motifs have come

to be known signs of political organizations. An Invictus =

Knight with no experience with street vampires (and no
dots in Streetwise) might spot the symbol of a Carthian
revolutionary brood, for example.

Action: Instant or reflexive. A character experienceds
with the vampire cant (who, for example, has one of the

Cant Merits detailed in Chapter Five) may be entitled to *
a reflexive roll when entering a marked area. (She walks

in and, without really thinking about it, takes in the Nos-
feratu tags on the walls.) For a character who specifically
looks around for Kindred marks (even if she has already

failed a reflexive attempt) this is an instant action. (She -

peers around the chamber, scanning with her eyes from
one corner to another, looking for telltale symbols.)

This is essentially a perception action for characters .

that already know something about the marks. It’s not -

about seeing paint on the wall, it’s about seeing specific—
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chapter one

marks that the character already knows. The character
simply has to catch sight of them in the gloom, on the
crumbling concrete, or in layers of graffiti.

If successful, the characters spots meaningful marks.
If not, the character misses them.

Equipment: A scrawled copy of the mark on a scrap
of paper (+1), a photo of relevant marks from another
site (+2), a photo of the marks from the character’s pres-
ent site (+4)

Recognizing Marks
Dice Pool: Intelligence + Streetwise + equipment. As
an alternative, Politics may be used for recognizing propa-
ganda or radical commentary if its symbols or motifs have
come to be known signs of other covenants or coteries.
A stuffy Sanctified missionary may recognize the pagan
symbology of the Acolytes only because he knows about
the politics of the Kindred court.

As another alternative, a character might recognize the
work of a particular artist and not just the symbols she’s
painted. Either Expression (to recognize a style) or Crafts
(to recognize a method) could be used this way. A savvy
Kindred tagger might be able to tell that the new marks
on the sidewalk near his haven aren’t just the work of
territorial Carthians, but of a neonate Daeva they call

Left Hand.

This dice pool can be modified by the Cant, Connec-
tions and Contacts Merits. (See Chapter Five.)

Action: Instant. The character must inspect the marks,
but either she recognizes them or she doesn’t.

This is an investigative (but not an Investigation) ac-
tion, useful when marks are obvious but the Storyteller
want to draw suspense out of their uncertain origins or
purpose. Unlike deciphering marks (see below), this is an
action based on a Social Skill, so it’s also a good way to
spotlight a character with experience and contacts on the
street. This is about recalling information (Intelligence)
and exposure to the ways of the street (Streetwise).

Example: Dirge, a Mekhet on the trail of a thieving vam-
pire, visits the abandoned factory where his target has recently
been seen. Graffiti and tags are everywhere, covering the inside
walls and widows of the building like wallpaper. Seeing them
is easy, but recognizing the gangs, coteries and covenants these
marks belong to requires some experience with the vampire cant
— experience Dirge doesn’t have. Later that night, he brings a
streetwise Nosferatu in the know down to the factory to have
him sort out what tag belongs to what coterie or covenant.
“This is all South Street Kings paint,” says the Haunt, and
now Dirge has a new lead.

Equipment: A crib sheet (+1 to +3), a photograph for
reference (+2 to +4)

Deciphering Marks

Dice Pool: Intelligence or Wits + Expression or
Streetwise or Investigation + equipment opposed by the
artist’s successes.

Use Intelligence when memory, cognitive power or
comprehension is more important than noticing a detail
or bit of nuance in the mark being examined — when
the character is puzzling out a mark’s symbology and
references. This should be the more often used Attribute
for this kind of action. Use Wits when details or broad
elements of style need to be noticed to be appreciated
through the accompanying Skill.

Use Expression to interpret the meaning (or double
meaning) behind a tag or other written bit of cant;
Expression helps a character appreciate the difference
between the traditional and subversive meanings of the
“ . ”»

Sovereign” tag (p. 62), for example.

Use Streetwise when an understanding of urban or sub-
culture references makes the difference between success
and failure. This is a substitution for Expression, though,
which can do the same thing, to reflect the fact that plenty
of people can understand cultural references and subtext
without being able to employ such techniques themselves.

Use Investigation to turn old-fashioned puzzle-solv-
ing and raw logic on the decryption. A character using
Investigation compares a mark to earlier examples of the
form, contrasts the mark with others in the vicinity, and
seeks out ways to make sense of it through psychology,
history or some other intellectual method.

Action: Extended, modified by the artist’s success at
disguising meaning. The target number of successes is
determined by the original artist. (see Creating Cryptolec-
tic Graffiti, below). Each roll may represent a number
of hours (typically two hours) or a complete night of
work; specific instances depend on the kind of scene the
Storyteller is creating.

This action is meant to dramatize the conflict between
a thinker and a cunning puzzle. Picture the scholar
crouched in an underground chamber, staring up at a
wall of old graffiti lit by flashlights laid out on the floor.
Picture the investigator pouring over piles of ill-lit Pola-
roids, trying to piece together the meaning of tags and
paint in the background of the crime scene.

When the graffiti is a riddle, a hurdle to be overcome
on the way to some other destination, this is the right ac-
tion to use. When the graffiti is a treasure map, revealing
the hidden location of some secret covenant chamber,
this is the right action to use.

Example: Dante sits cross-legged on the roof of the tenement,
his sketchpad laid out across his lap. He’s drawn the graffiti and
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transcribed the tags painted all along the brick ledges around
him. He’s broken apart the images on the page, turned the tags
around in his mind and on paper. His ass aches from sitting on
the gravel all night. The turncoat priest told him these marks
pointed the way to the burial site of Dante’s torpid sire, but
for a week now they’ve kept their secret. Dante is in a battle of
wits with the vampire artist who painted on this site forty years
ago, and the only way he can lose is to quit.

Example: “What're these birds?” Dante asks Rafael. “They
represent the four elements of the South Street Knights’ philoso-
phy,” says Rafael. “Enlightenment, Respect, Endurance... and
Whath.” Dante looks at him. “Really?” Rafael nods. “Yeah.

Took me forever to figure that out.”
Commumnicating
Through the Marks
Dice Pool: Intelligence or Wits + Expression or Crafts
+ equipment. This is a basic extrapolation of the dice
pools for the Create Art action and for composing works
using Expression (see the World of Darkness Rulebook,
pp. 58 and 80). Fundamentally, whether the public audi-

ence regards it as graffiti or vandalism, the core purpose
of tags and marks is expression.

The dice pool for this act becomes more interesting
when the intent of the artist’s work comes into play. Is the
artist trying to cajole, rattle, inspire, pressure, scare, inform
or warn! How well does that come across to the viewer?

In game terms, the artist can choose to either get his
idea across through Crafts or Expression alone using the
dice pool above, or he can attempt to influence viewers
and contribute to the Danse Macabre by making an
Intimidate, Persuasion or Subterfuge action through
the work. This is how subvertisements undermine the
company line, how pop culture cracks the facade of
the powers that be, how viral memes infect the body
politic. Naturally, the majority of graffiti, Kindred or
other, doesn’t result in real change. Only those works
that strike a nerve and get carried through the culture of
the Damned like a bug are profound and unforgettable
enough to be considered real power plays.

The system for communicating this kind of message
through the marks is simple: The dice pool for the In-
timidation, Persuasion or Subterfuge roll (paired with
Intelligence for penetrating or bold insights and with
Wits for cutting or comedic statements) is made with
a -3 penalty (or more) for communicating through an
indirect medium. That creates the message.

Then the character makes the Crafts or Expression
roll to create the work that will carry the message; the
successes on this roll limit the successes on the roll to
compose the message. Thus, even if a character crafts

i

an exceptional bit of fearmongering propaganda with
five successes on an Intimidation roll, the message only
comes across as vaguely effective if the Expression roll nets
just one success. That image of the city populated with
burning vampires doesn’t accomplish much if nobody
can figure out what those orange shapes are.

Action: Instant or extended; possibly contested.
Whether or not an extended action is possible depends =
on the importance of the work in the story or the artist’s
character arc. An extended action represents the long,
laborious pursuit of the kind of work the artist wants -
to be known for. It’s climactic. Each roll may repre-:
sent a night’s or even week’s work. At the Storyteller’s
discretion, the total possible rolls may be limited to a *,
number equal to the character’s Resolve or Stamina.
The total number of successes are limited only by the ~
character’s abilities.
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Instant actions are much more common. If the artist is
unhappy with his result, he simply tries again. (The Story-
teller is free to impose or excuse the cumulative -1 penalty
for retrying an action depending on the circumstances.)

How these successes affect the audience depends on
the kind of roll attempted. An extended action doesn’t_
represent a hit-or-miss statement but a complex and nu-= ¥
anced work. The more successes, the longer the work’s ™.
meaning stays with the viewer, the farther word spreads
of its quality, the greater the number of eyes that see it.
In general, consider each success to be about equal to the
number of nights the piece maintains its initial impact.
These are the nights when it is cutting edge, spoken of at
court and fawned over. For another period of nights equal
to the successes, the work is remembered and referenced.
After that, the work’s popularity levels off, either sinking
into the forgotten shadows of a busy culture or becoming
a familiar bit of the background.

Whether or not the work has long-term admirers or
becomes a touchstone for Kindred or mortal culture in
the city depends on the happenstances of individual ac-
tions and characters in the chronicle. As a rough guide-
line, though, the Storyteller may declare a work to have
significant resonance if at least one exceptional success
was rolled during its creation. (This resonance may be
merely cultural, the stuff of mundane popularity, or it
may even have an impact on the landscape of the spirit
world. See Werewolf: The Forsaken for details about
spiritual resonance and the Shadow Realm.)

A hit-or-miss work is a simple contested action,
comparing the artist’s successes on his Intimidation,
Persuasion or Subterfuge roll to the successes of the
viewer’s Resolve + Politics or Streetwise roll. (Resolve
+ Composure may be substituted rather than impose
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untrained penalties for characters too ignorant to be
profoundly effected.)

Failure means the work may be clearly received and even
appreciated, but doesn’t drive the viewer to action.

Success means the work has real impact, changing
minds and potentially driving people to act. Storyteller
characters may be rallied to a cause, inspired to act in
accordance with a particular Virtue or Vice, or motivated
to take a stand on some issue. Players’ characters are ef-
fected to a degree they can plainly appreciate — possibly
more than they’d like to admit rationally — but the real
ramifications of their reactions are for the players to
decide. It’s art; it isn’t mind control.

Equipment: Spray paint (+1 to +3), brushes (+2 to +3),
quality paint (+1 to +3), airbrush (+2 to +4)

Creatng Cryptolectic Graffiti
Dice Pool: Wits or Intelligence + Crafts or Expression
+ equipment. This is, fundamentally, an action to Create
Art (see the World of Darkness Rulebook, pp. 58 and 80),
with modifications. The distinct purpose of the vampire
cant is to share information with some Kindred and hide
it from others, and this action represents the pursuit of
that unique goal. It’s not hard to adapt this action to
model the creation of coded letters or a closed patois.

'I-u

Action: Extended; one roll equals 30-60 minutes of
work. The total number of successes is up to the player
to decide; the artist character keeps working until she
(and the player) is satisfied. To prevent abuse or a long
tangential action, the Storyteller is may limit the number
of rolls to the better of the artist’s Resolve or Stamina.

This action describes the work of the original artist
creating a new mark. The character is devising the nu-
merology, symbols and style that will hold meaning for
her comrades and hide some of that meaning from rivals
or enemies. This is not the simple act of reproducing
established imagery.

The total number of successes generated by the artist
is the total number of successes a viewer needs to accrue
to decipher the mark.

The artist can further stymie the decryption of a work
by disguising even the symbols themselves where they are
included in the work. An onlooker can’t puzzle out the
meaning of the numeral 4 in the work if he can’t even
see the numeral for what it is. The lower of the artist’s
Wits or Subterfuge is applied to decryption rolls at the
artist’s discretion (when the work is created).
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Once the work is done, other artists can reproduce
the work with an extended action. The target number to
reproduce the work is based on its complexity: a number
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of successes must be accrued equal to the total number
of rolls the original artist made to create the work.

Equipment: A sample of the artist’s previous work
(+1 to +2), an already-deciphered sample of the artist’s
previous work (+2 to +4)

Marking Territory
Dice Pool: Intelligence + Crafts or Expression or Street-
wise + equipment. This is an extremely flexible dice pool,
though. The Storyteller might substitute Strength for In-
telligence if the matter in question is successfully cutting
a mark into a nice solid substance like granite. Dexterity
might be used to represent a mark placed in a hard-to-
reach spot, like a sign jutting out over the expressway.

Action: Extended (2-5 successes, representing just the
simple work of cutting in a basic mark; each roll repre-
sents one minute of work).

This isn’t the roll to determine the quality or meaning
of a mark. This is a simple representation of a character’s
ability to scratch out a bare-bones symbol without nu-
ance. If a vampire wants to scratch out a quick notice
that this territory is claimed, without revealing the
covenant or the particular lord, this is the action to
use. If a vampire wants to etch a quick warning to other
Kindred before the hunters searching nearby find him,
this is the action to use.

Equipment: Knife or screwdriver (+2), hammer (+1),
oversized marker (+3)

Stock Penalties

These penalties may apply to any of the above actions:

Situation Penalty
Site exposed to elements -1to -4
No time to work -1to -5
Lousy tools -1to -5
Cracked or rotten surface -1to-3
Surface crowded with other graffiti -2to -4

Propaganda and
Protest Tags

Some messages circulate beyond the expectation of

any tagger. Here are some commonly seen messages in
Kindred graffiti, as well as their origins and meaning:

¢ “The Prince Is Dead, So Bury Him” A classic
example of rebellious neonate slogans. This one started
somewhere around New York City in the 1960s and
has resurfaced a few times in cities through the US and
Canada. These nights it's seen more ironically — all
vampires are dead, after all.

i

¢ “This Is the Future, Let’s Act Like It” A Carthian
rallying slogan, meant to encourage and inspire and
rather than tear down particular opponents. This one
came out of a West Coast city ruled by a Citizen Prince
and spread quickly through Carthian-controlled cities
thanks to foolhardy revolutionary nomads.

¢ “Fear Not” Used tonight by the Ordo Dracul as a

vague statement about the confidence Kindred should =

have over their own powers and Beast. It started, centuries
ago, as a mark of the Invictus, indicating an area was over-

seen by Knights of the First Estate (or, later on, Invictus *
lords). In many cities the Invictus usage persists. .

¢ “I’s Your Blood” A Dragon tag from the Pacific

Northwest. Though seemingly innocuous, vampires in

the know understand this to mean that supernatural and
philosophical aspects of the Requiem should trump all
political and societal concerns. Less well-known is the
phrase’s origin in a 1924 text by an [lluminated Dragon of
Montreal who used it to lure Kindred to the Ordo Dracul
by promising them control and dominion over their own
blood. The whole quote is, “Do not drink the secular
aristocracy lies; the oaths and promises and territory are
illusions, distractions, false idols. It’s your blood.”

* “Fuck Prince Gorman” This is one of those weak=:§
political catchphrases used by wannabe rebels or ironic™

politicos. Who Prince Gorman was, and what city he
claimed, is lost to urban legend. This is now just a pop
vampire idiom used to describe weak politics, poser
radicals and juvenile rhetoric. “I’m not worried about the
Duke,” you might say, “’cause all he ever does is stand up
at court and tell us all to fuck Prince Gorman.” As a tag,
this is used to mock or ruin other tags. It’s like scratching
“sucks!” after someone’s name on the bathroom wall.

* “Burn Down the Estate” Another bit of anti-Invictus
propaganda, though its origins are lost. Urban legends
among the Kindred claim the phrase originates from
the American South, where unaligned vampires were
Embracing runaway slaves and sending them back to
slaughter and burn their former owners. The phrase is
also common the UK, though, where it is seen as a call
to rebellion against English Invictus by Irish Carthians.
Whatever its origins, its modern usage is simple: Fight
the power.

* “You are the grandeur” Sanctified missionary marks
from Europe, based on a quote from the Testament of
Longinus. The original quote, attributed to Longinus
himself, reads, “I am not the godless beast who stalks
beneath the dark grandeur of sanctity. l am the grandeur.
[ am sanctified.” It is from this quote that the Sanctified
take their common name. It is with this tag that they
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recruit the young Damned longing to make the Curse
into something glorious.

¢ “Not Dead Yet” Historically this was a mark used
to declare the survival of the Prince of Edinburgh in the
face of an attack by mortal hunters (or, in some versions
of the story, VII), sometime around 1720 AD. Since
then, it has been used throughout the United Kingdom
and Europe as a kind of Kindred roll-call, marked into
a wooden post or carved into soft stone every few years
by all the city’s vampires, as a kind of ritual census. (The
Customary style is to start off the tag with initials, like
“S.Y. Not Dead Yet.”) In the Americas, an urban myth
that the tag is a defiant Acolyte proclamation of endur-
ance in the face of catholic pseudo-Christian religions
has led to its adoption by the Circle of the Crone. (That
the Prince of Edinburgh in 1720 was both an Acolyte and
an Invictus vampire may contribute to the myth.) Secular
American vampires also mark the sites of ambushes, at-
tacks and betrayals with this tag, meaning “I survived,
you bastards!”

¢ “Sovereign” This simple tag is used by many Kin-
dred courts to mark Elysium, neutral ground or simply
turf overseen by Harpies, Hounds or other agents of the
Prince or Primogen. The origin of the mark is uncertain,
but may date to the Dark Ages, as it (or translations of it)
have been found in ancient sites of Elysium and Kindred
power. Modern usage sees this tag also applied ironically
or even derogatorily — tagging another vampire’s turf as
“Sovereign” gives local Kindred the go-ahead to enter
and act as if it were common ground, while tagging a
vampire’s hang-outs (or even her haven!) with this implies
she’s a toady, crony or tool of the Prince or his court.

¢ “Castle 1” The culture of the Invictus has come to be
absorbed by a surprising number of vampires Embraced
from the ranks of modern gangs and cartels. The philoso-
phy of lordship by merit and undefeatable majesty jibes
nicely with patriarchal gangs driven by personal achieve-
ments and street rep. This tag is a 21st-century take on
the mystique of the Invictus, a label that says, “The First
Estate is strong,” and, “Show some respect.” In some
circles, the First Estate is called the First Castle; with this
tag becoming more and more familiar to neonates, the
covenant is sometimes even called “Castle One.”

¢ “Established 1811” This tag declares a building to
be the turf of local Carthians. (1811 is the generally ac-
cepted year when the covenant was founded.) What makes
this tag something other than simply a covenant brand
is its use by other covenants — it was commandeered as
a political tool against Carthians so long ago that any
other purpose is practically forgotten. This phrase is often
tagged on buildings where Carthians have been seen (or

-

suspected to meet or sleep in) as a means of exposing them
and ruining their illusion of secrecy. Rather than saying,
“We want you to know this belongs to us Carthians,” the
tag says, “Hey, Carthians, we know you’re here.”

JIn I g [ ] L]
Graffii Styles
Graffiti is a tricky word. It covers a lot of things. The
most basic are the simple marker tags favored by teenage
wannabes, hacks and gang members without the time to
work. More involved are colorful but basic “throw-ups,”
quickly painted (i.e., just thrown up onto the wall) words
and pictures that stand on the border between murals and
typographic vandalism, which are often big but seldom de-
tailed. Those complex, often 3D-styled, serpentine tangles of
extreme angles and arrows twisting together to form names
and words are called wildstyle; they can be simple and ugly
half-assed attempts by poseurs, they can be full-on marvels
of graphic design and they can be anything in between.

Next to graffiti (some would say beyond) is guerilla
art. Sometime done using stencils or pasted-up paper
images, guerilla art is maybe more likely to use pictures
than words. In theory, it’s also more often composed
with the deeper meanings of satire and fine art than the
bare declarations associated with graffiti, but in practice
that’s all debatable. The difference between graffiti and
guerilla art is, all too often, whether the painter ends up
being praised or pissed on.

Vandalism that defaces (or comments on) public ad-
vertisements such as bus-stand posters, billboards and
taxi-toppers is sometimes called subvertisement, though
that’s not technically accurate. In theory, subvertise-
ment is a kind of anti-corporate commentary and public
satire accomplished with guerilla art techniques. The
best subvertisements get mistaken for actual, legitimate
ads from well-known companies at a glance, and are
revealed as satires only with a real look. Scratching out a
corporate logo, scrawling over a poster’s text or pasting
a word balloon onto a billboard is more properly called
culturejamming. Subvertisement is subtle and insidious;
culturejamming is blunt and raw.

The Grammar and
Vocabulary of Tags

Many of tonight’s neonates learned the basic grammar
of tagging from the vernacular of the modern street.
Kindred have adopted numerous elements of gangland
graffiti as a means of blending in with the herd. Some-
times vampires even throw up fake gang tags to keep local
bangers away from their turf. (This is sometimes, stiffly,
called “mis-graffiti,” as in “misinformation.”)
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Here, then, is a rundown of some basic grammar and
vocabulary of modern tagging. Some of this is based
on actual (that is, real-world) trends, though gangs and
coteries of the World of Darkness deviate from this stuff
however you like.

187: In the radio codes of Californian police, a 187 is
a homicide. When rolled into a tag, 187 means a murder
has happened on the site... or will soon. Pairing 187 with
aname (or names) is a kind of public announcement that
the people named have fallen in battle (accidental deaths
aren’t 187s) or that they have been “greenlit” — approved
for murder by gang leaders. Understanding the difference
between a memorial 187 and a “notice” usually requires
a reader to already be up on news from the street.

Dollar Signs: Dollar signs, usually used in place of
the letter S or the numeral 5, mean drugs are being sold
in the area. This can indicate something as large as an
open-air drug market, or something as small as a lone
dealer on the lookout for loitering buyers. Among the
Damned, dollar signs mean drugged blood may be in the
area, and is, ironically, free for the taking. Vampires who
deal drugged vessels to other Kindred don’t use this tag
because they don’t want to draw mortal drug-seekers.

Crossed-Out Letters: Letters that are a part of some
other gang’s name often get crossed out of tags drawn
by rival gang members. There’s no other secret meaning
here — this is straight-up disrespect.

Numbers: Gangland numerology is always changing.
Among mortal gangs, numbers often stand for letters
of the alphabet (A equals 1, B equals 2, etc.), which in
turn stand for tenets or mottos memorized by the gang’s
troopers and lieutenants (e.g., 12 = L = Loyalty). Among
the Damned, numbers can signal lots of other meanings,
depending on their context. Sanctified marks may refer
to chapters and verses in the Testament of Longinus, which
serves as a kind of codebook for those vampires trusted
enough to have access to it. In many cities, the number
1 indicates the Invictus (the First Estate). Permutations
are endless. (See p. 67 for an example.)

Letters: Letters usually stand for a gang’s core principles
or tenets memorized by the gang’s membership. For ex-
ample, RRB can stand for Respect, Retaliation and Broth-
erhood. This is not so far off from much older trends in
secret societies. Abbreviation marks such as these are easy to
find on lodge buildings and the tombstones of past society
members, secret or not (e.g., OOQ for the Order of Owls,
SCV for Sons of Confederate Veterans). The Damned
use these codes in pretty much the same way, referencing
tenets and knowledge known only to their kind. MAP,
for example, sometimes stands for the three Traditions:
Masquerade, Amaranth and Progency. So does TTT.

storytelling in the citygF R EH
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Names: Kindred with street names may share them
freely in tags and graffiti, since no paperwork or other
Masquerade-breaking links should connect those names
to their days among the living. More than a few vampires
maintain multiple street names throughout the city, to
accompany their multiple circles of contacts and agents
(often facilitated by Majesty, Dominate or Obfuscate).
Other Kindred retire old street names and resurrect =:
themselves behind new identities as their old contacts:
age and die. Other vampires concoct street myths about
how their name gets passed from one man to another
— when really they’re all just the same undying monster.
refusing to give up the name. %
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Marks of the Covenants -
Every local instance of each of the covenants has its own 4
distinct style (or styles!) of graffiti and marks. The local
Acolytes don’t want the Sanctified to understand every
message the Acolytes send to their fellow pagans through
public tags. Some messages are meant to be understood
by all the city’s Damned, others are intended just for fel-
low covenant- and coterie-mates “in the know.”
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Factions within the covenants may even use their own ==
unique cants to communicate behind the backs of their'._.
rival brothers. Some of these faction-specific marks are-
intentionally designed to blend into mortal graffiti and 3
go unrecognized by their fellow Kindred. Others aren’t
meant to be covert at all, but are simply so “inside,” so
cliquish and mutated from the covenant’s common
marks as to be unrecognizable by comrades.

-
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Though every city’s covenants have their own unique
customs and styles of marks, a few overarching trends
and traditions inform the baseline tags of the covenants.
Use these examples for your city’s covenant tags or just
use them as inspiration and design your own from these
starting positions.

V|
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Invictus

The First Estate has a long tradition of public mark-
ings centered on medieval crests, heraldry and coats of
arms. Buildings erected under the influence of the In-
victus sometimes even have traditional Invictus symbols
included in their architectural flourishes and finishes.
Whether the Society’s marks are worked in marble or
chalked on the pavement, they’re always noble, anti-
quated and handsome.

The marks of the Invictus are typically easy to spot but
complicated to interpret. The placement of individual
images is essential to their meaning. Inverted symbols
are being dissed. Images to the right of a central icon are
considered “visible” while those to the left of a central




icon are considered “hidden,” even though both may be ' i il ts L3 =i
perfectly obvious. Half-images — such as half a mask, a i i |
tower instead of a castle or a blade without a hilt — are
pleas for caution, composure and poise.

Motifs: Crowns with three or four points (five-pointed
crowns are reserved for Invictus Princes), coats of arms,
fleur-de-lis, masks (in carnival, masquerade or any other =
style from surgical masks to gas masks), flowers, swords, ! : - = T
knight imagery, castles, helmets, lions. 55— i T B EW

CARTHIANG s '

The Kindred of the Carthian Movement have adopted :
marks from two primary sources: urban American gang : - - :
tags and mid-20th-century Soviet propaganda. Countless g v :
secondary sources emerge in Carthian States across the ' ;
globe, each drawing from unique local trends. Carthian
marks are spray-painted, stenciled, pasted or airbrushed.
Carthians, in general, do not favor nuance in their
covenant cant. Large, bold and simple messages are the
most common. . +

In some Carthian domains, the right to tag is given out -
only to certain Kindred. Free speech is one thing, but the
privilege of speaking out on behalf of one’s people is some- L :
thing more. Carthians, contrary to Old World Kindred ;
customs, are the most likely to mark territory that isn’t
theirs with subversive messages or outright vandalism.

Motifs: Triangles, hammers, eagles, stripes, stars, suns
and sunrays, bullets, guns, bombs, missiles, construction . J=8
equipment, wrecking balls, clocks, coins, syringes. B B - 1

4
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Lancea Sanctum

The marks of the Sanctified have undergone cycles of ; g

massive rejuvenation during the past 50 years. Where ‘ g = 3
once the marks were stale, obvious and perilously easy
to decipher, tonight they are much more varied and mys- - ;
terious. What they have always been, and continue to be i - 3

tonight, is severe and imposing. The Lancea Sanctum’s ! ; 3
marks may be complex, but they are rarely subtle. Many ¥/
hardliners of the Spear complain that the covenant’s :
~ evangelical graffiti reaches too far into the view of the -
kine — and yet it continues to spread. - 3

l“rlﬁh‘ Wbl s e

Sanctified marks may be as impermanent as any graf-
fiti, but can also be much more substantial. Some of
those neon crosses perched atop dark churches are the —
work of the Sanctified; they say, “These doors are open I . p
after dark.” Look for flyers stapled to telephone poles :‘E '
or taped up in store windows that have misprinted
dates or phone numbers that don’t make sense — the
American Sanctified are trying to get the attention of |
vampires mingling too much with the kine. More often . B 3 n
than not, those numbers on the flyers aren’t typos but | | g En -
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references to the Catechism or the Testament of Longinus,
chapter and verse.

A
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Motifs: Spears, lances, crosses, Roman eagles, cathe-
drals, blood, wolves and sheep, steeples, church bells,
monks, priests, nuns, Egyptian architecture (especially
Thebes) , the crescent moon, stars, six-pointed stars,
numerology, scales, fire.

CircrLe o THE CROVE:

The Circle of the Crone may have the most difficult
marks to categorize of all the covenants. Individual cults %
within the covenant devise their own unique visual vo-«
cabulary of religious symbols and media. Different cults
often use the same imagery in very different ways — for *
one, a thunderbolt may indicate a holy place, for another, -
an enemy for smiting.

Acolyte cults encourage a balance between innovation
and reverence for custom. Revising or alluding to old
symbols is always better than inventing than new ones.
Individual cults and vampires often inherit core imagery
from parent factions, cults and sires, too. So those sten- %
ciled goat heads with the hourglasses for eyes may mark the 43
territory of a coterie related to those vampires who chalk_-_ T
goats with clocks for eyes on the sidewalks across town. - §

Acolyte customs, more of than not, favor tags that last.”™
Stencils, spray paint, airbrushing and glued-on sculptures
are favored over chalk and markers.

Motifs: Greek frets, goat heads, stag heads, breasts,
phalluses, hooves, footprints, handprints, birds, blood, -
fire, chains, circles, bowls, urns, many-armed women,
cows, mountains, trees, mazes.

QRDEC DR ALBL

Dragon marks are arcane, sometimes convoluted and
often needlessly complex. Though many of the Order’s
tags have their origins in secret societies, both benevo-
lent and sinister, from the 19th and 20th centuries, the
modern Dragons incorporate as many modern elements
as classical ones. Where one chapter of the Order Dracul
might mimic crests and animal symbolism from a mortal
fraternal order of free and accepted foresters, another
might sketch out tags meant to evoke computer desktop
icons or spray-paint a nonsense URL.

More often than not, though, marks of the Order blend
the old and the new, the scientific and the mystic. Look
for chemical structure diagrams with numerical clues or
occult symbols in place of atomic abbreviations. Look
for pentagrams or magic circles with computer code in
place of ancient languages. Look for two seemingly un-
related tags and make sure they’re not part of a larger,
trickier mark.
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The Ordo Dracul is prolific in its use of the marks.
Dragons mark their own territories, sites of note, sites
to avoid, sites to be investigated, sites they claim, sites
they forbid, sites they fear, sites they wish to claim in the
future, sites they are finished with and on and on.

Motifs: Dragons, spirals, diamonds, cups, rods, spikes,
minarets, blood, impaled figures (including animals or
visual puns), axes, skulls, setting suns, black circles, con-
centric circles, clubs, spades.

Tags of the Clans
The Kindred clans have their own customs of territo-
rial marks. Many vampire scholars speculate that clan
marks predate covenant marks, in fact. Presumable the
early, primal Damned in the nights before Rome and the
Camarilla marked their hunting grounds and the homes
of their mortal herds to keep other vampires away. In
modern nights, when vampires no longer nest and hunt
by clans as they once did, the marks of the clans have
taken on another meaning.

Kindred cannot always easily identify each other by
clan, but some vampires take great pride in the traditions
and heritage of their undead race. With Kindred of every
clan in virtually every city, mingled and intermixed, the
secret cant of the clans is sometimes the only underlying
communication Kindred cousins have with each other.
If the city’s territories are divided by covenant allegiance
rather than blood ties, clan values may fade. Some vam-
pires may mark their territory with tags for both covenant
and clan, to advertise to undead neighbors what kind of
trouble is being invited when that turf is violated. “Tres-
pass here,” the tags say, “and you’ll be making enemies
of both the Sanctified and the Ventrue.”

In cities where the Damned organize by clan as much,
or more, than by covenant, clan marks serve much the
same purpose as covenant marks — signifying turf and
allegiance. A roadside wall may be painted with clan-spe-
cific marks letting other vampires know that supernatu-
rally hidden Kindred may be about (and watching them).

* A telephone pole with a flyer pinned to it bearing marks

of the Gangrel may be meant to make visitors paranoid
about every wisp of fog or smoke in the neighborhood,
or might simply give fair warning that lesser predators
should be careful not to cross the path of a potent local
lord. An abandoned building spray-painted with defaced
Daeva marks says, “the Daeva aren’t here anymore,” or
maybe, “Succubi stay out.”

Similar to the covenant examples described above, the
clan aesthetics mentioned below just scratch the surface
of cultural trends among the Damned. Local clan marks
are whatever you want them to be.
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The marks of the Succubi are trendy, hip and short-
lived. Defaced posters, intentionally bad logo mimicry =
and overwrought or clichéd declarations (such as “John
loves Ruby” or “We All Die Alone”) may be signs of Daeva -
in the area. Painted roses, bloody lip-prints, thorn images
and wildstyle marks with words such as lust or succubus or =
drink are also common. References to popular culture are.. .}
a Daeva favorite. Daeva are also passionate and brutal,

= though, so vandalized public art or torn, bitten or stained 4
- advertisements may also be a tip-off.

2
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The specifics of clan imagery are always difficult to
3 generalize, though. To know the marks of the local - #

Daeva, you'd have to know the local Daeva. Look * [#
— for signs of them outside nightclubs, in bathrooms,
in parking lots and garages, near transit stations and -}
i H outside stadiums.

Ghangred

Savages use simple, straightforward marks. Many Gan-
grel mark their turf with crude, even obvious tags such %
as, “Get Out” or “Victor’s Block.” Others play the game =
and incorporate some kind of code into their marks,-.'_-: E
-+ but it's seldom much. Gangrel tags are likely to include =
R | scratched or damaged public property, simple spray-
painted words or even cardboard signs. Look for Savage
tags in train tunnels, parks, empty lots, empty buildings
and overgrown ruins.

¥

MEKHET -

The cant of Shadows is subtle, clever and dry. Some-
times, the allusions one Mekhet uses to communicate
with another are so obtuse that the message never gets
received. The marks of Shadows are often too subtle to
be appreciated, and so an untold number of them go
unnoticed and, thus, wasted.

M TEF

Mekhet tags include biblical citations, eyes painted
. on walls, eyes circled or blacked out or torn out of ads,
=T broken light bulbs, light bulbs painted dark, black plastic
= over windows, black stripes on buildings or sidewalks
and chalk outlines of bodies. Every Mekhet’s marks are
different, but few are obvious enough to use outright
words. Expect Mekhet marks to be farther from the
Mekhet’s haven, turf or property than other vampires’
marks — Mekhet are often wary and untrusting.

] NOoTERATY

- Similar to Gangrel marks, the signs of the Nosferatu are
3 often brutish and obvious. Haunts rely on human apa-
| thy and fear to keep their secret cant hidden. Not many
| mortals will brave abandoned buildings with hazmat

"'||- .1. "\._\_\_\_ -] |. 'E"r.
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warnings on them, and the suckers who wander past the
BEWARE OF D0G sign probably have it coming to them
anyway. Plain language is a hallmark of the Nosferatu
cant — they rely on their ability to hide themselves more
than their language.

Nosferatu are ultimately as vulnerable as any vampire,
however, so they're not stupidly careless. A Haunt may
label areas around her hunting ground with ominous
spray-painted warnings such as “Abandon All Hope” or
skulls and crossed bones, but she’ll mark other decoy
spots, too. Look for Nosferatu marks to be hard to miss,
but scary to reach.

Ventrue

The tradition of Ventrue marks is complicated and
growing ever more diverse. Individual Lords make use of
very different styles from one another. Ventrue culled from
the ranks of gang leaders and criminals use the codes and
traditions of their living days, modified regularly for safety’s
sake. Ventrue from boardrooms use stiffer, more formal
styles resembling business jargon or email abbreviations.

If the Ventrue have any frequent customs when it
comes to clan markings, it’s signage. Lords love to hijack
existing mortal signs and slip their own messages into
whatever negative space they can manage — peoples’ eyes
are going there anyway, why not take advantage of it!
Look for Ventrue marks on FOR LEASE signs, billboards,
marquees, bus ads and store logos.

Tags for Cotenes
Coteries are like gang sets — small crews budding off a
larger whole. Many coteries develop their own tags and
marks to identify themselves and communicate with peers
or enemy coteries. More than any other kind of Kindred
mark, these are the tags that resemble gangland graffiti.
No small number of modern Damned have been inspired
by gang tags they learned in life or in their Requiems.

A coterie tag is often less arcane than a covenant or clan
tag, and may not even be regarded as secret knowledge by
area Kindred. Coterie tags might be revealed to mortals
or other supernatural territory holders in the area, such
as Lupines, without revealing the truth of the coterie’s
membership or goals. Dozens, perhaps more than 100,
of American coteries pass themselves off as simple street
gangs to the kine, granting the coteries the respect, fear
and word-of-mouth enjoyed by local gangs, without tech-
nically breaking the Masquerade.

Older vampires and more mature coteries are more

B::n

explaining their symbols and signs without revealing the
truth about Kindred. Where a mortal sees a back-alley
doorway tagged with a gang star or stenciled band logo,
the Kindred see a public announcement of coterie turf
— or even an address.

Regardless of how commonplace it is for coteries to tag
their turf and spread their names like this, the Invictus,
in its constant defense of the Masquerade, seldom ap-
proves. Coteries that attract unwanted attention, whether
it’s from mortals or other vampires, may find themselves
blamed by the Invictus for whatever befalls them. “If we
find the Kindred who broke into your haven,” says the
Invictus Sheriff, “we’ll punish them. In the meantime,
let’s talk about your breach of the Masquerade.”

Smart vampires tag only those places that they're will-
ing to lose. A building marked with a coterie tag may be
a meeting place where other Kindred, such as agents of
the court, can try to find them. But it is also a target. A
coterie’s enemies start by busting down tagged doors.

Sample Coterie Tags

Throughout this book, you'll find several examples of
coterie tags. These are designed to represent certain arche-
typal coteries, good for antagonists or even the troupe’s
characters’ coterie. Use them however you like.

Here, in brief, is the kind of coterie that inspired
each tag:

¢ A warrior coterie of fearless thugs (see p. 174)
* A crew of shadowy watchers/spies (see p. 110)
* A coterie of occult scholars or mystics (see p. 330)

¢ A Sanctified parish or church, with skull and spear
imagery (see p. 244)

* A pagan cult, with modern heathen, metal imagery
(see p. 122)

Vampire Cant and
Coded Argot
¢ Closed Turf/Get Out (see p. 12)

¢ Open Season/Free Feeding Ground/“Feed On”
(see p. 272)

¢ This place is haunted (see p. 185)

¢ Hunters here/Cover blown/Enter at your own risk

(see p. 165)
¢ This is werewolf turf (see p. 81)
¢ Hexed/Cursed (see p. 26)
e Elysium tags/Neutral ground (see p. 130)
* This house/these mortals are spoken for (see p. 386)

., -J;'l.l'}-‘ thl.J s -‘L.h.. ]

likely to pass themselves off as gentlemen’s clubs, poker

groups or even bands of musicians as a means of publicly * You are being watched/Guards here (see p. 224)
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Selecting

What's Feal?

In the World of Darkness, cities are as much fiction
as fact. The cities of every country look very much like
their real counterparts, but only for as long as you want
them to look that way. Folklore, urban myth and the
creepy ideas lurking under the stairs in your own twisted
imagination transform the cities you already know into
the cities your players know and fear.

Player Awareness and Fear
The unknown is a vital part of fear, and the supernatu-
ral is just one tool you have for adding new elements of
the unknown to your city. It’s a powerful, colorful tool,
to be sure, but if your city is simply your hometown plus
vampires, then its mysteries quickly become predictable.
(“Something’s killing hookers in the old warehouse
district,” says the player, “and who wants to bet it’s vam-
pires?”) The darkness is lightened by what the players have
read in Vampire books when it should instead be accom-
panied by scratching sounds, wet noises and the smell of
blood stirred into the mix by their imaginations.

You can add elements of the unknown into your city
by subtly altering its familiar aspects — its architecture,
its history, its mayor — and gradually revealing those
changes to the players not only through descriptions
you give them about what their characters see and hear
in play but by dropping little hints to the players them-
selves when they buy dots in a Skill or Merit, even after
character creation.

Example: Oscar’s character is a surgeon-turnedvampire who
used to be active in a lot of social circles with other doctors.
He was a member of the country club, he played in a poker
game with some private-practice guys and he sold some drugs
to get laid in the back rooms of expensive but nasty clubs. He
still has one ear in those circles, even since he died. So, when
Oscar buys an additional dot in Medicine, the Storyteller tells
him that his character has heard word through the grapevine
that five or six private-practice surgeons have sold their offices
in the past two months. Somebody is buying up a chunk of the
city’s surgeons.

Example: Jeff's character, meanwhile, buys a new dot in
Streetwise to reflect his growing knowledge of the city’s drug
dealers and black-market culture. The Storyteller tells Jeff that,
unlike what gets reported on the news in their realworld city,

R
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in the World of Darkness the local drug dealers are winning the
war on drugs. Apparently, beleaguered police have surrendered =
certain buildings to the dealers as de facto legal drug dens, which”
is causing dealers in other neighborhoods to lose money. Now

S e

they’re looking to disrupt the unofficial police truce.

When you first reveal these bits of information, they*:
won't really be scary. New information can be intrigu-
ing or tantalizing, it can pique an interest, it can even f
be eerie, but just finding out that some neighborhood
burned down in 1974 in your version of the city isn’t
frightening in and of itself. You're just planting seeds at
this point, so that’s fine.

]
.;_T -I'.

What the player doesn’t know is why it happened or how
it will all affect his character. Those are the questions you
explore to create suspense and, in turn, fear.

rﬂ:_l "'_‘_l' E'r '!!-."!r!,_' *

Ultimately, the Storyteller doesn’t have to know in 2
advance how these details will affect which characters, .- |8
but this much is essential: The answers to these myster-=
ies must affect the players’ characters personally. If the
characters are not personally involved in the emerging
details of the city (which is to say, if these background
details don’t threaten to hurt or promise to help them)
then the players have no real investment in the details
or what they mean. A player may be interested, but she
won’t be afraid because nothing is at stake for her. Players
fear for their characters.

._E_‘-_-*.Lﬁﬁl::_i.

Five WAYs BACKGROUND
DETAILS AFFECT CHARACTERS
¢ They Foreshadow.
¢ They Reveal Your Secrets.
¢ They Take Away What's Yours.
¢ They Hurt the Ones You Love.
* They Change the Status Quo.

""u='=1' '
Damned Cities

What you'll find in the following write-ups are ideas for
gameplay environments tangled with provocative informa-
tion designed to spark character and chronicle concepts.
Whichever fictional city you might devise, the real-world
cities you've seen in movies or with your own eyes will
color the process. For every skewed or exaggerated play
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space we can suggest, there’s a city somewhere that will
make the idea seem more real more immediately.

You're looking for a city to use. Maybe it’s in the next
couple of pages, maybe it’s not. Whichever city you
choose to adapt for your World of Darkness chronicle,
keep the following things in mind:

¢ Adapting cities is about gut reactions before facts.
The only facts that are of real use to you are the ones that
help bring attention to the themes of your story. A city
with a high murder rate can provide great context to a
story about human frailty or wrath, but you don’t have
to follow that fact any further than you want to; if the
crime stats say most of those murders are drug related,
but you want to say that they’re related to police-on-gang
warfare to create a backdrop of factional warfare in your
chronicle, do that. Facts are a starting place. They can
mabke a story feel realistic, which is the only kind of real-
ism that matters in the game, or they can spoil the aura
of mystery. The fact is that there are no vampires in any
of these cities in real life, but you're not letting that stop
you. Use only the data that inspire and let the rest fall
into the far distance.

* Drama is more important than fidelity. You're not
delivering a report on Karachi, you’re dramatizing a story
set there. The play’s the thing, so don’t fret details that
won’t enrich your story. A city’s first job in Vampire is
to facilitate play, to reinforce the mood and atmosphere
you're after and to alter the play dynamic in new ways,
as mentioned earlier. You don’t owe the city anything.
It shouldn’t matter if you get street names and demo-
graphics wrong.

¢ This is the World of Darkness. It’s not flattering.
No city looks good through the cracked and smoky lens
of this game. Even when a city is beautiful, it is high
contrast and washed out, fogged by rain and sparkling
like broken glass — pretty the way the bare and beaten
wood behind waterlogged old wallpaper is pretty.

What’s Official

What'’s presented in the following write-ups may or
may not be the official state of these cities in your World
of Darkness. They may not represent what you’ll find
in later World of Darkness books (though we haven’t
included in this list any cities with their own books,
such as Boston or Chicago) because that’s not the
point of these city sketches. These are tools for brain-
storming. Each city sketch combines ideas for setting
up cities with some data based on real-world facts, to
inspire your own take on the city. Use these two parts
together to play in the city as it’s described below or
pull them apart and recombine them to create the play
space you want.

Addis Ababa and Axum
¥

The capitol of Ethiopia constantly moves, its 80 or
more nationalities and language groups co-existing in
a constant flow of traffic and movement. Addis Ababa
was built by Africans. It has none of the paraphernalia
of former colonialism that so mark the city’s sister cities
across Africa: no mock classical architecture, no Euro-
pean street signs.

Although the Imperial Prince of Addis Ababa has
banned Kindred predation on the “blue donkeys,” Addis
Ababa’s public bus system, nowhere else is a mortal more
likely to become a meal, or worse, collateral damage in the
ever-raging war between Christian and Muslim Kindred.
The Prince is losing his grip. Certainly, he has no control
over the vampires who inhabit the vast shanty towns that
lie to the north of the city. The factions are further divided
by the divide between young and old, the oldest of whom
hail from Axum, some way to the north. The object of
their conflict is none other than the Ark of the Covenant,
which the humans believe and the Kindred know lies in
seclusion in the Church of Our Lady Mary in Zion. No fac-
tion can agree on what secret the Ark holds. His Holiness
the Imperial Prince claims to be neutral in these matters,
but his agents, while attempting to improve matters, always
seem to incite more conflict than they defuse.

amsterdam

The Randstad, a nearunbroken urban spread, stretches
across the western coast of the Netherlands and is home
to something like two-thirds of the Dutch population.
The largest of the Randstad cities, Amsterdam’s reputa-
tion for wild license is only part of the story. A very
European sense of decorum governs the attitudes of its
citizens; there is a time and a place for everything. The
things that go on in De Wallen, Amsterdam’s notorious
red light district, stay there.

The Lancea Sanctum Prince of Amsterdam would
rather his constituency remains small. De Wallen’s flesh
pits and hash bars might seem an ideal hunting ground,
but the Prince forbids feeding in the district without a
written license. Testing the Prince’s rule isn’t wise: his
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command of blood magic is enviable. He has ways of
knowing. Near-mindless vampires slumber below the ca-
nals that run through De Wallen and wait for the sign to
punish offenders. Facing them is terrible. Joining them is
worse. The Prince’s laws interfere in the Requiems of all
of his subjects, with the exception of the five old vampires
who once dwelt among Amsterdam’s Jewish community,
who by tacit agreement have the freedom to act however
they wish, within reasonable limits.

sinchorage

Anchorage’s quarter of a million people live in an area
larger than Rhode Island and Delaware combined. It’s
a no-nonsense kind of place, with no-nonsense people.
The petroleum industry and the military dominate here.
Most tourists in Alaska travel through the city, and in the
summer, Anchorage comes alive, transformed by a swarm
of outsiders. In the winter, the city goes quiet, but for the
wind that gnaws at flesh and freezes bone.

The Kindred who live here are few and, given the city’s
northern latitude, it’s perhaps unsurprising that their ac-
tivities are seasonally dictated. The influx of tourists make
for excellent feeding, but the short length of summer
nights in Alaska means that few Kindred have the time
to hunt properly. In the winter, the nights belong to the
Kindred. The Prince of Anchorage leads a small brood,
mostly Gangrel, and all originally of Russian extraction.
Rumors pass around the handful of Damned in Anchor-
age that the Prince is sitting on a hoard of gold from some
long-abandoned claim. The truth is, the Prince does have
a secret hidden in a mineshaft three hours’ drive from
the city limits, but it’s not gold. Gold doesn’t eat your
enemies; gold doesn’t leave charred bones and cooked
blood strewn across the tundra.

Athens

A third of the people of Greece live in and around
this most ancient of European cities, this first seat of
Western democracy. This fine tradition, this long and
detailed history would create a rarefied atmosphere of
tradition — if the Athenian smog didn’t choke it out. The
Acropolis overlooks the city, but few of the people who
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flock to the nightspots in Psiri and drink until dawn pay
much attention to the ruin on the hill.
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A more tasteful taberna in Psiri has been the site of
Elysium for more than a century. This causes the Prince,
a stalwart polytheist Acolyte, some discomfort: tradi-
tions are important, but the region in which his court
meets has changed in ways that upsets him. This tension
informs everything he does; old forms of protocol delay =
the need for urgent action. Paranoia rises among the
Damned of Athens, as loyal Kindred meet Final Death
at the talons of creatures described only as vrykolakas. It =%
doesn’t matter who they are —vampires, Lupines, witches-“
or something else entirely — they don’t pay attention to
Kindred tradition, and they’re winning because of it.

Atlanta |

The “City Too Busy To Hate” is all too often the City
Too Busy to Get Along; the civil rights movement had its ==
strongholds here, but Atlanta learned the hard way that
although laws might change, it doesn’t mean the prob--
lems go away. Atlanta grows every year, and new blood
brings new opportunities and new conflicts. Bullets
decide the balance of power on Atlanta’s streets; to many
people, the police aren’t much better than the gangs.
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The Carthian Prince of Atlanta was a slave who witnessed
the burning of the city, back in 1864. When he began his
Requiem, he soon discovered that there were some things
in Atlanta that were better burnt; more than a century later,
he is the only one remaining who knows what was burnt %
then, and what may soon need to be burnt again. He’s a
figure respected and feared in equal measure. He keeps
a keen yvellow eye on the politics of the growing Kindred
broods that run with the gangs and knows exactly how to
cut a deal. The result: they all think he’s on their side.

Baghdad
T e

Once, despite the city’s oppressive ruler, Baghdad had
a fast-moving night life. The curfew was lifted some time
ago, but no one goes out at night; who wants to fall victim
to an American’s tracer bullet, an insurgent’s mortar
or, worse, a kidnap gang who'll take the ransom and
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kill you anyway? Baghdad’s ancient history is vanishing;
Baghdad’s history lies under the rubble to be taken away
by the light-fingered.

A Ba’ath loyalist’s firebomb brought the Night Sheikh
to his Final Death; the Kindred who remain here have
had to change their feeding habits. Plenty of easy prey
walks on the streets of Baghdad, but the Night Sheikh’s
last edict was that the Damned keep away from the
Americans and the British. The Kindred keep few laws
these days, but beheading awaits those who break that
fule. Feeding is hard. Insurgents have more means than
bullets and a better idea of what to with a vampire than
the Americans. Meanwhile, the underground cache in
which the Night Sheikh kept his stockpile of potent oc-
cult artifacts lies undiscovered... so far.

Banglkol

The waters once flowed through Bangkok; its canals
carried goods from East and West toward the bright pa-
godas of Krung Thep. Concrete and asphalt fill the canals
now and motor traffic follows the routes once traversed
by sail junks, but the money still comes here. The temples
still shine; richly-colored blossoms still bloom in heat
experienced by no other city. It’s a backpackers’ haven,
a place where the traveler can rest and experience a truly
vibrant city. But the flowers need something to grow in,
and for many rich Westerners, the sight of golden Wat
Phra Kaew is no reason to come here.

The Kindred survive like flies on the food of Bangkok’s
industry. They understand the purchase of live flesh, and
many of the broods who co-exist here without a Prince
take full part in the sex trade in Bangkok. Bloodlines
and ghoul families have developed within the brothels of
Bangkok. Buying a girl or a boy from the bar for a night
risks more than sexual disease. People disappear here.
Some of the Kindred keep herds of slave-whores, and have
the means to keep them forever. AIDS hasn’t changed
this. It just means that a growing number of the Damned
carry this most feared of blood diseases within them,
passing it on to whomever they choose to feed on.

Beijing

-

Chairman Mao’s picture still smiles down from 100 or
more places in the first municipality of the People’s Re-
public, and every bookshop carries the Little Red Book,
but as time has gone on, communism has given way to a
different kind of rule, and China plays the game of the
market. Movies and TV and pop music and the minutiae
of modern life fill the air in Beijing, and the trappings
of communism become just that: trappings. But dealing
with the dollar doesn’t make a government change its
methods, and there are holes in history here, memories
suppressed, things not ever mentioned. The memorials
in Tiananmen Square won’t mention that night in 1989;
the hundreds of young lives ended on that night might
as well have not existed.

Long before Deng Xiaoping sent the tanks in, the Kindred
knew how to forget what needed to be forgotten. The politics
of covenant and brood here seem at fist sight to have long
ago calcified, to be trapped in a sticky web of formalities and
rituals. In truth, change happens, but it happens through
double-edged conversations; decorous Kindred commu-
nicate complex messages through the briefest of pauses,
the smallest of smiles, the intonation of one syllable over
another in a word. Vampires who are uncultured enough to
rock the boat vanish in screams and fire, and things return
to normal. Offenders cease to ever have existed.

Beriin

.

In the celebratory hysteria of the last weeks of 1989,
the people of Berlin tore down the wall, literally and sym-
bolically, and West and East were reunited. Communism
had lost. The flood of propaganda ended. Lenin’s image
vanished from the city; the once-dreaded Stasi simply
evaporated. A flood of new life came to Berlin, dozens
of cultures and communities converging on the capitol
of the reunited Germany. But the wall is still there. There
are no concrete panels, no snipers, no checkpoints, but
the barriers remained, as affluent Westerners stayed
in their own districts, and poverty-stricken Easterners
remained in their own. Some divisions need more than
just bulldozers and pickaxes to tear them down.

What had been a time of hope for mortals was a time
of disaster for the Damned. Two Princes, an old Prus-
sian campaigner from the West and a newly minted
Carthian zealot in the East, claimed the city; the conflict,
fought out in the midst of reunification street parties,
ended both of their Requiems and left no one faction
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in control. Now, factions of every covenant stake out
small territories across the city, and no one even tries to
negotiate any more.

Birmingham, Alabama

Birmingham, Alabama, is an economic miracle made
solid in concrete and steel, a “Magic City,” where the
civil rights movement came good and where a family can
bring up children in the sure knowledge that there are
few more pleasant cities in which to live. This “Pittsburgh
of the South” has its share of poverty, and the social
problems are there, but no more than anywhere else, and
if its skyline is all rust and foundries and boxes made of
concrete, the quality of life here makes up for it.

A nice place to live for humans is — almost by definition
—not such a nice place for the undead. During the 1960s,
mistakes made by the vampires led to the breaking of the
Masquerade and the destruction of huge numbers of the
Damned by church-led groups. The mansion that for 100
years served as home to one of the most respected and
wealthy Princes in the United States was burned down
by a group of Baptists. Their pastor may have died some
years ago, but those Baptists still know, and their chil-
dren are still on the hunt. Elysium will meets tonight in
one of five empty factory buildings. New Kindred aren’t
made welcome: the Kindred work out their Requiems
with fear and trembling — fear of a handful of ordinary
people with Bibles and blowtorches.

Birmingham, England

The reputation held by Britain’s second city for grim,
smoking industry and friendly openness has remained
constant for a century or more. In recent decades, how-
ever, even the ugliness of Birmingham has been smoothed
away, replaced by massive ultra-modern developments
such as the Bullring and the National Exhibition Centre.
Much is made of the multicultural nature of “Brum,” of
the ethnic communities that exist side by side in apparent
harmony. But there are undercurrents. Every so often,
the police in Birmingham stumble across a terrorist plot
growing in suburbia. The gray, moldy towpaths that line
Birmingham’s numerous canals are no place for anyone
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to go after dark. The gangs make their homes here; it’s
one of the few places in the United Kingdom where being
shot is a realistic danger.

The Kindred of Birmingham, led by a Carthian
Marchioness with 200 years of rule behind her, know
the value of viciousness all too well. The Marchioness’s
court is direct and brutal. Although, just as the city, the
Damned have improved their image and dress as well as =
any “Pansy Southerner,” the Damned settle arguments
here with fists and claws, crowbars and meat cleavers.
Brief, bloody atrocities punctuate the Kindred gather- %
ings, although at Elysium, the form is to take disputess
outside the building.
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Buenos Aires -

The vibrant barrios of Buenos Aires, the birth of the
tango, the metropolitan nature of the city have rightly *
given it the reputation of being the “Paris of the South.” =
The city’s narrow streets are labyrinthine, like the corri-_.
dors of a vast library, where every brightly painted home =
tells the story of a family or community.
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Ireneo Funes has been the Prince of Buenos Aires
for 80 years, and yet few of the Kindred in the city have
seen in person for decades. He communicates through
letters and agents. He’s an indistinct face in the shadows,
a hand reaching from a dark corner, a quiet voice in the
dark. Rumors that Ireneo Funes doesn’t exist at all are
perhaps inevitable; many of the court suspect at least
one or two of their contemporaries of really being the
Prince. Whoever he is, Funes is adept at maintaining
control. Would-be rebels find themselves drawn into
tormented labyrinths, wild goose chases whose existence
only become apparent to Funes’s victim moments before

the death-blow falls.
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Cairo

Egypt’s Triumphant City is really several cities, all
rolled into one, a wild brew of architecture: from
medieval mosques and modern Coptic churches to
skyscrapers and, just outside the city, the pyramids
and the Sphinx. Cairo is the largest city on the African
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continent, and, more importantly, in many ways the
cultural center of the Middle East. Affluence is mirrored
by poverty: thousands of the homeless poor have set up
shantytowns in the cemeteries that make up Cairo’s

City of the Dead.

The Mekhet Prince of Cairo leads a strongly Islamic
brood, albeit one in the tradition of Salahideen, who
founded a tolerant Islamic kingdom in Egypt and who,
the Kindred say, knew of and made peace with the Kin-
dred, allowing them quotas by which they could feed in
moderation — which the Kindred still hold to, although
they have lapsed on the mortal side. The quotas are more
generous to some than others. Islamic vampires gain the
right to more favorable and fertile areas of the city than
infidels, and the Prince’s cronies get the City of the Dead.
Maiming, branding or destruction awaits those accused
of breaking the quotas.

Cardiff

The shining metal of Cardiff’'s Millennium Centre,
the bright colors of the Millennium Stadium and the
polished glass of the Welsh Assembly dazzle visitors to this
city, and serve as a metaphor for a city with an opinion of
itself that far outstrips its importance in the greater world.
To the inhabitants of the decaying industrial towns and
impoverished former mining villages that pockmark the
rolling green countryside all around, Cardiff is all there

is. All roads lead here.

Kindred in the know are well aware that the Carthians
are ashamed of the Beggar Prince of Cardiff, but even
so, he holds unchallenged suzerainty across the Welsh
capitol and its outskirts, through the Rhondda Valley
and as far west as Bridgend. It’s a wide, mostly rural
domain, but the Kindred, just as the humans, converge
on Cardiff. It’s the only place that matters. The recent
and expensive regeneration of the city has benefited the
Kindred, too. In a city where even the smallest achieve-
ment is cause for massive self-congratulation, cronyism
and corruption get overlooked by mortals and Kindred
alike. The formation of the first stable Kindred court
for more than a century has, similar to the foundation
of the Welsh Assembly, elicited mixed reactions, but
most of the elder Kindred in the area agree that a city
with a Prince is better than a city without, even if he is
an ill-mannered, avaricious, self-aggrandizing thug. The
younger Kindred aren’t so sure.

Dallas

Dallas and its sister city, Fort Worth, epitomize the
American Dream. Caught between the mythology of
the Old West and the myth of the oil baron, this smoke-
belching metroplex still believes itself to be a pioneer
town, a tough, no-nonsense kind of place. Perhaps this
is why Dallas is the destination of so many Mexican
immigrants, illegal and otherwise, at least the ones who
make it past the checkpoints and the heavily armed good
old boys who patrol the border, imagining themselves as
latter-day Minutemen.

Henry Midwinter, the Invictus Prince of Dallas, owns
a downtown penthouse and a controlling share in one
of the smaller oil companies of the region. His schemes
are grandiose and explosive; he imagines himself able
to engineer a meeting with the President of the United
States through his contacts and slaves, and through a
meeting, to take control with all the implications that
entails. He’s so set on working through the top echelons
of Texan society, he has forgotten the existence of the
little guy, not least the large brood of newly arrived
Mexican Kindred gathering its numbers in Oak Cliff
and preparing to oust him.

Delhi
\
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Nearly 15 million people choke in the ever-present
fumes of this vast capitol. In Old Delhi, serpentine lanes
lead to surprising examples of Moghul architecture.
The slums seem to go on forever. In New Delhi, taxis,
auto-rickshaws, ancient buses and brand-new Japanese
cars swarm through the streets, survival and speed the
only rules of the road. Haggling is a way of life, art and
etiquette combined. The age-old caste system here is
collapsing under the pressure of legislation and social
change; so it is with the Kindred.

Clans and covenants have their own sometimes con-
tradictory caste system: and each caste has its brood.
Neonates bring new ideas and strife results; the old caste-
broods crumble. Sikh, Muslim, Jain, Baha’i and Christian
broods intermingle with the Hindu majority and confuse

things further. The Ragged Maharajah of Old Delhi and
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the First Minister of New Delhi pay their respects to one
another on the first day of every month in a hotel in
Paharganj (where tourists flock and feeding and conflict
are forbidden). At each meeting, the pretense of civility
becomes harder to maintain. Soon, their mutual hatred
will bring the vampires of the two Delhis to war.

Detroit

The automotive production lines still don’t stop in
Motor City, even while other industries get outsourced
abroad. Still, the factories empty, and the buildings get
left behind. The blue-collar population falls into unem-
ployment and discontent. The city is divided by 6 Mile, 7
Mile and 8 Mile Roads into the haves and the have-nots.
On the (literal) wrong side of the tracks, the city has the
worst crime rate in the United States. Nearly half of
Detroit’s people are functionally illiterate.

The Carthian Prefect, still new to the job, sees the op-
portunities for the undead in a city where the living are
lost to decay and crime. Still, this doesn’t explain why
so many of the empty buildings that pepper the city’s
surface serve as temporary havens for neonate Kindred
who only just came here. It’s as if some force is drawing
people to Detroit, some of whom have no idea why they
are here, only that they had to come.

Dublin

Until recently, Dublin was the beating heart of the
Celtic Tiger, an economic powerhouse. The affluence of
the '90s is still very much in evidence; even the poorer
districts to the north of the River Liffey aren’t really
all that bad. The tradition of storytelling and drinking
continues in the teeming pubs of Dublin, even if these
days the price of a good draught of stout tends toward
the prohibitive.

Carmilla has been the Lady of Dublin since the days
of Le Fanu and Wilde, and although she looks to be
no more than a willowy red-haired girl of 17, she exerts
a dark fascination over Kindred and mortal, a demon
lover, an inamorata. She is at the center of every move-
ment of the Damned in Dublin, and yet always detached.
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For the glimpse of a smile from her perfect lips, for a
flash of her green eyes, vampire and mortal alike throw
themselves into conflict and destroy themselves. Once
every decade or so, Carmilla takes a mortal girl as her
lover and, eventually, as her childe. A few of Carmilla’s
discarded lovers still survive as the Harpies of Dublin, 7,
fighting amongst themselves and deciding who should
be in the favor of the court, while, all the time, Carmilla =
looks on and smiles.
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Glasgow

Glasgow is a city where great ideas are invented and
from where great men come. This is probably because it’s
such a miserable place to live, a grim aggregate of stone,
steel and smoke. The number of books about the city are
a testament to the heart of its people. It’s split between
Catholic and Protestant communities, and sectarian
quarrels still sometimes happen, channeled between =
the supporters of Glasgow’s two great soccer teams, the:
Rangers (whose fans are mainly Protestant) and Celtic =
(whose fans are mainly Catholic). ;
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The Lancea Sanctum Laird of Glasgow is a Catholic
monster whose edicts have in recent years become increas-
ingly sectarian and increasingly crazy: he forbids feeding
on Celtic supporters, for example, and he had one of his
Hounds destroyed for failing to attend confession. The
tension is that in this city, the Laird is the Laird, and it
will take an extreme upheaval — or an accident — to cause
the removal of a Laird, even a crazy one.

Hong Kong
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Life goes on much the same in Hong Kong since the
British gave the island back to China, thanks to the
Joint Declaration, but in 2047, the city becomes part of
China forever. The future may be far ahead, but it still
brings uncertainty with it. The police still operate along
the lines of the British colonial police, whose work they
continued; the mobs, whose operations have stepped
up with each passing year, work along similarly Western
lines. In Kowloon, high, shining towers loom above the
mob’s victims and peons: prostitutes, drug dealers and
homeless. At night, the city glitters and moves. Hong
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Kong doesn’t sleep, and all life, high and low, can be
found on its streets.

The Kindred organize themselves along the same lines
they have used since the British first arrived. Then, the
Kindred had their talons in the opium trade; now it’s
heroin. The names have changed, the people are more
heavily armed and the money’s better, but the flow of
income toward the top of the Kindred ladder is the same,
and the Night Governor of Hong Kong, to whom the
Damned look for guidance, has the ear of many powerful
and shady individuals. There’s always a place for a loyal
and ambitious neonate in the employ of the Night Gov-
ernot, although the things the neonate might be asked
to do often require a strong stomach and a willingness
to leave other loyalties behind.

Istanbul

Istanbul is not the capitol of Turkey, but might as well
be. Hipsters walk through ancient streets. Ultra-modern
arcologies stand alongside buildings that date back to the
Ottomans, the Byzantines and the Romans. The cries of
the muezzin ring over the city every morning; by night,
the clubs and bars sing a different song.

Ancient even at the time of his Embrace, the Prince of
Istanbul claims to have seen the fall of Constantinople.
The Prince has not been challenged for centuries. This
may soon change. A virulent strain of extremism has
begun to affect the Kindred of Istanbul. Grim, humor-
less individuals with cut-and-dried attitudes toward right
and wrong now dominate the Prince’s court. The new
guard has already destroyed several prominent Kindred
who failed to tow the new “traditional” party lines. As
these undead fundamentalists grow increasingly shrill,
the Prince’s patience wears thin. He has ordered purges
before, but even so, such an extreme response to the
problem may harm his position and throw the balance
of power even further offkilter.

Jakarta

-

Jakarta isn’t a city with a mayor; it’s a province with a gov-
ernor. Jakarta spreads across the Western tip of Java, its roads
full of gridlocked traffic, its air clogged. Its landfills overflow.
The population of the Indonesian capitol has tripled in the
last 40 years, and grows even more at weekends, as people
flock from across the country to enjoy the bright lights. The
removal of the rainforest has caused floods to swallow much
of the city every year. The homeless are everywhere, living
in Jakarta’s tumescent garbage dumps.

Despite the disease and the flooding, Jakarta is in
some ways a vampire’s paradise. Millions of people could
vanish, and no one could care. Anyone in authority, no
matter how highly placed, can conveniently forget an
unusual or illegal event for only a small fee. Not really
harmed by floods or bullets, the Kindred have nothing
to fear here — except each other.

Jerusalem
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The fundamentalists believe that the return of Christ
will happen in the skies above Jerusalem, heralding the
final battle of Armageddon. Religious or not, a lot of
people believe the end of the world starts right here. It’s
in the air, everywhere you go, from the Wailing Wall to
the Holy Sepulchre to the Al-Agsa Mosque. It’s a three-way
Holy City. They're all represented here: Jews, Muslims and
Christians, all with their own agendas and own ancestral
reasons for wanting control of this city. The city moves
like any other, the traffic, stores and bars full of people,
the roads busy, the police doing their thing, but it’s in the
air, the anticipation held in the dust and the wind that
something’s going to happen at any moment.

While the majority of the Kindred in Jerusalem belong
to one of three Lancea Sanctum broods — representing
the flipside of each of the three religions — the Regent
of the city belongs to the Carthians. He’s a compromise
figure, a vampire with no real power who was, for all con-
cerned, the least unacceptable of the plausible candidates
after the last Prince vanished during the 1967 war. The
Regent has nothing more than the illusion of control;
the factions use him as a reason not to engage in a direct
assault with one another. His control is going to be put
to the test when the Ordo Dracul neonate turns up to
the next Elysium claiming that he’s found the location
of the bones of Jesus Christ.

storytelling in the city
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Las Vegas

It shines like a vast, kitsch neon beacon in the desert,
this shrine to lust and greed. In a town where tackiness
is the true religion, the dollar its talisman and roulette
its sacrament, even the church ministers wear rhinestone
suits. Elvis still conducts weddings. Great concrete pyra-
mids draw people to vast casinos. Cabarets that cost more
in one night than the GDP of small African nations play
forever. At the edges are the trailer parks and the motels,
the places where some go when the hotel bill gets too
steep, where others go to live when they've finished work-
ing the door and where some go to disappear.

There are too many vampires for the population of
Las Vegas to support. In the 1960s, a group of Carthi-
ans engaged in a wave of mass Embraces. The dozens of
showgirls, croupiers, waiters and tourists who joined the
Damned never left, and if it weren’t for the tourists, the
city couldn’t support the Kindred’s depredations. In any
other city, the Masquerade would have collapsed long ago,
but Vegas is so strange already that somehow things stay
the same. This may not last: the Boss of Las Vegas has a
cut in the Vegas mob, and he’d like a cut in the police
department, too. He doesn’t know it, but some mortals
within the Las Vegas Metropolitan Police Department
have begun to suspect that many of the city’s disappear-
ances and murders are somehow connected.

London

For the 10 million or so people who live within the
bounds of the permanently congested M25, there is no-
where else in the world. Many people don’t ever leave.
In London, the British Empire still exists in the hearts
of many who simply can’t see how any other place in
the world can matter. There is no such thing as a typi-
cal Londoner. Slum tenements and dilapidated tower
blocks stand in a city that has within its boundaries Buck
House and Mayfair. In the West End, the homeless are
simply the people over whom one steps on the way into
the theater. Tightly knit ethnic communities survive as
best they can, while right-wing groups make capital on
foreigners living right on the doorstep. The Underground

i

is a kingdom in its own right, a sunless parallel world :

where distances between places don’t follow the rules of

the surface.

The Lady of London holds court over the hungry dead,
a Regency whore transformed by time and the Requiem
into a beautiful, dignified, psychotic stateswoman. The
intrigues of her court are baroque and evershifting, and

everything is permitted, save one thing: mention of the =

Cull. Nearly 250 years ago, some agency annihilated all
but five of the city’s Kindred. The signs suggest that it’s

going to happen again; the alleged re-awakening from %

torpor of one of those five survivors adds a further ele-
ment to the mix. Outwardly, the Lady and her court are
keeping calm and laughing off rumors of catastrophe. *
Behind the scenes, they're flailing around for the salva- -
tion of their skins.
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To many, Los Angeles is something of a disappoint-_
ment. Hollywood Boulevard isn’t nearly as dilapidated-=
on TV. Mann’s Chinese Theater is under a mall. The
highways are choked with oversized, fume-belching au-
tomobiles. The sprawling conurbation is a study in wild
contrasts. A visitor can pass from the stained towers of
downtown LA to bleak, run-down tenements in the space
of a few blocks, but it’s all laid out in lovely sunshine
beneath lively palms, which are caged in by a brown ceil-
ing of smog. Safe streets are only a few steps away from
gang country. Everyone is scared of the LAPD, whose
very presence threatens all kinds of violence.

LA doesn’t have a single Prince. Similar to the mortals,
the Kindred in LA keep to their territory, and many
work out their Requiems without ever encountering
vampires from other neighborhoods. The oldest vampire
in the region inhabits a sub-cellar beneath the Church
of Our Lady the Queen of the Angels, off Olvera Street;
this bloody nun leads an Hispanic and Catholic Lancea
Sanctum brood whose members range from gangbangers
to bloodsucking priests. Hollywood’s vampires have no
real leading elders at all; these Kindred throw themselves
into the bright lights and the partying. In Hollywood,
it’s difficult to tell the dead bloodsuckers from the liv-
ing ones. The Invictus may claim control over the San
Fernando Valley, but the endless uniform suburbs are
hardly an ideal place for a vampire to hunt, and few
of the Damned make their homes there. Likewise, the
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Carthians appear to have gang country, but for many
Kindred in the tougher parts of the city, gang colors
mean more than covenant.

Madrid

~Madrid operates on a different timescale from much of
the rest of the world: it’s a nocturnal city, a place where the
people are up all night until it’s time to go to work, only
sleeping in the afternoon, and waking up to start the day
again. It's home to the world’s biggest bullfighting ring, and
many of the busiest bars and clubs in the Iberian peninsula.
The people drink with their friends as if they'll never see
them again, and according to past form, there’s the chance
they won’t: Madrid was a battlefield during the Spanish
Civil War and it has been a target for both Al-Qaida and,
closer to home, the Basque separatist group ETA.

The bullfighting tradition survives among the Damned,
who set up underground arenas. Taking a kidnapped
drunken mortal onto the sandy circle, they give him an
axe or a broadsword or a sledgehammer and face him
against a damned matador. The fate of the mortal is the
same as that of the bull. During the Spanish Civil War,
Carthian broods supported the rebels, and Invictus
broods supported Franco. Most still exist. The Carthians
are in control now; the Invictus’ own fall — rather neatly,
perhaps — more or less coincided with Franco’s death,
and while the Carthians may pay lip service to words such
as “largesse” and “mercy,” they’re doing all they can to
humiliate their former tormentors.

Mexico City

Eighteen million or more people and a constant flow
of traffic make Mexico City the most populous and most
polluted city in the world. The air reaches into the lungs.
It makes people breathless and cranky and miserable.
There’s a homeless child on every street. The wise know
not to take an unregistered taxi, because there’s the ever-
present danger of being kidnapped and forced to go to
cash machines on successive days until there’s no more
money to take. Most people take the problem of crime
in their stride, assuming by default that the police aren’t
going to do a damn thing without a decent bribe.

-

The Kindred aren’t afraid to make their own kidnaps.
It’s easy to disappear here, and if someone ends up dead
on some slum street far from his destination, who'’s going
to ask questions? The Prince of Mexico City doesn’t have
a problem with this sort of practice. He’s blasé¢ about the
Masquerade, and, in his own way, extraordinarily corrupt,
favoring the Kindred who can give him the most and
happily abandoning alliances if a better offer finds him.
It’s said that he’d sell his own mother, if she weren’t 100
years dead. It's how he’s managed to be Prince for so very
long, as long as the city has been here.

Moscow

The city was gray and austere 20 years ago, and it’s still
gray. But there are lights now. Fake fur in leopard print
has replaced the once ubiquitous black overcoat. Where
once the KGB stalked the streets, dollar prostitutes and
white pimps with diamond rings stake their claims. The
grim-faced leaders of the Party are gone, replaced by
those the last few oligarchs who didn’t get out of the
country. Russia is alive at night now, its bright lights
and wild abandon the antithesis of the Soviet years. The
city’s Metro, the busiest in the world, is packed full of
bright lights and loud people. Even the Kremlin, which
once seemed forbidding and cold, now, in the light of
capitalism’s victory, is simply a bit tacky.

Beneath the Kremlin, things are very different. The
catacombs below the seat of government go down
nearly forever, and under there are things that the
Russian people should never know about. The vam-
pires who meet down there are only one thing to fear.
The Carthian Diktatorat — two male vampires, one
female — rule Moscow’s Damned along Soviet lines.
They still try to hold onto power, passing increasingly
repressive laws from their council chamber in one
of the upper layers of the catacombs. They become
increasingly irrelevant as more and more neonates,
influenced by the new freedom and corruption of the
living, simply ignore those austere ideologues in that
bleak concrete room.

Mumbai
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In this, the brightest, loudest and most populous
of India’s cities, trash culture and high culture col-
lide in a heady masala. It’s a city where the dreams
of a billion people are made, and where idols walk
the streets and live glamorous but restrained lives. In
Bollywood, anyone can get a part in a movie. A bright
smile, a strong voice and a pretty face are all anyone
needs. Riches are there for anyone — at least, that’s the
hype. The dreams don’t extend to the people crammed
into the slums.

The Nosferatu Rani of Mumbai is a figure larger
than life or death, a corpulent, blue-skinned figure
who presides over her Elysium like some obese, smiling
Kali. The Rani’s Harpies and toadies play out games
of brightly colored horror on their victims. They rub
shoulders with movie stars. They handle prostitution,
and drugs and the slave trade. She forbids the Kindred
of the slums to enter her territory, leaving them to
gorge on the blood of the diseased and starving. They
may be well fed, but their exclusion from court is a
wound to the pride of a lower-caste vampire. Some are
making plans to unseat the Rani, to make Mumbai a
place where monsters ragged and glamorous alike can
feed where they will.

Mew York City
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New York carries on as usual; it carried on as usual
when the towers fell, and it'll carry on no matter what
happens, and no matter who’s standing there. The
skyscrapers, the yellow cabs, the brownstones and apart-
ment blocks are all so very distinctive, and they seem to
go on forever. But nowhere is it easier to be alone in a
crowd than in this greatest of Western cities. It’s a city
of potential killers, with a million Patrick Batemans and
Travis Bickles and Sons of Sam waiting to emerge.

Inasmuch as any city can be typical, New York exem-
plifies the environment in which the Kindred thrive.
Sometimes people just vanish here. Sometimes they go
to bars and never come home. Sometimes, people who
live alone vanish from their apartments; one day someone
else moves in. The Kindred are all too happy to be the
agents of that — but sometimes the Kindred are the ones
who vanish. Soon, every vampire discovers that she is not
at the top of the food chain, that the monsters whose
territories border hers vanish, too, and no one knows
where they go.
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Paris is known across the world as a city of romance, of -
soft evening lights, of the Arc de Triomphe and the Eiffel

Tower and Versailles and the Louvre. It’s also a city of
hostility: Parisians are notoriously unfriendly to outsid-

ers, finding excuses to be rude the moment they open—=
their mouths and reveal themselves not to be Parisian. %
It’s a city where riots happen at a moment’s notice, and
ghettoized areas grow and fester in poverty. There are .:

so many beautiful things here. Sometimes it seems that
everyone is so obsessed with all those beautiful things,
they forgot the people.

The vampires, at least, do not make this mistake. For
them, the people are the beautiful things, a fine cattle
stock that needs to be bred and savored. There are whole
movements of Kindred in Paris who meddle with succes-

sive generations of mortal families, breeding them and =
guiding their lives unseen until the point, when, like a-

fine vintage, they're ready to drink.

Prague

Prague remains. Prague endures. Through more than
1,000 years of history, the castle and the city of 100 spires
around it have stood and survived. It may be a bright,
beautiful city to inhabit, full of old alleyways and ornate
bridges, but just as any survivor, the Czech capitol has
its ghosts. The Jewish quarter is gone, damaged by the
19th-century pogroms and destroyed by the Holocaust.
Rabbi Loew’s golem still stalks the back streets and the
nightmares of Prague’s children. Prague has a bleak,
magical kind of atmosphere in its streets. In Prague, it
almost seems possible that a man could wake up one
day as a bug, or that someone walking on the streets
could hear the distant strains of a mouse singing a sad,
forgotten song.

Samsa, the Kindred’s Carthian Governor, organizes the
vampires he ostensibly serves in a kind of nightmarish
bureaucracy, buried in application forms and permits: the
Application to Alter Territorial Bounds, the Explanation
Statement for the Breach of Certain Standard Protocols
of Concealment, the Committee for the Investigation
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chapter one

into Irregular Dietary Practices. It’s his madness. He
manages a staff of Dominated bureaucrats and a ghoul
family entirely made of functionaries, all of whom cre-
ate a tortuous bureaucracy. And the Kindred submit to
it, knowing full well that he’s mad, but that he’s lived
for many hundreds of years, and could destroy most of
them at a whim.

Hio de Janeiro

The great statue of Christ the Redeemer smiles beatifi-
cally down on the city of Rio de Janeiro, his hands open,
promising grace to all. For the thousands of street chil-
dren who try to scrape by in Rio, that grace is withheld,
as death squads — possibly police-sponsored — periodically
scour the favelas and slaughter the homeless. Most street
kids in Rio don’t expect to make it to 18. Some join the
drug gangs and get guns — their best hope. If the people
who dance until dawn in affluent Ipanema and glamor-
ous Copacabana don’t have a clue about the grim state
of the shanty towns, is that their fault?

The Damned don’t know the answer, but they do
know that it’s the rich whom the police care about. So,
while the Ordo Dracul and the Invictus have some of the
affluent areas, and the Acolytes, Carthians and Lancea
Sanctum have equal share of the favelas, the vampires
from the richer areas try to feed from the slums, risking
territorial incidents from those monsters who make such
places their homes.

Home

-

believe; still, the Prince is old, and few care enough to
challenge the claim. An ambitious neonate would do well
to know that the right alliances can serve him well, but
the wrong ones will never be forgotten.

Sarajevo

The Bosnian war ended more than a decade ago. Sa-
rajevo has since been rebuilt. Communist concrete has
been replaced with the trappings of an ultra-modern city.
Still, this city remembers the siege. It’s not something
easily forgotten. Sniper Alley is still there, and the ghosts
of the 1,000 or more people who died there haunt the
people. The mortar scars borne by much of the city’s
concrete, the “Sarajevo Roses,” commemorate the deaths
of people. Much of the outer fabric of the city may be
new, but at its heart, Sarajevo carries scars that will take
a long time to heal.

The Kindred suffered hugely during the war. The
Prince of Sarajevo, who had reigned here since Ottoman
days, vanished in 1993. A firebomb landing on the build-
ing housing Elysium wiped out most of the prominent
figures among the Damned. Those remaining were the
misfits, no-hopers and outsiders. Now they’re all there is,
and they’re staking out new domains of their own. Op-
portunities for the expansion of territory abound, and if
these newly elevated vampires have heard the rumors of
something old and worse than a hungry dead man awak-
ening beneath the city, they’re not acting scared. Yet.

Seoul

.
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These days, the Eternal City is caught in eternal grid-
lock; traffic fumes discolor the ancient monuments of the
empire, the symbols of Rome’s soul. The dirt penetrates
further. Ancient dignity and modern glamour carry a
whiff of corruption. The Vatican, meanwhile, moves in
reverse to the rest of the city; as modernity takes the rest
of the city, the pronouncements that come from within
those hallowed walls grow increasingly medieval.

The broods of Invictus and Sanctified who still describe
themselves as the Camarilla have controlled this city with
subtle viciousness for fewer centuries than their leaders

Seoul and the area surrounding is home to more
than 23 million people. Only Tokyo is more densely
populated. Seoul is a self-made city full of self-made
people, a metropolis that worked its way from poverty
to immense riches in the space of only a few decades.
Wealth, or the desire for wealth, defines the city. Wealth
defines the architecture, bright and shining and reach-
ing for the sky. The desire for wealth defines the media:
polished and professional. The desire for wealth defines
religion: Korean Christianity promises good health and
financial success in this world as well as the next, and
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treats churches as big business, with 100,000 people or
more attending every Sunday.

Many of the Kindred of Seoul have been left behind
by Seoul’s transformation; the Red Lama, the most
influential vampire in the city, is no exception. This
venerable Buddhist fiend, who considers it his dharma
to be an agent of sin, counts the transformation of Seoul
as an offense. He seeks to undermine the stability of the
new ways. His increasing enthusiasm for the murder of
Christians and venture capitalists have led some to panic,
as the Masquerade stretches to breaking point, and cov-
erups become harder and harder to effect.

Tolkyo

No city moves faster than Tokyo. No city is more
tightly packed. No city looks more like the future. The
city flashes by, and the visitor’s only hope is to dive in.
Subway trains disgorge waves of anonymous city workers.
The flashing neon stores of Shibuya sell high-tech toys to
moneyed hipsters. In Harajuku, the kids look like noth-
ing else on Earth. The temples and geisha girls who still
exist here look less and less like historical artifacts, and
more like wild anachronisms, beamed here in some sort
of time machine. The traditions holding together Tokyo’s
criminal groups seem just as out of place, although they
keep up to speed with the their violence.

The balance of power among the covenants (and the
broods within the covenants) changes almost nightly.
Every night, there’s another Embrace, and for every
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Embrace, a Final Death. Tonight, the Acolytes might
be under the control of the Nine Devil Men; tomor-
row night, they'll be gone, and the Thousand Whispers
Brotherhood will take their place. The crazy violence of ~§
change makes the real dead restless. In otherwise new
buildings, countless unreasonable ghosts rise, bearing
grudges against the walking, whether they're breathing

or not. :
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It lies on 118 islands and its world-famous canals serve
as the main source of transport in the old city after walk-
ing. But the wood piles on which the city was founded
are beginning to sink into the ground, taking the whole
city with them. The city goes on, putting on a mask to
hide any fear it might feel: it’s the City of Masks, and

the masks that cover the faces of everyone during the ~
carnival season.
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The vampires of Venice, in traditional fashion, wear .
masks and “slashed” cloaks — which reveal bright colors.
or corruption beneath — to Elysium, but the beauti-
ful masks of mortals are grotesque and leering for the
Kindred. Once, this was intended to preserve some
anonymity, the contrivance of a very early Carthian
Prince. Now, the Kindred compete, with increasingly
macabre and individual garb. An individual can enter
Elysium anonymously, but the rules against trying to find
out identities are widely ignored, and few vampires can
remain anonymous for very long.
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chapter one

Ten Princes

The Prince of the city defines the laws of the Damned.
The Prince is the lord of all the city’s land — it is his to dole
out and take away. The Prince steers the culture of the
Kindred by interpreting and disseminating whatever truth
he chooses. In a very real sense, the Prince is the city.

Thus, when designing or adapting your own city, give
careful thought to the characteristics of the Prince you
put in power. Whatever vampire you put in control of the
masquerading city affects local culture, local law and local
politics. The Prince casts her shadow over the whole of
the city. She may be loathed or loved, feared or mocked,
supported or toppled — but whatever is happening with
the Prince affects, on some level, every vampire below.

Consider the way your Prince affects gameplay in the
chronicle. A Prince who rewards scheming politicos
with coveted dominions drives players either to impress
him with their own Byzantine gambits or to work hard
at avoiding his attention. A Prince who prizes ferocious
might above all else creates a Kindred culture in which
physical might trumps everything else, and so players can
expect a lot of combat (and maybe short Requiems). A
Prince who follows strict (if simple) legal procedures of
his own devising creates an environment in which the
most savvy vampires win the night.

The Prince, perhaps more than other tool, can define
the mood and themes of your chronicle, as well. If the
Prince is a symbolic characterization of the city itself
— which is not a necessity by any means — then what
does it mean when he is beheaded by a swarm of petty
neonates! If the Prince is a totalitarian dictator who
dresses her Hounds in black leather and arms them
with actual damn swords, what kind of classic dramatic
questions about free will versus security or bravery versus
oppression can you tell? If the Prince is an ancient pagan
Acolyte who regards himself as the incarnation of a god,
the role of the Circle of the Crone — and the way your
players regard that covenant — changes dramatically from
Vampire’s default mode.

] [ ]
Laws of the Prince
The Prince’s laws have a profound affect on gameplay.
The heart of all gameplay is choice, and the drama in
Vampire’s choices comes from the potential consequences
stemming from every decision, good or bad. Laws are, sim-
ply, predetermined consequences for particular actions.

If the Prince decrees that any violence against vampires
is illegal, then the players must make difficult choices
every time they want to use their characters’ dots in
Weaponry, Firearms or Brawl. This kind of severe dictum
diminishes the relative value of those Skills, because hav-
ing more dots in them may just make a character more
likely to get into trouble — or because those simply won’t
see much use. On the other hand, this law might simply
mean that, in practice, characters can no longer engage
in scuffles because no attacked vampire can be allowed
to stick around and press charges. Every fight has to end
with one party destroyed or both being trusted to remain
silent. Vampiric healing and Disciplines such as Auspex
take on different qualities, too: can you prove you've been
attacked after you've healed the wound? Or does the best
bullshitter win every case at court?

Laws that ban certain objects (such as guns or swords)
or learning (such as Theban Sorcery or Protean) change
the consequences of decisions, creating tension around
such choices as what to carry and where to spend experi-
ence points. Tired or obvious decision points can be given
new dramatic weight. If only the Prince’s Hounds are sup-
posed to be able to practice Celerity or Vigor, the choice
to put dots in those Disciplines becomes more complex
—is it worth spending five or seven experience points for
dots that have to be used with extreme discretion, or is
it essential to buy them so as to not be outmatched by
the Prince’s grunts?

Laws prohibiting certain actions add value to such
Skills as Stealth, Larceny, Streetwise and Subterfuge,
which can help criminal vampires avoid being caught by
the Prince’s Hounds. Skills such as Investigation, on the
other hand, might become more valuable because the
Prince has need of Kindred to determine what vampires
receive his severe punishments.

Many (maybe even most) Princes don’t have to filter their
laws through any committees or advisory bodies. The court
of “public” (among Kindred, anyway) opinion and the
social pressures that his Regents put on him may alter the
Prince’s edicts, but not necessarily because any government
procedure exists to allow that to happen. If the Prince is
strong enough to enforce a law, he can put it into effect.
If the populace is afraid enough that the consequences are
real, they will obey it. A Prince without quality investigators
can declare it illegal for Kindred to study the occult or use
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computers, but plenty of Damned citizens will continue
reading books and surfing the web in private. A Prince
who’s not afraid to stake and bury vampires caught with
cell phones — and has the loyal followers to do it — can
actually keep the city’s Kindred obedient.

Laws and Game Mechanics
Strictly speaking, a Storyteller could institute mechani-
cal consequences of the Prince’s laws. For example, if
the Prince demands all Kindred but his Regents and the
Primogen remain poor, to keep from attracting attention
from mortal authorities, the Storyteller can forbid any
player from buying more than two or three dots of Re-
sources. Maybe this rule applies only to character creation
(because major decisions such as choosing to break the
Prince’s laws should happen during play) or maybe it ap-
plies for as long as the law is on the proverbial books.

Alternately, if the Prince has had most of the city’s
occult texts rounded up and burned (or stored in her
own private vault) over the last 50 years, the Storyteller
might decree that Occult dots after the second cost four
or even five experience points times the new rating, rather
than the usual three. This kind of ruling illustrates an
actual detail of the game world: insufficient resources are
around for learning the Skill.

This is a fair trick for Storytellers to use, but it’s prone
to misuse. Putting a cap on Resources feels artificial — it’s
not as if a proclamation from the Prince actually causes
vampires’ wallets to reject $100 bills. The kind of change
implemented for the Occult Skill in the latter example is
better, but ¢ an still be troublesome. That ruling makes
Crtiac more expensive than every other Discipline, and may
discourage players from creating characters interested in the
occult, rather than creating a kind of heightened mystique
around the subject (if that was the Storyteller’s intent).

Most of the time, it’s more interesting to leave the game
mechanics in place and let consequences emerge from
the game world organically. Modern law doesn’t actually
prevent guns from firing or cars from being stolen — laws
promise consequences. This is a more interesting game-
play option because it requires the players to make more
difficult decisions, weighing their options and estimating
the consequences, before committing to action. Just hav-
ing an action be actually prohibited or undermined in the

The Tirince dione decides Whay s Worder.
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game mechanics removes options from the players and
cancels out an important dramatic option in an intrigue
game such as Vampire: getting away with it.
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The right time to restrict gameplay options is when your
troupe is trying out some kind of off-the-wall chronicle
style and you want to change the play dynamic. Maybe
you all just want to play a chronicle about pauper vam-
pire vandals because the idea interests you — so you all =
agree that no character will buy more than one dot in
Resources. In that case, when the mechanical alteration
is what you're really after, then the Prince’s laws are a fine -
tool for explaining, in the language of the fictional games
world, why this ruling is what it is. The Prince becomes a
way to characterize and explain your design choice.

The Sample Laws

All of the following 10 Princes come with examples of *
the laws they pass in their domains (which is to say, the
cities where they rule). These laws are almost never all
the laws that Prince has for the city, but they give you an
idea what sort of things this Prince chooses to care about
and that Prince chooses to ignore.
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These also help to define gameplay boundaries in the =
city. In the city of the Chieftain, it’s acceptable to slay any-
vampire you can take down on your own. In the city of =
the Archbishop, it’s illegal to practice the religion of the =
Crone in secret. In your city, it may be illegal to learn a
certain Discipline or join a particular bloodline. These
laws don’t make it impossible for players to have their
characters pursue these actions, but the laws do inform
the players’ decisions. Is it worth risking the Prince’s
wrath to cut through a forbidden domain? Is learning
Cruaac worth the trouble of keeping it secret?
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Remember, though, that most cities don’t have the 8
kind of communication channels necessary to keep too * ;
many laws in play (see p. 27). The Kindred are a hidden
subculture of outlaws and monsters who must share most
inform