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Introduction

The Storyteller and Narrator team would like to welcome you to the “Centre of the Chaos” Live Action Role Playing game.  The booklet you hold in your hands will give you the basic information you need to take a more active part in our game as well as in other games around the world.  It does not replace the Rulebooks that White Wolf tm has released.  The main rulebook used is “Laws of the Night: Revised”.

We hope you enjoy reading this booklet.  Should you have any questions, please feel free to contact us at cliff_cotc@owbn.org or phone us at (204) 783-8385.  We look forward to seeing you at many of our upcoming games and events.  Games are held every second Saturday, and site fees are usually one to two dollars.  However, occasionally we have special events, often in conjunction with socials or gaming conventions.  These cost a little bit more.
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The Traditions

Players must know these by heart; they affect every aspect of the game.

Not knowing these can get your character Killed.

These are the laws that have been laid down by the Camarilla Elders; every member of the Camarilla from the lowest Ghoul to the justicars themselves must follow these rules.  The punishment for breaking any of the traditions is normally death.

1st Tradition: The Masquerade

Thou shalt not reveal thy true nature to those not of the Blood.  Doing so

shall renounce thy claims of Blood.

2nd Tradition: The Domain

Thy domain is thy concern.  All others owe thee respect while in it.  None

may challenge thy word in thy domain.

3rd Tradition: The Progeny

Thou shalt sire another only with permission of thine elder.  If thou created another without thine elder’s leave, both thou and thy progeny shalt be slain.

4th Tradition: The Accounting

Those thou create are thine own childer.  Until thy progeny shall be released, thou shalt command them in all things.  Their sins are thine to endure.

5th Tradition: Hospitality

Honour one another’s domain.  When thou comest to a foreign city, thou shalt present thyself to the one who ruleth there.  Without the word of acceptance, thou art nothing.

6th Tradition: Destruction

Thou art forbidden to destroy another of thy kind.  The Right of destruction belongeth only to thine elder.  Only the eldest among thee shall call the blood hunt.

Back-story of the Game

In Character

Winnipeg was once a thriving metropolis for the supernatural creatures of our world. Creatures of all types came to live here. It had a lot of advantages but the biggest thing it had going was its location, being the geographical center of North America. 

What most of the ‘common folk’ do not realize is as the centre of North America, Winnipeg is also the nexus of many of the continent’s Ley lines.   During the flood of 1997, along with the physical damage that wiped out much of Grand Forks and Fargo/Moorhead, a great surge of energy was forced along those Ley lines.  The different supernatural groups in the city each believed they knew where that energy would peak.  When it did, all contact with the various groups was lost.  Even now, no one truly knows what happened.

No supernatural creature that went to Winnipeg returned, until October of 1998, when a lone Gangrel scout found his way in and out again.

A little over a year has now passed.  The Camarilla has a strong hold on the city, but other groups have also entered the city and seem to be craving out a place for themselves.  

A dome was discovered covering the city in the Shadowlands and it has been slowly shrinking for the past year.  An army of wraiths stands just outside and no one knows what will happen when the dome shrinks away to nothingness.  

Out of Character

It all started a little over a year ago. Alex and I had been LARPing for close to two years in a number of different games around the city and in other cities.  All the different games had pluses and minuses.  We had been tossing around the idea of starting a game for about a year.  Most of the games had died off over the summer and seemed unlikely to start up again.

We had traveled to Valleycon in Fargo and LARPed with them over the weekend.  The ride back was filled with talk of starting a LARP in Winnipeg.  We sat down that night and made a list of the things we liked and disliked about the various games we had played in.  From that list we decided how we would do things differently in hopes of making it the best LARP possible.  

We decided that the minimum number of players needed to start would be 15.  A list was made and people contacted, and it did not take long to get the 15 people interested.  We had our first meeting in late October less then a month from inception, and the first game was November 8th held upstairs at Pendragon.  

Over the course of a month the game grew to 20 players.  Everything was going great.  We were only meeting once a month, but people where doing a number of out of game scenes and were getting together as friends as well.  Then suddenly, interest in the LARP waned with only 7 people showing up.  Alex and I decided that even if we only had 7 actors that we would keep it going.  We rode out this dry spell over a month and a half before the numbers rose back up over 25.  From that point on our player base has been growing and we are now the largest game in the city with roughly 50 people.

The rest, as they say, is history.

What is the World of Darkness?

Supernatural Creatures

While the game itself is mainly a vampire game, as a player and character you should have some basic knowledge of some of the supernatural creatures in the World of Darkness.

Vampires

The following clans are the Camarilla Clans, or the “Super 7”.  They are not all of the clans available, but are the most commonly found, and the most often played.  Before making a member of one of the other clans, please make sure you have ST approval.

Brujah:
The Brujah are inheritors of a majestic and ancient legacy, which is unfortunate. Tonight's Brujah seem less like a clan and more like a mob. Punks, terrorists, revolutionaries, criminals, gangbangers and the like make up the Brujah; the clan seems to be united in nothing save its contempt for the institutions of vampire and mortal society. Well, this is not entirely true; Clan Brujah are among the most savage vampires, and the most trivial slight or annoyance may trigger a howling Brujah frenzy. The Brujah's disunity keeps the clan tenuously in the Camarilla, but Brujah thugs routinely defect to the anarchs, the better to strike against their hated elders. Even the "tamer" Brujah annoy the elders and princes routinely through acts of defiance and rebellion. Despite their recalcitrance, however, Brujah are valued as warriors; they are perhaps the most dangerous vampires in a straightforward battle. To anger a Brujah is nigh suicidal - and Brujah are notorious for their tempers.

Gangrel:
Of all vampires, the Gangrel are perhaps closest to their inner nature. These nomadic loners spurn the constraints of society, preferring the comfort of the wilderness. How they avoid the wrath of the werewolves is unknown; perhaps it has something to do with the fact that the Gangrel are themselves shape shifters. When a mortal speaks of a vampire changing into a wolf or a bat, she is probably speaking of a Gangrel. Like the Brujah, Gangrel are fierce warriors; unlike the Brujah, Gangrel ferocity does not stem from anarchic rage, but from animalistic instinct. Gangrel have a keen understanding of the Beast in their souls, and prefer to spend their nights in communion with the animals whom they so emulate.  In these modern nights many Gangrel are leaving the Camarilla and going independent. 

Malkavian:
At first glance, the members of Clan Malkavian do not appear to be a clan at all; they are chosen from all races, creeds and social strata. But Malkavians, regardless of mortal standing, bear one disturbing commonality: They are all quite mad. Whether from the clan's choice of victims, the circumstances of the Embrace, or some property in Malkavian blood itself, all Malkavians go insane shortly after the transformation (if they were not insane to begin with). Accordingly, many Malkavians find themselves pariahs, ostracized by a vampiric society fearful of their random urges and capricious whims. Wiser Kindred, however, prefer to keep the madmen close at hand: behind the Malkavians' lunatic cackling and feverish rantings lie smatterings of insight, even wisdom.

Nosferatu:
Caine's childer are called "The Damned," and no vampires embody this more than do the wretches of Clan Nosferatu. While other vampires still look human and may travel in mortal society, Nosferatu are twisted and deformed by the curse of vampirism. To put it bluntly, the Embrace transforms them into hideous monsters. Unable to walk among humans, Nosferatu must dwell in subterranean sewers and catacombs. Other vampires revile Nosferatu, considering them disgusting and interacting with them only when they must. Because of this stigma, however, Nosferatu are survivors par excellence. Few creatures, mortal or vampire, know the city's back alleys and dark corners like the Nosferatu do. Additionally, Nosferatu have refined the crafts of sneaking and eavesdropping to fine arts; if anyone or anything has the latest dirt on mortal or vampiric society, it is the Nosferatu. Finally, millennia of shared deformity and abuse have fostered strong bonds among the monsters. Nosferatu forego the squabbling and feuds ubiquitous to the other clans, preferring to work in unison. You mess with one, you mess with 'em all - and that can get messy indeed.

Toreador:
The Toreador are called many things - "degenerates," "artistes," "poseurs," and "hedonists" being but a few. But any such mass categorization does the clan a disservice. Depending on the individual and her mood, Toreador are alternately elegant and flamboyant, brilliant and ludicrous, visionary and dissipated. Perhaps the only truism that can be applied to the clan is its members' aesthetic zeal. Whatever a Toreador does, she does with passion. Whatever a Toreador is, she is with passion. To the Toreador, eternal life is to be savored. Many Toreadors were artists, musicians or poets in life; many more have spent frustrating centuries producing laughable attempts at art, music or poetry. Toreador share the Ventrue's love of high society, though not for them the tedium of actually running things - that's what functionaries are for, darling. Toreadors know that their place is to captivate and inspire - through their witty speech, graceful deeds, and simple, scintillating existence.

Tremere:
Even among vampires, the insular Clan Tremere bears a reputation for treachery. This reputation is well earned; the Tremere were formerly a cabal of human wizards who, hungering for immortal life, wrested the secrets of vampirism from unwilling Kindred. Such vile deeds earned the clan a sinister reputation; even today, certain vampire clans would love nothing better than to destroy the entire Tremere line. Nonetheless, Clan Tremere holds a place in the Camarilla, for its members were instrumental in suppressing the Inquisition and supporting the Masquerade. Then, too, the Tremere have proved themselves dangerous enemies - and powerful allies. Tremere still practice a version of the arcane arts they studied in life, and so these "warlocks" use their sorcerous powers in service to the Camarilla almost as much as they use the Camarilla in service to themselves.

Ventrue:
Elegant, aristocratic and regal, the Ventrue are the lords of the Camarilla. It was Clan Ventrue that provided the cornerstone of the Camarilla, and it is Clan Ventrue that directs and coaxes the Camarilla in its darkest hours. Even in the modern age, the majority of princes descend from Clan Ventrue. The Ventrue would, of course, have things no other way. In the tradition of noblesse oblige, the Ventrue must lead the other clans for their own good. In ancient nights, Ventrue were chosen from nobles, merchant princes or other wielders of power. In modern times the clan recruits from wealthy "old-money" families, ruthless corporate climbers, and politicians. Although Ventrue move in the same social circles as the Toreador, they do not fritter away their existences in frivolity and idle chatter. The Ventrue proudly wear the privileges of leadership, and stoically bear its burdens. Thus has it always been; thus shall it always be.

The Blood Bond

 The Blood Bond is a powerful tool used by vampires to bind others to their will.  By drinking the blood of a Vampire on three different nights a person can be brought under near total control.  The love they will feel for you will be greater then the love of a mother to a daughter.  Any person who is under a blood bond will have little to no control of their lives.  They will live to serve the person they are bonded to, as that person will become the central figure in their lives.  

This is not a position you wish to find yourself.  Very rarely does anyone willingly enter in to a blood bond.  And the only way to remove a blood bound is to avoid the person you are bounded to for an extend period of time.(years)  To ignore the effects of a bond even for a short time takes an amazing amount of willpower.

The Camarilla

The Camarilla is the largest single sect of vampires, as well as the most open; theoretically, any vampire may claim membership, regardless of lineage. In fact, the Camarilla assumes that all vampires are members of their sect - whether they want to be or not. The founders of the sect view it as the Great Society of undead, and take offense at any suggestion otherwise.

The Camarilla's primary concern is the maintenance and preservation of the Masquerade. The sect was organized in the 15th century in response to the growing influence of the Inquisition. Historically, there have been many attempts by leaders of the Camarilla to assert more authority over other aspects of vampire existence. Each time, the attempt has failed in a wave of bloodshed. The princes do not brook interference into what they consider to be their historical rights and privileges. Nor do the Methuselahs desire a competitor who could thwart their aims. Therefore, the Camarilla remains a divided sect of only moderate influence. The elders who control it use it as yet another means to oppress and manipulate the anarchs.

It is thought the Ventrue played a primary role in bringing together the seven founding clans of the Camarilla. Their efforts and imagination certainly lie behind its improbable origin. Though the Camarilla holds itself open to all bloodlines, those that choose to participate represents only slightly more than half of the known clans. Only seven of the 13 clans were among its founders, and only these clans regularly attend meetings of the Inner Circle. Individuals from other clans may be part of the Camarilla, but no other clan as a whole is.

The Camarilla does not openly recognize the existence of the Antediluvians. Statements about them are publicly derided. As far as the Camarilla is concerned, they are but myths.
Camarilla Laws & Rules

(as written by White Wolf)

I. The Founders: The Founders from this night on the group known as the Founders shall be known as the sect the Camarilla.


II. The Members: The Membership of the Camarilla at present only the Seven Great Clans are part of the sect as a whole, though any individual Kindred of any lineage may become a member. This is subject to change.


III. The Clans: The Seven Great Clans are Clan Ventrue, Clan Toreador, Clan Malkavian, Clan Tremere, Clan Nosferatu, Clan Brujah, and Clan Gangrel. These are the founding Clans, and the elders of these make up the Inner Circle of the Camarilla.


IV. The Inner Circle: The Inner Circle will meet by Conclave every 13 years at Castle Hardestadt, or by agreement at the previous Conclave the Tower of London, or any other safe place. Thus the years will be 1447, 1460, 1473, 1486, 1499, 1512, and so.


V. The Prince: The Princes of each domain exist primarily as overseers, to ensure that the Six Traditions are upheld and to settle any disputes that may arise. "Prince" is the common term for these elders of domains, but it is acknowledged that cultural differences in this term occur.


VI. The Justicar: The Justicars are the Judges of the sect. One is appointed for each of the Seven Great Clans. They serve the Camarilla for a period of 13 years, and re-appointment is made at each Conclave of the Inner Circle. They are ultimately responsible for upholding the laws of the Camarilla, and have higher authority than the Princes. Each time they wish to make judgement upon a Kindred, they must call a Conclave.


VII. The Authority: The Inner Circle holds ultimate authority within the Camarilla.


VIII. The Conclave: A Conclave may be called at any time, but only by a Justicar. Conclaves are meetings where the Six Traditions are interpreted, and disputes between Kindred are resolved. They are open to all, and those who attend are known as the Assembly.


IX. The Assembly: The Members of the Assembly at the Conclave have the right to address the Conclave on any matter if supported by at least two other members of the Conclave. The Justicar serves as the chairperson.


X. The Decision: The Decisions of the Conclave are made by vote. Each member of the Assembly has one vote. Once the decision has been made, it is both the Defender's and Accuser's right to challenge this decision.


XI. The Challenge: The Defender may be assigned, by the Justicar, an ordeal or trial to test the Defender. Such ordeals may take minutes or years to complete. If not satisfactorily completed, the officiating Justicar 

may assign any penalty.

XII. The Counter-Challenge: The Accuser may counter-challenge the Defender to a duel to be fought to the death between the two antagonists. The duel may take any form, but it is usual to assign some penalty to each of the antagonists: such as loss of vision while fighting, or a duel without weapons or disciplines.


XIII. The Judgement: If no challenge is made, and the Decision requires punishment, it is the duty of the Justicar to pass judgement. This judgement may take any form, and is left to the discretion of the Justicar. Their decisions are encouraged to be harsh, as to deter any future offenders. It is important to remember that the Justicar can only pass judgement in cases where the Defender has transgressed one of the Six Traditions.


XIV. Challenging a Justicar: The judgement, or action, of a Justicar may only be challenged by another Justicar, or the Inner Circle. A Conclave must be held to resolve the dispute, it is chairpersoned by a member of the Inner Circle.


XV. The Archons: Justicars may have a coterie of Kindred to assist them in their work. These Kindred are known as Archons, and it is encouraged that they are blood bound to their Justicar-masters.


XVI. The Formation of the Prince: The Prince is the eldest Kindred of that domain. They may only hold Princedom when there are none who oppose their rule, and when they have the support of the elders of the city: known as the Primogen. Without the elders sanction, the Prince cannot rule. Anyone may make the claim of Princedom, and if there is a challenge the contenders must battle one another until sovereignty is determined. As long as the Six Traditions are not broken, the battle is considered legal and right. The contenders may duel to the death.


XVII. The Primogen: There is generally one elder for each of the Seven Great Clans who are known as Primogen in a domain, though this is not always the case.


XVIII. Elysium and the Pax Vampirica: A Prince may declare parts of their domain Elyisum. Such locations are subject to the Pax Vampirica. Firstly no violence of any kind may take place in an Elyisum. Secondly no art may be destroyed. The Pax Vampirica is punishable by Lextalionis.


XIX. Punishment: The Six Traditions make up the body of the law of the Camarilla. Any Kindred found breaking them must be punished by the Prince of the domain in which the crime is committed. If the Offender disagrees with the Prince's decision, they may appeal to a Justicar. The Prince has three main 
punishments at hand. The Lextalionis, the Dominatus, and the Exsilium.


XX. Lextalionis: Those who break any of the Six Traditions must be punished severely. In all cases where the Offender is guilty outright Lextalionis must be called upon them. The Offender is subject to the Blood Hunt, and when caught is slain. Any of the Kindred within the domain may join in the hunt, and the Prince may insist that they do. Any who find the Offender have the right to conduct summary justice upon the outcast. They may also partake of the Offender's blood, though are expressly forbidden to diablerise them. Those who do so will find themselves also under a Blood Hunt. Lextalionis is the only circumstance, except when killing an unreleased childe or the duel, where a Kindred may slay one of their kind. It is to be noted that duels to the death may only be fought when challenging for Princedom, or when called in a Conclave.


XXI. Dominatus: Where there is doubt in the severity or the act of transgression of any of the Six Traditions, the Prince is able to impose a lesser punishment upon the Offender. The Dominatus requires the Offender to pledge allegiance, and let themselves be Blood Bound, to the Prince.


XXII. Exsilium: This punishment requires the Offender to be exiled from the domain they committed the crime, never to return: subject to the Prince's future decision. If they return to the domain before they have gained forgiveness, Lextalionis will be immediately called upon them.


XXIII. The Six Traditions:


 I. The Tradition of The Masquerade Secrecy is required of all Kindred concerning your true nature. This is the most important of the Six Traditions. To violate this tradition is to risk one's own destruction and the destruction of all Kindred. Active steps must be taken to change the character of mortal society, and direct minds away from superstitious thoughts. It is the Prince's right to limit feeding in cases where it may imperil the Masquerade. This may be concerned with where and from whom Kindred may feed, and the Prince may place restrictions on some or all Kindred in their domain.


II. The Tradition of Domain: The Prince of each domain holds claim over it, and must be respected. Their judgement upon disputes, and any matter relating to the Six Traditions, must be accepted by all who reside within.


III. The Tradition of The Progeny: Before creating progeny, permission from your Sire and your Prince must be obtained. Failure to comply with this rule will result in Lextalionis to be called upon both the Offender and their newly created progeny. A Prince has the right to freely create progeny in their own domain.


IV. The Tradition of The Accounting: One who sires a childe must assume responsibility for it until it has been released. Any crimes the childe commits, the sire is guilty with them. Release involves presenting the childe to your own Sire and your Prince. If the childe is recognised as one of the Blood by both, they are considered neonate. Until the childe is released, they have no rights under Camarilla Law. Any may kill or feed from the childe, unless they are protected by their sire. Diablerie of the childe is not permitted.


V. The Tradition of Hospitality: When entering a new domain, which is claimed by a Prince, one must present themselves before the Prince. The Prince has the right to refuse acceptance into their domain. Those who are not accepted in a domain yet stay, or refuse to follow this Tradition, are known as Autarkis: a vampire not part of the Camarilla, and may be subject to Lextalionis.


VI. The Tradition of Destruction: Only the Prince has the right of destruction of other Kindred within their domain, none other. Though this is limited to those who have broken any of the Six Traditions. Only the Prince may call a Blood Hunt on one in their domain. Only the exceptions in rule XX, Lextalionis, allow a Kindred to kill another of the Blood. Autarkis, such as those of the dread sect the Sabbat, have no rights under Camarilla Law and thus may be killed or their blood partaken. Diablerie upon such vampires considered a breech of this Tradition, and punishable by Lextalionis.


XXIV. Diablerie: The extinguishment of a vampire by drinking their lifeblood, known as Amaranth or diablerie, is one of the most serious crimes. In certain cases it is deemed suitable, because of the torment, for punishment, to be executed by a Prince or Justicar only. This is not allowed if the Offender is of lower generation than the Prince or Justicar. Anyone caught committing the act of Amaranth must have Lextalionis called upon them. Diablerie seriously threatens the stability of the Camarilla and the safety of all Kindred, and its punishment must be enforced ruthlessly.


XXV. As Agreed by the Elders of the Inner Circle of the Camarilla on this Night:

Signed by:

Charnas of Clan Ventrue,
Alealia of Clan Toreador,
Mercia Miladera of Clan Malkavian,
Etrius of Clan Tremere,
Voss of Clan Nosferatu,
Claudius d'Bolde of Clan Brujah,
Giglamesh of Clan Gangrel.
Structure & Positions of Court

The Prince 

The ruling vampire of a Camarilla-held territory is called the prince. This powerful vampire is usually of Clan Ventrue or Toreador; however, Brujah, Nosferatu or even Malkavian princes are not unknown. The prince has absolute power to establish, grant or strip domains, and to declare certain areas off limits for hunting. The prince may declare certain areas as Elysium (neutral ground where violence is prohibited), and may call blood hunts on rebels and malcontents who violate the Six Traditions. 

Princes tend to control city-sized regions; thus, there is a Prince of Paris, a Prince of Chicago, a Prince of Atlanta, etc. Because a city's prince has often lived in the area for centuries, she has had ample time to build a power structure, and usually knows far more about the workings of "her" city than rebellious anarchs give her credit for. 

The Harpy

A social rumourmonger and arbitrator of Status within the city. The lead Harpy is selected by a majority vote of the Primogen Council, and can then appoint sub-harpies. The Harpies arbitrate disputes involving boons, as well as scandals within the Camarilla. The station can be revoked by a vote of the Primogen Council at any time, but while a Kindred holds the position, the Primogen show their support by each loaning her a point of Status.
The Seneschal 

The Prince's second-in-command, and usually a powerful vampire in her own right. She advises the Prince, and will also make decisions and issue orders on the Prince's behalf if she is unavailable. However, these decisions may ultimately be reversed or overruled by the Prince.
The Sheriff

A Kindred selected by the Prince and Primogen Council who enforces the Traditions within the Prince's Domain, as well as the edicts of the Prince. Because of the importance of these duties, the Sheriff has the authority to request that any kindred accompany her for questioning and judgment, and as a result, is immune to the powers of the Keeper of the Elysium.
The Keeper of Elysium

The Kindred charged with maintaining the peace at Elysium gatherings. As a consequence, they must often work closely with the Sheriff. In addition, they punish those who have broken the Masquerade.
The Court Chronicler

The city of Winnipeg has a court chronicler whose duty it is to keep track of what happens at each court and who attends it.

The Primogen Council

The prince is often served by a council of advisors chosen from powerful elders of the various clans. These elders are collectively called primogen. Though, in theory, a prince's rule is absolute, a prince who fails to heed her primogen often finds herself deposed or killed in short order. The primogen are formidable forces in their own right, and ceaselessly intrigue against each other and the prince. 

The Sabbat

The Camarilla's bitter rival is the dread sect called the Sabbat. Originally the remnants of the shattered anarch packs, the Sabbat has evolved - or devolved - into something much deadlier. The Sabbat would "liberate" all vampires from the chains of the Camarilla and their sires. The ultimate Social Darwinists, the Sabbat espouses the tenet of vampiric supremacy - the doctrine that, because vampires are highest on the food chain, they should not hide from mortals, but instead dominate them outright. This attitude toward humans often manifests itself in actions that appear horrific and cruel by mortal standards; accordingly, the Sabbat is often branded a sect of violent evildoers by outraged Camarilla vampires. 

Two clans lead the Sabbat. The Lasombra clan is the most prestigious and is dreaded for its members' control over the stuff of shadow. Its ally and occasional rival is the Tzimisce, a clan of twisted scholars and sorcerers infamous for cruelty. Tzimisce are said to have the power to warp and mold their own and others' flesh and bone. 
The Anarchs

Some younger vampires strive to remain free of both Camarilla and Sabbat control. These vampires style themselves "anarchs" in homage to the warriors who led the great revolt of the 15th century. For the most part these modern anarchs are ragtag bands of Brujah and Caitiff predators, though all clans are represented in their ranks. The Camarilla treats them as it would termites - individually insignificant, but potentially crippling if allowed to breed and fester. 

The Neutrals

Four clans choose to remain neutral in the great Jyhad, bartering their services to (and jockeying for power with) Camarilla and Sabbat indifferently. These are: the Assamites, a deadly clan of vampire assassins based in the Middle East; the Followers of Set, a dark cult of vampires devoted to the worship of the snake-god Set.  (However some of the Setites have in fact joined the Camarilla).  The Giovanni, an insular family of incestuous necromancers and financiers; and the Ravnos, a nomadic line of Gypsy charlatans and thieves.  Recently a large number of Gangrels have been leaving the Camarilla and becoming Neutrals.

Wraiths

The lost spirits of the dead are known as wraiths. The wraiths are caught between life and death unable, for various reasons to move on. Not everyone becomes a wraith after death, and it is unknown where their souls may go--to a final resting place, perhaps they reincarnate, or maybe they are simply consumed by the force that all wraiths fear--Oblivion.

The wraiths dwell in a vast twilight reality of many levels and facets. The largest, where the majority dwell, is known as the Shadowlands. The Shadowlands are twisted reflections of the living world they exist alongside.  Wraiths can see and hear the actions of the living, but can rarely touch them. The living realm (the so-called Skinlands) is separated from the invisible world of the dead by a barrier known as the Shroud, a barrier that the wraiths can see across, but rarely reach through. The cities of the living exist alongside cities of the dead.
Garou

Werewolves (politely referred to as Garou), defenders of the earth mother Gaia, fight a losing battle against the upcoming apocalypse. A dying species of shamanistic shape-shifters, they believe that things can be made better if you fight hard enough.
Others

Without a doubt, the World of Darkness is filled with other types of creatures, all ready, waiting and watching for the chance to improve their situation at almost any and all costs.

The World as it is in the World of Darkness

The easiest way to envision the World of Darkness is simply to go and stick your head out the door. Imagine what the scene in front of you would look like without any color. The buildings surrounding you are in a state of disrepair and more than a few windows are boarded up. Looking towards the city center, you can see the tall gray monoliths of skyscrapers and office buildings. Just down the street, a junkie is being beaten to death by a group of thugs dressed in leather jackets and chains. His cries go unheard. The very essence of the World of Darkness is summed up by the phrase “gothic-punk”.  

The “gothic” half of the equation is meant to describe the physical attributes of the setting. Architecture is stuck in an age of spired, stone cathedrals, concrete skyscrapers, and omnipresent gargoyles. Streets and sidewalks are just slightly too narrow, giving the entire city an unpleasant feeling of crowding. Parks are almost unheard of, having been paved over long ago to put up a new office building or a parking lot. There is next to no color anywhere. The general atmosphere is of despair, and of bleak acceptance of the inevitability of one’s death. 


However, there is a large segment of the population that fights back at the established power structure – much larger a segment than in our own world. It is from this group that the “punk” half of the “gothic-punk” combination arises. Many people, players and storytellers alike, tend to focus greatly on the “gothic” aspects of the setting, and ignore the “punk” aspects. This is a grave mistake, because “punk” is integral to the horror that is Vampire. The World of Darkness is plagued by horrible crime. It is a rare night when even a small city can claim to have had no murders. Every street corner houses a gang of thugs waiting to rob, rape, or kill the next person to walk by. The World of Darkness is truly a place where “what goes around, comes around”. There is no one in the World of Darkness who can claim innocence or true goodness. Selfishness, suspicion, and spite are everywhere, and felt by absolutely everyone. There are no Boy Scouts to help old ladies across the street or door-to-door canvassers asking for donations to save thousands of lives in the World of Darkness. 


Vampire is a game about personal horror, which is all about the investigation of a character’s psyche. To really get inside the head of your character, you must try to visualize the world in which he or she lives. The specific circumstances may vary from character to character, but the nature of the world remains constant. The World of Darkness is a bad place to be born, a bad place to have to live in, and a bad place to die. It is a place no one from our world would ever in his or her right mind want to go to. Do Vampire justice and envision the World of Darkness in the way it was meant to be. 


In Real Life
In the World of Darkness

Population
631 700 (1998)
8 000 000

Days of Precipitation
170 (approx.)
215 (approx)

Pollution
Mild
Medium – Heavy

Occurrence of criminal acts
65 379
250 378

E-mail Lists and Websites

One World by Night makes amazing use of the Internet.  The main website for One World by Night can be found at http://www.owbn.org From this site you can find links leading you to a variety of different chronicle websites around the world.  

Centre of the Chaos also maintains website that can be found at http://wpgchaos.tripod.com on this site you can find a number of different links leading you to everything from other games to background information sites.  All are well worth looking at.

Perhaps the thing that best makes One World by Night work is its extensive use of mail servers.  You can find servers for everything.  Each clan has at least one mailing list devoted to it.  Most games have their own mailing lists. Many of the different groups and sects also have mailing lists that you can join.

Your best bet in finding the various mailing lists is to check any of the following sites.  http://www.owbn.org, http://www.onelist.com & http://www.yahoogroups.com.  Just please remember to follow the rules of netiquette and find out just how the list works.  This will make it more enjoyable for you and for everyone else.

The fastest way one to our local mailing list “Wpgchaos” is to e-mail Cliff at cliff_cotc@owbn.org, and ask to be added to the list.  You’ll receive a welcome message once you have been added to the list.

Netiquette 

“When thou enter a city, abide by its customs." 

-- The Talmud.

How to post to the lists and how to behave on the list, this has more to do with out of character lists then anything else 

Evangelism

Everyone is tempted from time to time to evangelize, to stride boldly into the enemy's camp and throw down the gauntlet. We will never see the end of people who pop up on comp.sys.intel praising Macs and Amigas; who send mail to the SKEPTIC list that flying saucers really, truly do exist; who enlighten the Buddhist newsgroups that they're all bound for hell, and on and on. 

In the entire history of the net, no one has managed to do this without looking like a complete idiot. If you believe you are the one person who will succeed where millions have failed, then you're ready to learn about... 

Flames

There is nothing you can say that won't offend somebody: 


>It's a bright, sunny day today. 
  You filthy *@#?$!, what have you got against Seattle?!

Flames (violent verbal expressions of disapproval), misunderstandings, overreactions, and hurt feelings are par for the course. Four lessons from experience: 
1. Hedge your bets. Rather than saying, "Metal rules! Death to all that oppose!!" try saying "In my humble opinion (often abbreviated IMHO) metal bands perfectly express my feelings, choices, and lifestyle. Your mileage may vary." (another net cliché, less frequently abbreviated YMMV). By the way, BTW is another frequent net abbreviation, for what it's worth (FWIW).


2. Apologize. When misunderstanding is the culprit, and especially if you respect the person, who misunderstood, take the blame on yourself for being unclear, apologize, say what you meant more clearly (if appropriate) and put it behind you. As in real life (remember that?) people who are quick to anger are often equally quick to forgive. 

3. Avoid flame bait. (Conduct, which gravely offends the norms, mores and folkways of a particular group.) "Now wait a minute!" you say. "Do you mean that something that's accepted behavior on one list or newsgroup will draw dozens of stinging, ridiculing comments in another?" I sure do. What can you do? Lurk a while before you post. Read what's said like an anthropologist, trying to discover what the big no-no’s are. The beginning of a school term is a wonderful time to do this, as you will observe the clueless newbies who weren't smart enough to read this paragraph being torn to shreds. There are some things you should NEVER do, and we'll list them in a minute, but let's get to the last bit of advice. 

Dos and Don'ts (or "How to Avoid Most Flames") 

· DON'T include the entire contents of a previous posting in your reply. 

· DO cut mercilessly. Leave just enough to indicate what you're responding to. NEVER include mail headers except maybe the "From:" line. If you can't figure out how to delete lines in your mailer software, paraphrase or type the quoted material in. 

· DON'T reply to a point in a posting without quoting or paraphrasing what you're responding to and who said it. Reason: a dozen postings may occur between the original message and your reply. At some sites your reply may get there before the original. 

· DO quote (briefly) or paraphrase. If the original "Subject:" line was "Big dogs" make sure yours says "Re: Big dogs". Some REPLY functions do this automatically. By net convention, included lines are preceded by ">" (greater than signs). Some mail editors and newsreaders do this automatically. Others require you to do it manually or set the "indent character" to ">". 

· DON'T send a message saying "Why doesn't anybody say anything about X?" or "Who wants to talk about X?" 

· It's always a risk to start a new topic (often called a thread). The group may have just finished a long, bitter war about that very subject. But if you want to take the risk, SAY SOMETHING yourself about the subject you're raising. 

· DON'T send lines longer than 70 characters. This is a kindness to folks with terminal-based mail editors or newsreaders. Some mail gateways truncate extra characters turning your deathless prose into gibberish. 

· Some mail editor tools only SEEM to insert line breaks for you, but actually don't, so that every paragraph is one immense line. Learn what your mail editor does. 

· DON'T SEND A MESSAGE IN ALL CAPS. CAPITALIZED MESSAGES ARE HARDER TO READ (AND IS CONSIDERED TO BE SHOUTING) THAN LOWER CASE OR MIXED CASE. 

· DO use normal capitalization. Separate your paragraphs with blank lines. Make your message inviting to your potential readers.  If you intend to ’shout’ indicate it in some fashion

· DON'T betray confidences. It is all too easy to quote a personal letter in a posting to the entire group. 

· DO read the "To:" and "Cc:" lines in your message before you send it. Are you SURE you want the mail to go there? 

· DON'T make statements that can be interpreted as official positions of your organization or offers to do business. Saying "Boy, I'd sure like to have one of them Crays" could result in a truck at your loading dock and a bill in the mail even larger than your student loan. 

· DO treat every post as though you were sending a copy to your boss, your minister, and your worst enemy. 

· DON'T rely on the ability of your readers to tell the difference between serious statements and satire or sarcasm. It's hard to write funny. It's even harder to write satire. 

· DO remember that no one can hear your tone of voice. Use emoticons (or smilies) like :-) or :^) --turn your head counterclockwise to see the smile. You can also use caps for emphasis or use net conventions for italics and underlines as in: "You said the guitar solo on "Comfortably Numb" from Pink Floyd's _The Wall_ was *lame*? Are you OUT OF YOUR MIND???!!!" 

· DON'T make a posting that says nothing but "Me, too." This is most annoying when combined with (1) or (2) above. Ditto for "I don't know." 

· DO remember the immortal words of Martin Farquhar Tupper (1810-1889): "Well-timed silence hath more eloquence than speech." 

· DON’T try to retract a message already sent.  That is HST discretion.

· DO Be certain of what your saying and who your sending it to.

Yes, It is Worldwide

A warning: the net is international. If you tell a Belgian she's being un-American (or un-Canadian). SHE ISN'T OFFENDED. Of course she's un-American; you're un-Belgian. She doesn't care about being lectured on the First Amendment or Quebec separatism. She doesn't HAVE a First Amendment or a Quebec and she thinks Belgian values are better. Many people have made fools of themselves by forgetting this everywhere else. Let's try to behave a little better on the net. 

Get the FAQ List

Finally, many groups have had the sense to write down some of their norms and folkways in a frequently asked questions (FAQ) list along with (what else?) the answers to frequently asked questions. Many Usenet FAQs are posted monthly or so on the news.answers. List owners of listservs are often quite willing to mail you the FAQ for the list. In fact, they may have already told you where it is in the letter you get welcoming you to the list. 

Character Creation:

Character Concept:


The most important part of any character is to have a clear concept in mind. The following is a list of questions you should ask yourself before making your character. The answers to each of the questions will help you to build your persona and role-play him/her once they are finished.  Some of the questions actually come from an exercise for actors, to help them get into their role. Some questions seem pretty off the wall, but they will all make a difference in being able to perform realistic, consistent role-playing. Consider what the answers to these questions would have been when your character was a mortal, and then after they became a vampire (if applicable).

Questions 1 thru 59 should be answered from the point of view of your mortal self.

1. What is his/her name? 

2. How old is he/she? 

3. Does he/she appear handsome, pretty, ugly? What is the first general impression you get? 

4. Does he or she have any abnormalities? 

5. Does he or she get along well with others? 

6. Does he or she accept responsibilities? 

7. Does he or she have any pets? 

8. Does he or she have any hobbies? 

9. Is/was he or she married, and what kind of relationship is/was it? 

10. How would this person react if they were the sole witness to a murder? 

11. Could he or she have any mental problems? 

12. What facial expressions does he/she most often use? 

13. Was he or she smart in their place of work or school? 

14. Would you consider this person sporty? 

15. Would you have considered this person to travel widely? 

16. What kind of food does/did this person like and why? 

17. Does this person like music, and what kind in particular? 

18. Does this person drink a lot? 

19. What do you think this person is like at home when nobody can see him? 

20. What kind of parents does this person have? 

21. Does he believe in God? If so what God or Gods

22. In whose company is this person most likely to be seen? 

23. What are this person's views on war? 

24. Is this person at all a musician? 

25. Does this person buy cheap or expensive things? 

26. What kind of colors would this person be seen wearing? 

27. What does this person think of Christmas? 

28. What makes this person laugh most of all? 

29. Does this person have any self-confidence? 

30. If this person is clumsy, what are they clumsy in doing? 

31. Does the person brag a lot? 

32. What does this person think of election results? 

33. Does this person get along with older people? 

34. What kind of clothes does this person wear? 

35. Does the person speak well or poorly? 

36. What would this person do if a beggar approached him or her on the street? 

37. What kind of house does the person live in? 

38. What kind of magazines does the person read? 

39. How would this person react if caught in a severe fire? 

40. What would be the person's favorite television program? 

41. Does this person live alone? 

42. What kind of future does the person have? 

43. What kind of temper does this person have? 

44. Is this person easily embarrassed? If so, how? 

45. What does the person think of Halloween? 

46. What season does the person like most of all? Why? 

47. Is the person superstitious? 

48. Would this person ever cry? Why? 

49. Would you consider this person easy going? 

50. Does this person express himself freely and quite clearly? 

51. What would this person do with an unlimited amount of money? 

52. What kind of fun could you have with this person? 

53. Does the person like snakes? 

54. What was the person like five years ago? 

55. Does this person like other people? 

56. What kind of weather does the person like? Why? 

57. What would this person do if stranded on a desert island? 

58. What kind of gathering of people is he likely to attend?

59. What did you do for a living?
Answer the remaining questions as a vampire.
60. Why were you Embraced?

61. What is your attitude towards mortals? (Are they just cattle? Pawns? Inferior creatures? More?) 

62. How do you feed? (Stalking, seduction, Sandman, something else?) 

63. Do you ever kill your victims (and how do you think that affects your Humanity?)? 

64. If you don't kill your victims, how do you protect the Masquerade while feeding? 

65. If you do kill them, how do you cover up the murders and disappearances? 

66. Are you willing to develop emotional ties with mortals? 

67. Are you willing to give the Embrace? 

68. How do you treat your ghouls? 

69. Is a Kindred's life worth more than a mortal's? Why? 

70. Where do your characters feed when they do? 

71. Do you feed once a day for one blood point, or do you feed less often for more? 

72. Do you feed upon the same people over and over, or are you random? 

73. What types of people do you feed from? 

74. Does your character enjoy feeding, feel indifferent, hate it or feel differently? 

75. Does your character miss eating food? 

76. Does your character miss eating food to the point of trying to eat periodically, even though it will make you retch? 

77. On the same note, does your character miss the day? 

78. Does he/she miss the day to the point of going to see movies for the daytime scenes? 

79. Does he/she miss the day to the point of trying to wake up to catch a glimpse of the sun, despite the pain and terror? 

80. Does your character feed from a certain body part (like from the neck) consistently, or does it vary? 

81. If your character were mugged, what would they do? 

82. What would be your reasons for ghouling someone? 

83. How does your character feel about blood bonding others (vampires, humans, ghouls)? 

84. Does your character use disciplines on mortals? Remember, it's not a breach of the Masquerade to Entrance or Dominate (when done right) every mortal he/she meets... 

85. How does your character interact with mortals, if at all on a day-to-day (night to night) basis? 

86. How does your character act whilst in the general public (with no other Kindred around)? 

87. What does your character like about him/herself?

88. What would be your reasons for embracing people, beyond personal gain? 

89. Does your character exercise any constraint when using disciplines? 

90. Does your character keep contacts he had when he was alive? 

91. Does your character keep contact with his mortal family? 

92. Who was your character when he/she was a human, and does he/she keep the same values (or try to)?

Character Creation Rules and Revisions: 


When creating a character, please follow the steps below:

1. Answer the Character questions

2. Confirm with ST’s the generation and clan you wish to be

3. Create the character sheet using the rules found in the “Laws of the Night Revised” With the following exceptions:

· Please check with ST’s on availability of Merits and Flaws

· No more than a single level of Influence may be purchased in any one area at Character creation, in up to three different areas of influence.  Any free levels given as clan advantages can take you up to level two, maximum. This rule does not apply if the character is embraced in to the game

· Nosferatu may buy Mask of a Thousand Faces at character creation with Freebie points

· Tremere must take Rite of Introduction as their first ritual

4. Clear the character sheet and background with the ST

5. Background and Haven information must be handed in within two weeks of the characters first appearance.

Characters who die:

When a character dies by the action of another (Not by Suicide) you will be able to transfer up a maximum of 15 unspent experience points on to your new character.  If you wish to suicide & keep any of your unspent experience points you must explain why you feel suicide is the only course of action remaining to your character.  Normally you will be asked to play your character for at least 1 month.

Retiring Characters:

Should you decide that you no longer wish to continue with the character you are playing, we ask you continue playing it for two more games (and not try to get it killed) from the point that you inform us.  This gives the game better flow for everyone.  The advantage for you is that you will be allowed to transfer half of your remaining experience point onto your new character, to a maximum of 8.

What is OWBN?

One World By Night is just that – One World

One World of volunteers that form a grassroots not-for-profit organization of loosely knit chronicles spanning the entire globe.

One World of opportunities for you to play your home chronicle characters at games just a few hours away, in many of your neighboring cities, or, for example, in great exotic places like New Zealand or Brazil!

One World of opportunities to have access to 30+ Email listservers that allow for nearly instantaneous communication with all the chronicles across the globe or just between your chronicle’s players.

One World of emphasis on a story that is meant for the enjoyment of the players, giving them whatever pleasures it might.

One World of infrastructure that exists to support all those associated within. Storytellers have access to hundreds of other storytellers to inspire and be inspired by. Players have access to thousands of other players to interact with, plot with and generally breathe life into what we call our One World By Night…

Strike System

Strikes are penalties assessed by the storyteller team for severe player misconduct.  The strike system is OWBN-standard.  Three strikes mean the banning of the offending player from the game.  During a strike vote, the player in question will have the opportunity to be present and speak on his or her own behalf. 

Examples of misconduct and the number of strikes possibly assessed:

· Taking in-character actions and acting on them out-of-character; i.e. Joe Blow killed my character, so I'm going to reveal personal confidences on the e-mail list 

· 1 strike 

· Joe Blow killed my character, so I'm going to pour sugar in his gas tank

· 3 Strikes.


· Arriving at games under the influence of recreational pharmaceuticals 

· 3 Strikes


· Uninvited touching 

· 1 Strike


· Consistently ignoring ST calls 

· 1 Strike


· Consistently arguing ST rulings in game 

· 1 Strike
(We are more then willing to discuss calls/rulings after the game.  A great place to makes us aware of problems like that is in your Player Actions or to arrange a time to sit down with the Story telling team) 


Strike Removal:
The storyteller team will consider removing strikes four months after the last assessed strike.  For example: First strike received in January.  Second strike received in April.  The storytellers will consider removing
one strike in August.  If one's removed, the second strike will come up for review in December.


Experience Points:

As by OWBN policy you can earn a maximum of 8 xp a month.  

When you arrive at a game, you have earned 2 XP.  Over the course of the night it is possible to lose one of those XP for the following things

· Being chronically Out of Character

· Having your Out of Character action bring other people Out of Character

· Not signing in.

Avoid doing those things, and you will earn two XP per game.

Player of the Game (a player can only win this once/month)
At the end of each game we hold a player of the game vote.  The players nominate who they feel was the best role-player of the night, and explain why.  Then in turn a public vote (Each person is allowed to vote once) is held for all those nominated.  At the end the person with the most votes earns an extra XP for the night.

Downtime:
Player Actions:


Player actions are the player’s way of remaining active during the week. They are due on the Monday before the game by midnight; exceptions can be made for special events.  Player actions are to be dropped off at 154 Langside or e-mailed to cliff_cotc@owbn.org 

Player actions should include the following:

XP spending:

           Anything you spend XP on must be justified and explained in your player actions. Players are allowed to buy one of the following each month. 

· 1 Physical Trait

· 1 Social Trait

· 1 Mental Trait

· 2 Influence (level 1)

a. 1 Influence at any other level

· 2 Abilities 

a. 1 Physical Ability Athletics, Brawl, Dodge, Drive, Firearms, Melee, Repair, Seduction, Stealth, Survival 

b. 1 Mental Ability Academics, Animal Ken, Awareness, Bureaucracy, Computer, Empathy, Etiquette, Finance, Intimidation, Law, Leadership, Linguistics, Lore, Medicine, Science, Subterfuge 

c. Questionable: (We'll let you know on a case by case basis): Crafts, Expression, Hobby/Prof/Expert, Investigation, Performance, Scrounge, Security, Streetwise

· Disciplines 

· In clan: 2 weeks Basic, 4 weeks Intermediate, 8 week Advanced 

· Out of Clan: 3 weeks Basic, 6 weeks Intermediate, no Advanced

· Buy off Negative traits (SUBJECT TO ST APPROVAL)
Influence actions:


This section should include any uses of influence, e.g.: 

· Getting information on another character or NPC

· Stopping a story from appearing in the newspaper 

· Loaning influence.

Information about any scenes that you have done between games:


Any scenes that you played out between the two games should be listed here.  If we don’t find out a scene took place, it didn’t happen.  Please tell the ST’s about out of game scenes in your player actions.

Please include the following details: 

· Who was in attendance

· What was discussed (Point form is fine)

· What, if anything, was concluded

· If anything changed hands, let us know what it is


Short-term goals, if you have any:


Should your character have any short-term goals, list them here; also list what she has done towards achieving them.  Short-term goals should take between 4 to 6 months, if not longer, to achieve.


Long-term Goals


Should your character have any long-term goals, list them here; also list what she has done towards achieving them.  Long-term goals should take 6 months, or longer, to achieve.


What your character is doing between games:


List any actions taken by your character between games.  Please be as detailed as you can with this. It saves us having to come back to you to get more information.

Examples of things you could be doing:

· Spend time traveling around the city to learn the lay of it

· Spying on Sir Cedric, with video cameras placed in an office across the street.

· Hanging out in a certain location in hopes of meeting the right class of person to work on getting influence.


The list of things you can do goes on and on; be creative.  As a general rule, the more things you do in between games, the more stuff you will likely have to do during the game.

Miscellany:


We can’t be everywhere, private scenes can be missed by us, so please put them in your player actions so we know about them.


If you lost humanity, put that in your player action for our records.

Player Actions Example Sheet:

Player Name:
John Smith



Character Name: Collin Halls 

Date From: September 11th/1999


Date To: September 25th /1999
XP spending:

Current XP: 7

Spending: 
· 1 XP for Firearms, because I have been practicing at the Firing Line gun club for the past month

· 2 XP on my second level of Police Influence. I found out that Officer Smith likes to cross-dress, so I’ve made contact with him informing him that if he does not do what I want from time to time, the whole department will find out. (Played the scene out with Cliff)

· 1 XP to buy the Social Trait Intimidating because of the way I intimidated Officer Smith, and that Brujah from last game.

Remaining XP: 3

Influence actions:

· Check for any rumours coming out of Transcona using my Police x1 Influence.

What your character is doing between games:

· Going to the Firing Line three nights a week for gun practice

· For Week 1 

· I follow the Anarch to his home after court on Saturday, using Drive x3 not to be seen and Investigation x2 to tell if he has seen me.

· Continuing to investigate various police officers. Currently, I am trying to find out more about the Chief of the Department located on Pembina Highway across from the Safeway.  I am doing this by following him and checking his garbage.

· Throwing myself at the ground, trying to get earth meld to work. 

· For Week 2

· Assuming I have found where the Anarch lives, I will leave a note in his mailbox that says the following: “You have enemies in the court and I am not one of them. Meet me tomorrow night alone at the Garrick movie theatre for the late showing of whatever movie is in theatre #1. Come up the left hand side. I will be watching for you, and remember: come alone.”

· I will go to the theatre, using Mask of 1000 Faces.  (I would like to meet and play this scene out on Wednesday or Thursday. Either week is fine.)

· I will also spend some time following any of the Chief’s kids around to see if I could use them.

· Throwing myself at the ground, trying to get earth meld to work.

Short-term goals if you have any:

· Create a friendly work relationship with some of the Anarch members, so I can use them to get to be prince.

Between Game Scenes:

· Meet with the Anarch from Saturday
Glossary

A:

Abilities - skills in excess of normal knowledge

Anarch - a vampire, which claims no allegiance to either the Sabbat or the Camarilla

Ancilla - a mature vampire who has proven himself or herself and assumed significant responsibilities in society

Antidiluvian - the third generation of vampires from Cain. Active in the Jyhad

Archon - one of the mighty vampiric assistants to a Justicar

B:

Beast, The - The dark side of the kindred that is usually hidden

Blood Bond - a feeling of love and submission unnaturally created by drinking three times from the blood of a particular vampire on three separate nights.

Blood Doll - a human who willingly gives of their blood to a vampire

Bloodline - vampiric lineage. Today used to define a rare and little known subset of vampires

Bond, The - see Blood Bond

C:

Cain - the original vampire from whom all vampires were spawned. See Generation

Cainities - vampires

Caitiff - derogatory term to denote a vampire without a clan

Camarilla, The - an organization of vampires which holds that a veil of secrecy is needed in order

to protect themselves from mortals

Childe - a newly created vampire who is not yet recognized as being self-aware by vampiric society

Clan - a group of vampires who trace their lineage back to a common ancestor

D:

Death, Final - when a vampire truly dies

Diablerie - a publicly reviled practice of drinking another vampire’s soul in order to become more powerful

Disciplines - dark gifts of the vampires

Domain - the area claimed by a vampire as their own

E:

Elder - the oldest and most powerful vampire in a society

Elysium - usually a place of culture, free of the taint of violence

Embrace, The - the process by which a mortal becomes a vampire

F:

Frenzy - The bestial nature of the kindred coming to dominance (Losing Control)

G:

Garou – What werewolves call themselves.

Gehenna - a vampiric apocalypse where the Antidiluvians will rise up and slay all their progeny

Generation - the lineage of a vampire in terms of strength of the blood in relation to Caine

Ghoul - A human/animal that has ingested vampiric blood.

Greet the Dawn - vampiric euphemism for Final Death

H:

Harpy - Rumourmonger and arbitrator of social issues

Haven - the home and safe place of a vampire

Herd - a group of humans who support a vampire in many ways including the giving of blood

Hunger, The - the need for blood

Hunter - one who hunts and kills vampires

I:

Inquisition, The - the witch hunts of middle Europe and eastern North America. The motivating

factor in the forming of the Camarilla

J:

Justicar - the ultimate judge in a vampire clan

Jyhad, The - the manipulative war attributed to the vampire elders

K;

Keeper of the Elysium - A titular office responsible for the maintenance of the Traditions

Kindred - vampires

Kine - humans

L:

Leeches - derisive term used by the Lupine for vampires

Lextalionis - a code of Traditions with a Biblical justice as its foundation. Today it is used to

mean Blood Hunt

Lupine - werewolves

M:

Mages - human wizards

Man, The - the element of humanity still remaining within the vampire. The opposite of The

Beast

Masquerade, The - the rules of conduct established by the Camarilla to  hide the existence of vampires

Methusela - the forth and fifth generation of vampires. They no longer live in the kindred society

N:

Neonate - young vampires who has proven themselves worthy to be responsible without

depending on their sire

P:

Primogen - speaker for, and usually the leader of, a vampire clan in a given domain

Prince - ruler of a domain - usually a city

Progeny - those vampires created by an older vampire

Praxis – “The right of Rulership” Sometimes used as a term of the princes domain 

R:

Regnant - the lord of another. Often used in reference to the instigator of a Blood Bond

Revenant - a family of Sabbat ghouls

Rom, The - European gypsies

S:

Sabbat, The - an loose organization of vampires which holds that vampires are the supreme

predators of humans and no secrecy is needed. They revel in their powers

Salon - a meeting, usually of elders, which is generally free of direct violence

Seneschal - assistant to the Prince and lord of the domain in their absence

Sheriff - enforcer of the Traditions and local laws

Sire - a term given to a vampire who has created another vampire

T:

Thrall - a creature in service to another. Often used in reference to the recipient of a Blood Bond

Traditions, The - a set of six rules upon which all social interactions are predicated

V:

Vegetary - one who drinks of animals rather than humans

Vitae - blood

W:

Whip - assistant to a Primogen
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