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Welcome to the Evening Project Vampire Live Game

Before man spoke his first word,

Before the dawn of civilisation,

Before time began,

There was Caine.

Cursed by the power of the Almighty himself to walk in fear of the light and feed on the blood of mortal 
man, yet gifted with inhuman powers, Caine walked for an eternity, neither alive nor dead, wandering cold 
and alone in the dark.  Driven by loneliness he used his unholy power to create another in his own image, 
and so it began…

…down through the generations to the modern nights, these damned get occupy their vast unlives in petty 
pursuits.   Whether from a nostalgic desire for mortality, or simply to transcend their abandoned humanity, 
the Kindred subvert and manipulate their former kin.  Masters of intrigue and possessed of ancient patience, 
the Kindred live out a forsaken existence within their courts of blood and power.
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THE WORLD OF THE KINDRED

The world of the Camarilla is driven by social and political interplay.  To garner power and status a Kindred must either control 

mortal resources or achieve position within the Camarilla city in which he resides.  These tasks are made more challenging by the 

Camarilla’s strict enforcement of the Traditions, a codified set of laws governing the actions of Kindred.

The Traditions

The First Tradition: The Masquerade  
Thou shall not reveal thy true nature to those not of the Blood.

In doing so thou shalt renounce thy claims of the Blood.

The Second Tradition: Domain
Thy domain is thy own concern.

All others owe thee respect whilst in it.
None may challenge thy word in thine own domain.

The Third Tradition: Progeny 
Thou shalt sire another only with the permission of thine Elder.

If thou createst another without thine Elder’s leave, both thou and thy progeny shall be destroyed.

The Fourth Tradition: The Accounting 
Those thou createst are thine own childer. 

Until thy progeny shall be released, thou shalt command them in all things. 
There sins are thine to endure.

The Fifth Tradition: Hospitality 
Honour one another’s domain. 

When thou comest to a foreign city, thou shall present thyself to the one who rulest there. 
Without the word of acceptance, thou art as nothing.

                                                                                                                      
The Sixth Tradition: Destruction

Thou art forbidden to destroy another of thy kind.
The right of destruction belongs only to thine Elder. 

Only the eldest amongst thee shall call the Blood Hunt.

“Here this all yea Kindred of London, from this moment forth the Toreador Allison De’Bruche is called to her doom, 

grant her sanctuary or aid and thy own unlife shall be forfeit, for she is Anathema, an insult to thy blood.

By this act I declare upon her the Blood Hunt throughout my domains and call upon all ruling Camarilla to do the 

same.” – Anne, Prince of London, July 1999
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The Laws of the Elysium

(Lex Elysia) 

An Elysium is a place of sanctity for vampires, a time and a place where kindred can mingle with their own kind, discuss pressing 

matters and settle disputes without fear of violence.  Most view Elysium as sacred, and look upon those who would dare to defile it 

with hatred and disgust.  Not all courts held are declared Elysia, and those that are often mark special events in the domain. 

The Elysium is declared by the Prince.  It will in most cases take place in a building such as a theatre, gallery, church, museum or 

meeting hall.  Within the walls of this building, and anywhere within it's grounds, the laws of Elysium should be maintained.  At 

all times, all those present will obey the following laws within the Elysium.

Violence is forbidden 

Violence of any sort is forbidden.  You must not harm or attempt to harm another while on Elysium grounds. 

Use of Disciplines is forbidden 

Guests at an Elysium must not use any powers of the blood upon each other. 

Destruction of Elysium is forbidden 

It is forbidden to damage or destroy any part of the Elysium building itself. 

Destruction of Art is forbidden 

It is forbidden to damage or destroy any work of learning or art. 

Offenders risk punishments up to and including final death.
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The Clans
The History of the Clans

If the myth of the Antediluvians is to be believed, Caine sired a number of progeny, who then sired childer themselves. These 

childer accordingly of the Third Generation were the progenitors of the modern clans, and all vampires descended from them 

shared common traits and characteristics. Certainly this is true to some degree, as each clan has a set of vampiric powers its 

members learn more readily than others, and each clan also has a distinguishing weakness or character flaw by which its members 

may be identified. 

Lineage is important to the Kindred. Though they are loners and typically shun each other’s company by nature the Damned place 

great value on their heritage. The honour a vampire is due stems from clan as much as generation even the most dull-witted 

Kindred is afforded some modicum of respect if its legacy demands it. 

There are thirteen known clans, each supposedly spawned by one of the Antediluvians, but whispers circulate through the Kindred 

world about “lesser” clans or bloodlines. Few vampires have ever met Kindred claiming to hail from these mysterious bloodlines, 

and few of these have turned out to be anything other than Caitiff with delusions of self-importance. It is widely accepted however 

that of the thirteen “great” clans, seven claim membership in the Camarilla, two belong to the Sabbat, and the remaining four 

abstain from sects entirely.

“The rebels then built a new city.
Out of the fallen empire,

they collected Thirteen Clans
that had been scattered by the Great War,

and brought them together.

They brought in the Kingship Clan,
the Clan of the Beast,

the Moon Clan,
the Clan of the Hidden,

the Wanderer Clan,
the Clan of the Rose,

the Night Clan,
the Clan of Shapers,

the Snake Clan,
the Clan of Death,
the Healers Clan,

the Clan of the Hunt,
and the Learned Clan.

They made a beautiful city...” 
– The Book of Nod
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Clan Brujah 

Rebels

As the Brujah tell the tale, they were once the great philosopher-kings of Mesopotamia, Persia and Babylon.  They controlled an 

empire that spanned from the cradle of civilisation to northern Africa, and collected lore and knowledge from around the world. 

In their pursuit for freedom and enlightenment, however, they killed their founder.  For this, Caine cast them from the First City.  

Since then, the Brujah have suffered inescapable decline.  Now they are perceived as little more than spoiled childer who have no 

sense of pride or history.  One of the mainstays of the Great Anarch Revolt, the Brujah were barely brought to heel by the founders 

of the Camarilla, and the clan as a whole still resents the elders.  Though nominally in the Camarilla, the Brujah are the sect’s 

firebrands and agitators, testing the Traditions and rebelling in the name of whatever causes they hold dear.

Clan Disciplines:  Celerity, Potence, Presence

Clan Flaw: Brujah characters gain an additional Frenzy Trigger.

Clan Gangrel

Outlanders

The night-prowling Gangrel are feral vampires and possess disturbing animalistic tendencies and features.  Rarely staying in one 

place, Gangrel are nomadic wanderers, satisfied only when running alone under the night sky.  Their founder is whispered to be a 

barbarian, unlike the other clan progenitors, and for this reason, Gangrel often Embrace outsiders. Distant, aloof and savage, 

Gangrel are often tragic individuals; although many hate the cities, crowds and constructions, the presence of hostile werewolves 

prevents most Gangrel from living outside there confines.  Gangrel vampires seem to support the Camarilla, solely because it 

intrudes upon their unlives less than the Sabbat.  Some members of clan Gangrel think that independence would be better than 

their nominal Camarilla involvement, however, the clan’s continued membership in the sect is uncertain.

Clan Disciplines:  Animalism, Fortitude, Protean

Clan Flaw: After every third Frenzy, Gangrel players must gain and have a prop for an obvious animal characteristic.  Talk to a 

Storyteller about advice for prosthetics.
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Clan Malkavian

Lunatics

Clan Malkavian has suffered throughout history, and continues to do so to this very night.  Every member of this clan is afflicted 

with madness, and all are slaves to their debilitating lunacy.  The Malkavian clan founder is rumoured to have been one of the 

most important vampires of old, but after he committed some grievous crime, Caine cursed him and his descendants with insanity.  

Throughout Cainite history, Malkavians have been alternately feared for their bizarre behaviour, and sought out for their even 

more bizarre insight.  Kindred who have regular dealings with Malkavians, report that the clan is now more morbidly unstable then 

ever, and is spreading madness in its wake like a contagious disease.  Though the Malkavians have historically been fragmented and 

disorganised, recent migratory waves and inexplicable gathering have many elders questioning – and fearing – the possible future of 

the lunatic clan.

Clan Disciplines:  Auspex, Dominate, Obfuscate

Clan Flaw: Malkavians are all irreparably insane.

Clan Nosferatu

Sewer Rats

The members of clan Nosferatu suffer the most visible curse of all.  The Embrace hideously deforms them, twisting them into 

literal monsters.  Legends say the Nosferatu were blighted as punishment for their founder’s degeneracy and his childer’s wicked 

behaviour.  But in the modern nights, clan Nosferatu is known for level-headedness and calm in the face of adversity.  Nosferatu 

have reputations for information brokers and harvesters of secrets, as their horrid appearances has forced them to perfect their 

mystical ability to hide, sometimes in plain sight.  At present, the clan claims that it has distanced itself from its founder and no 

longer serves him.  Some Kindred whisper that the clan is on terrible terms with its progenitor, and that he actively seeks their 

destruction.

Clan Disciplines:  Animalism, Obfuscate, Potence

Clan Flaw: Nosferatu are all hideous and players must represent this.  Talk to a Storyteller about advice for prosthetics.
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Clan Toreador

Degenerates

The prodigals of the Kindred, clan Toreador indulges in excess and degeneracy, all the while claiming to maintain the patronage of 

the arts.  To a great degree, this patronage is true, as the clan claims many talented artists, musicians, writers, poets and other gifted 

creators.  On the other hand, the clan possesses just as many “poseurs,” those who fancy themselves great aesthetics but lack the 

ability to create at all.  According to legend, the Toreador support of the arts dates back to the clan founder’s Embrace of a pair of 

twins.  The twins pursued unlives of beauty of indolence while their sire, Arikel (if the tale is to be believed) doted on them, 

protecting them from the ravages of plague, famine and parricide that swallowed the First City.  Further, darker, rumours circulate 

that one of the twins became depraved in her immortality and slew her brother and sire.  Clan Toreador vehemently denies this, 

and those that bring up the subject suffer the clan’s wrath.

Clan Disciplines:  Auspex, Celerity, Presence

Clan Flaw: All characters have one type of art they are Obsessed with.  They are absolutely entranced by such art, and can do little 

except mutter a few words in an attempt at conversation for 10 minutes.

Clan Tremere

Warlocks

No clan is so shrouded in deliberate mystery as the Tremere.  The inventors and practitioners of terrible blood magics, the secretive 

Tremere have a tightly knit political structure based on the acquisition of power, as well as a fanatical clan loyalty, practically 

unknown to any other Kindred.  Because of the veil of secrecy that surrounds the clan, disturbing stories have surfaced as to the 

nature of their vampirism.  Some Kindred claim that the Tremere are not vampires at all, but rather mortal wizards that cursed 

themselves for eternity.  One of the most rampant rumours, spread by a gypsy visitor to their chantry-house in Vienna, is that the 

clan founder, Tremere himself, is undergoing a horrid metamorphosis into something else.  Clan Tremere is silent on the matter, 

and looks askance at those who would presume to know its secrets.

Clan Disciplines:  Auspex, Dominate, Thaumaturgy

Clan Flaw: All Tremere are one-step blood bound to their clan elders.
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Clan Ventrue

Blue Bloods

The nominal leaders of the Camarilla, the Ventrue claim to have created and supported the organisation since its inception.  The 

clan suspects that its founder was slain by a member of the Brujah clan, which is a great blow to its member’s pride.  In any event, 

the clan almost certifiably has no founder any longer, and has thereby achieved untold independents from the Antediluvians.  

Nonetheless, Ventrue actively involve themselves in the Jyhad, in which they exercise their considerable influence in the doings of 

the Kine.  Much curiosity exists among the Kindred as to the inner-workings of this well organised clan, as rumours of dark 

mysteries and slumbering ancients sometimes slip out from under the Ventrue’s austere façade.

Clan Disciplines:  Dominate, Fortitude, Presence

Clan Flaw: All Ventrue characters must select one specific group or type of mortal upon whom they can feed.

The Caitiff

Clanless

The Caitiff are the clanless vampires, outcast by other Kindred, and despised by those who bother to notice them at all.  Vampires 
may become clanless by either having no idea of their sire’s identities (and thus having no sense of lineage) or by being of such 
weak generation that no identifying clan characteristics are discernable.  Caitiff are almost universally regarded as bastard children 
and orphans, though some rise to a degree of prominence amongst the anarchs.  Once their were few Caitiff, but the post-WWII 
period has seen a sharp increase in their numbers. Some elders whisper direfully of the “time of thin blood” that signifies the 
imminence of Gehenna.

Clan Disciplines:  The Caitiff may choose one of their Clan Disciplines from among the basic selection. Their other two 
Disciplines are chosen at random BY A STORYTELLER.  No Caitiff may begin with superior Disciplines. 

Clan Flaw: Caitiff have no tie to clan and thus have little support in the Camarilla. Without guidance, their Disciplines also 
manifest themselves randomly. Some Caitiff are also thin-blooded, and as such may never Embrace another vampire - their blood is 
just too weak. 
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Those Who Serve

Ghouls (Renfields)

A vampire’s blood has great power, power that can be passed on.  Long ago, the Kindred discovered that mortals who drank 

vampiric blood would become possessed of supernatural abilities and dark appetites. Soon it became common practice for 

vampires to keep certain favoured servants, battening them on vitae all the better to have undying, hellishly loyal servitors – ghouls. 

Many ghouls aspire to serve their masters well so that they may one day be granted the embrace and enjoy all the benefits of 

vampirism. 

Strengths and Weaknesses: A ghoul, though much stronger and tougher than a human, can still not approach the power of a full 

blooded vampire. However, unlike a vampire, they can walk about during the day, and are mostly immune to the effects of Frenzy. 

The ghoul must have a Domitor or master from whom they receive blood. Without a regular supply of Kindred blood, they go into 

withdrawal as if coming off a drug, and lose any supernatural abilities. Also, due to the effects of the blood bond, ghouls adore 

their masters and seek to serve them however they can. 

Clan Disciplines: All ghouls only gain the Basic level of the physical Discipline of their master’s Clan, with the exception of 

Tremere and Malkavian ghouls who acquire Auspex.
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Making Your Monster
Before you can begin playing you must first create an in system alter ego in the form of a vampire character.  Whilst playing you 

will be this person so give real thought to the creation process, the last thing you want is to end up spending your time acting as 

someone you hate or cannot empathise with.

The character creation process is twofold.  First, choose an appealing background for your character and ensure that it will be 

acceptable in game.  Second, assign a set number of points to your character, defining his abilities within the Evening Project.

Character concept

In order to play a character in the Evening Project, a player must submit answers to the following questions, either by e-mailing us 

at theeveningproject@hotmail.com or talking to us at any BURPS session: 

What is your character’s name?

What is the idea for your character (no more than a sentence)?

Who is your character’s sire?

Why did this sire Embrace your character?

How old is your character? (Embraced no longer than 40 years ago)

Why is your character part of the Camarilla?

Why is your character in Bradford?

Does your character have any links in Kindred or mortal society? How?

How does your character usually feed? 

What was your character like before the Embrace?

Clan

When submitting a character, you must list two Clans that your character could be in order of preference. The Storytellers will 

attempt to accommodate your first choice, but may need to default to your second, due to the requirements of the setting. In 

addition to the seven Camarilla clans, Caitiff and ghouls are also available to play. 

Allocate points

If your character is accepted then you may begin to allocate points to your character.  Each area of character creation has a certain 

number of points assigned to it.  All characters have 6 points in Skills, 6 points in Backgrounds and 2 points in Disciplines.  With 

these points you gain one level of the Skill, Background or Discipline per point.  Spending rules for experience Points (XP) are 

different.  All beginning characters also gain 6 ‘freebie’ points that are spent exactly like XP (see the XP section).  

If you are unsure at any point during the character creation process, don’t hesitate to contact a Storyteller.
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Experience Points (XP)
XP are used to represent the ongoing development of your character by permitting you to buy new skills, backgrounds and 

Disciplines or increase existing abilities.  After each event you will be required to submit a downtime, preferably over e-mail.  If you 

do not have e-mail, we can arrange something else.  If you submit nothing your character will be considered to have done nothing.   

The amount of XP your character has gained will be shown on your downtime.  Extra XP will be given out to those who make an 

obvious effort above and beyond that required.

The cost for increase is as follows:

Skills:   1 point multiplied by level being bought.

Example:  Buying Level 3 Computing from Level 2 costs 3 points.

Backgrounds:  1 point per level.

Example:  Buying Level 5 Resources from Level 4 costs 1 point.

Disciplines:  Clan = 7 points

  Non-Clan = 21 points

  Non-Clan with mentor = 14 points

  Non-Clan physical* =  14 points

  Non-Clan physical* with mentor = 7 points

  Non-Clan Clan Specific** = 21xp (may not be learned without tuition)

  Superior Non-Clan Clan Specific** = 28xp

*Celerity, Potence or Fortitude

**Thaumaturgy or Protean

Example:  Kerryl the Brujah has Potence basic and wishes to purchase Potence Superior.  This costs 7 xp.

Kerryl the Brujah later wishes to buy Basic Fortitude.  She has found a Gangrel mentor, and so would pay 14xp, however, since Fortitude is also a 

physical Discipline, the cost is reduced to 7xp.

A mentor may only teach a Discipline at Basic level if they possess the Superior version of the Discipline.  A mentor may never 

teach the Superior level of a Discipline, and once a vampire has learned the Basic level of any Discipline he must improve it 

without a mentor, at the increased cost.

All character advances must be approved by a Storyteller.
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Character Card

If their character is fully accepted, a player will receive a card like the one above that details important information for use during 

play.  Exact Background information is rarely needed during a game, and so is not on the card.

Most parts of the card are self-explanatory, however for more information on the Discipline symbols please read the Discipline 

chapter.

Character Portrait

Discipline symbols

Character name

Clan symbol

Total Health Levels
(including Fortitude)

Total blood pool

Generation 
& Clan

Kerryl Donatien

12th Generation
Brujah 5

5

Front of card

Back of card

Academics    ¡¡¡
Arts    ¡¡¡
Brawl     ¡¡¡
Computer    ¡¡¡
Craft (  ) ¡¡¡
Drive     ¡¡¡
Finance    ¡¡¡
Firearms    ¡¡¡
Investigation    ¡¡¡
Language (  ) ¡¡¡
Law    ¡¡¡

Lore (  ) ¡¡¡
Medicine   ¡¡¡
Melee    ¡¡¡
Science    ¡¡¡
Security    ¡¡¡
Streetwise   ¡¡¡
Survival    ¡¡¡
  q¡¡¡
  q¡¡¡
  q¡¡¡
  q¡¡¡

Skills
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Skills & Backgrounds

Skills
Skills represent the abilities of a character, and what they know.  A character’s Skills must be rationalised, as no business 

entrepreneur is going to know the first thing about sword-play.  All Skills are all rated one to three.

Academics

You have had an education of reasonable merit.  Academics learning focuses on the ‘soft’ sciences and humanities, such as 

Geography, History, Philosophy, Sociology and similar.

Arts

Your character can create or perform some type of art, this includes playing a musical instrument, singing, theatre, painting, poetry, 

etc.  For any performance art, you may be asked to actually perform, so think carefully about taking this skill.

• For each rank of Arts, the character becomes skilled in one specific ‘art’.

Brawl

The brawl skill represents how you fight in tooth-and-nail situations.  Brawl can be gained through either formal martial arts 

training or through risky trail and error.

• Any character with ranks in the brawl skill can call [STUN] damage when unarmed, and may perform [GRAPPLE] attempts.

• For each rank of brawl, the character gains an additional [DODGE] call to their total.

Computer

You know computers.

Craft (...)

This skill allows the character to build and repair items of their craft.

Drive

You can drive.

Finance

You can manage money.  Possibly other peoples.  Possibly without them knowing about it.

Firearms

The firearms skill represents your competence with firearms, as well as maintaining them.  This skill is usually learned through 

formal training at a gun range or similar.  Few people can claim to own many firearms in England nowadays, anyway.

• Any character with ranks in the firearms skill can call appropriate damage when armed with a gun.

• As a character gets more skilled, you can fire at a faster rate:

  Level 1 - You may fire a firearm once every 3 seconds.

  Level 2 - You may fire a firearm once every 2 seconds.

  Level 3 - You may fire a firearm once every second. 15



Investigation

You can uncover details others might miss.

Language (...)

You can speak other languages, with varying skill.  Examples include Latin, French, German, Ancient Sumerian and Cuneiform.  

When talking in a foreign language to another, the character must hold up their hand in an ‘L’ representation. 

Law

The skill to notice legal loopholes and understand the methods of law.  This skill helps both in the mortal world and within the 

courts of the Camarilla.

Lore (…)

Lores indicate in-depth knowledge of an obscure topic, for example quoting The Traditions verbatim.

Specific lore categories are:

Kindred; Werewolf; Spirit; Sabbat; Camarilla; and Rituals.

There are others, but these are only in very special circumstances.

Medicine

You can heal others.  Medicine only helps the living.

Melee

The melee skill represents your capabilities with melee weapons, from swords to lead piping.  This skill is usually learned through 

formal training, but the determined student can learn through simple trail and error.

• Any character with ranks in the melee skill can inflict damage with melee weapons.

• For each rank of melee, the character gains an additional [DODGE] call to their total, except that these are only usable 

when armed with a melee weapon.

Science

You understand the basic sciences: Biology, Chemistry and Physics.

Security

You have ways around a locked door.

Streetwise

The streetwise skill allows you to blend in unobtrusively with the local scene, pick up gossip, understand slang or even dabble in 

criminal doings.

Survival

You can keep your wits about you when in the wilderness, surrounded by howls in the night, or in the city streets, friendless and 

alone.
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Backgrounds
Backgrounds are the advantages of birth (or rebirth), circumstance and opportunity: material possessions, social networks and 

means of control.  Backgrounds are external, not internal, and a player must be able to explain what they represent.  If you have 

put enough detail into your character concept, selecting appropriate Backgrounds should be easy.  All Backgrounds are rated one 

through five, but Influence can increase beyond this through play.  No Background may begin above five.

Haven

A character without any points in haven has nowhere to hide from the sun, and no defensive position to fall back to in times of 

need.  Haven’s come in a variety of shapes and sizes from abandoned factories to high-rise apartment.  Nosferatu characters may 

choose to live in the Clan’s sewer-warren, which is only a 1 point Haven.

Contacts (...)

A wise philosopher once said, “It isn’t what you know, it’s who you know.”  Every contact is assigned a number of points represent-

ing the strength of your connection, as well as the contact’s personal power.

Fame

How famous you are in the mortal world.

Herd

A gathering of mortals upon whom you can regularly feed.

For example: A famous musician may have groupies, after the Embrace, these are willing vessels to his newfound depravity.

Influence (...)

Influence represents the amount of control a character may exert over a particular industry or organisation.  Wars of influence do 

occur, as vampires discover that others seek control of the same organisation.

See next two pages for a comprehensive list of the various Influences.

Resources

A character’s personal wealth.  This is more a representation of available funds rather than the total worth of liquidated assets, 

which at the very least would include a character’s haven, for example.

Retainers

Mortals bound to serve a vampire.  Quite often these are ghouls.
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Influences

Academia

Institutions of learning and research are the purview or Academia Influence.  Access to the halls of learning can help with any 

number of resources, from ancient languages to research assistance to many impressionable young minds.

In Bradford there are several Colleges and a University, as well many lower schools and nurseries.

The Arts

The Damned are occasionally to be found patronising events of artistic endeavour.  Such events are beacons to the most exclusive 

social circles, granting even a low-bred Kindred access to famous actors, celebrities and the idle rich.   Also, some Kindred find that 

complete control over a multiplex cinema or independent small-screen can itself summon crowds and debutantes more efficiently 

than any Discipline of the blood.

With such locations as the National Museum of Film, Photography and Television, the Alhambra and even the new Cineworld 

multiplex, Bradford has a great claim to the arts, a fact which no few Toreador in other cities balk at.

Finance

Manipulating markets, stock reports and investments is a hobby of many Kindred, especially those who use their knowledge to 

keep hidden wealth.  Though the Resources Background determines your actual available money, you can use Finance Influence to 

start or smother businesses, crush or support banking institutions and alter credit records.

Bradford, despite being an economic mire compared to Leeds, still has an active financial sector.

Health

Some vampires rely on connections in the medical community to acquire blood.  Practitioners of the arcane arts may also require 

body parts or medical data to further their studies.  Further more, maintaining the Masquerade often calls for alteration of medical 

records or faking of particular diseases; some Kindred even specialise in the study of blood-borne ailments.  All of these sorts of 

research and development fall under the purview of Health influence.  

Bradford has a thriving medical community with two large hospitals and a renowned pharmaceutical department at the University.

Industry

The grinding wheels of labour fuel the economies and markets of the world.  Machines, factories and blue-collar workers line up in 

endless drudgery, churning out the staples of everyday living.  Control over Industry Influence sways the formation of unions, the 

movements of work projects, locations for factories and the product of manufacturing concerns.

Bradford was built on industry, and that foundation still remains strong.

Legal

Since many of the operations that Kindred undertake are at least marginally illegal, a good amount of sway over judges and lawyers 

is indispensable.  Those Kindred who dabble in law often pull strings in the courts to make sure that the questionable practices of 

Kindred society go unnoticed and unpunished.  Of course, a little Legal Influence is also excellent for harassing enemies’ assets, 

too.

Bradford has as much legal activity as any other city. 
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Media

Directing media attention away from vampire activities is a key component of the Masquerade.  Putting specific emphasis on 

certain events can place an enemy in an uncomfortable spotlight or discredit a rival.  With Media Influence, you can crush or alter 

news stories, control the operations of news stations and reporters and sway public opinion, with DJ’s, editors of all varieties, 

reporters, cameramen, photographers and broadcasters at your disposal.

There are several local newspapers and radio stations in Bradford, many of which are held in high regard by the local populace.

Police

Police Influence can be handy to assist with the Masquerade, to protect one’s holdings or to raid the assets of another.  A Kindred 

under police investigation is considerably constrained for even the most basic of activities, not to mention feeding.

Bradford has a very strong and active police force.  It is listed among the best inner-city police branches in the country.

Political

Deal-making is second nature to most vampires, so they can get along well with other bloodsuckers – that is to say politicians.  The 

use of Political Influence is focussed on local concerns, from council tax to planning permission.  Which political party is in power 

doesn’t matter as much, especially if all the subsidiary levels of bureaucracy are under a vampire’s control.

Bradford has a County Council just as any other city, which wields the same power as any other.

Religious

Though religion has arguably less control over temporal society than it did in the Middle Ages, it’s policies still exert considerable 

influence over the direction of individuals and communities.  Knowing the appropriate people allows insight into many 

mainstream religions, such as Christianity, Judaism, Islam, Hinduism, Shinto or Buddhism.  When you exercise Religious 

Influence, you can change local religious policy, effect the appointment of local clergy and access a variety of lore and resources. In 

Bradford, religion is still a vital part of many people’s lives, especially amongst the minority communities.

Street

Ignored and often spat on by their “betters”, those in the dark alleys and slums have created their own culture to deal with life and 

any outsiders that come calling.  When calling on Street Influence, you may use your connections on the underside of the city to 

find the homeless, gang members of all sorts, street buskers, petty criminals, prostitutes, residents of the slums and fringe elements 

of so-called “deviant” cultures.

Bradford has more than its fair share of crime and criminals.

Transportation

Getting about within the city limits of Bradford is not without difficulty, but rarely requires any prior consideration if speed is not 

an issue.  Traveling from some of the more isolated villages that fall within the domain of Bradford requires a little more 

preparation.  Transportation Influence also helps with the importation of certain items, and monitoring the movements of people 

and goods.

Bradford can claim an airport, two train stations and an efficient local bus service, not to mention many sizeable taxi firms, so this 

Influence is slightly more effective than it would be in any other major city.
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Disciplines
All vampires possess Disciplines, supernatural powers granted by the Embrace.  These powers separate the undead from mortals, 
providing vast physical and spiritual might.  With Disciplines, a vampire can display the strength of ten men, bend another to her 
will, or transform into an animal.  Elders, who have not only learned several Disciplines but mastered them as well, are truly beings 
to be feared.  No vampire knows exactly whence Disciplines originate.  Some Kindred claim that Disciplines are gifts from Caine, 
or Lilith the Dark Mother; others believe they are innate supernatural abilities intrinsic to the vampire form.  Regardless, it is mas-
tery of the Disciplines, more than any other factor, that enables a vampire to play at Jyhad and survive to tell of it.

Disciplines are rated either basic (represented with a square symbol) or superior (represented by a diamond), with differing effects 
during time in and downtime.  Many Disciplines have uses beyond those described, accessible during downtime.  The best way to 
use Disciplines in a manner not listed during downtime is to ask a Storyteller.  Basic powers can increase in strength as the vampire 
achieves mastery of the Discipline.

  Animalism
This Discipline allows a vampire to bring himself closer to his own Beast, not only allowing him to communicate empathically with 
lower beasts but also to command them.  Additionally, as the vampire grows in power he can use the Discipline to control the 
Beast in others.

Feral Whispers
This power is the basis from which all other animalism abilities grow.  The vampire creates an empathic connection with a beast (or 
group of beasts), allowing him to beckon them or issue simple commands.
System: Due to the nature of this Discipline, its use is restricted to downtime.

Master the Beast (Superior only)
As the vampire’s understanding of the Beast grows, he can sever its hold over another, or inflame another Kindred’s true nature to 
the surface.
System: The vampire must spend one blood to use this ability.  He may either call [CALM] on a target at range, or [FRENZY] by 
touching them.

  Auspex
This Discipline bestows uncanny sensory abilities upon the vampire.  While Auspex initially raises the awareness of the character it 
is the beginning of much more.  It can pierce the shroud of Obfuscation, see the souls of the living and the shades of the dead.

Witness the Unseen
Auspex enables Kindred to perceive many things beyond mortal ken.  Among its many uses, Auspex can detect the presence of a 
supernatural being who is hidden from normal sight.
System: The character is aware of anyone using a level of Obfuscate equal or less than their level of Auspex.  The vampire is only 
aware of the hidden character in a vague sense, and so cannot identify them or physically affect them.  They may, however, use 
Aura Perception on the Obfuscated character.

Aura Perception
With this power, the vampire can perceive the psychic “auras” that radiate from mortal and supernatural beings alike.  If someone 
handles an object for a certain amount of time, they impregnate the object with their aura, allowing the vampire to discern 
information from an item with this power.
System: At Basic level, the vampire may identify whether another character is mortal or supernatural in nature.  If the vampire has 
a Superior level of this Discipline, and spends a blood, they know the type of supernatural (if applicable) and if the character has 
committed diablerie in the past year.  To find out this information OOC, the player may ask a nearby Storyteller, or ask the player, 
whichever is the least disruptive.  A player may learn more about an item by taking the object to a nearby Storyteller and asks them 
what information they can get from the item (they must be holding it at the time).

Prescience (Superior only)
This talent grants extra-sensory or even precognitive insights; these brief unfocussed glimpses may be odd premonitions, flashes of 
empathy or eerie feelings of foreboding.
System: This character can use [DODGE] calls against any and all attacks with the [QUICK] descriptor.
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  Celerity
The Embrace gifts some vampires with unnatural quickness and superior reflexes, and those that master the Discipline of Celerity 
are able to take this further than their sluggish brethren.

Blur
Those vampires gifted with Celerity are capable of moving with startling speed.
System: The character can use the [QUICK] descriptor on his attacks, though not with firearms.  They may also use [DODGE] calls 
against any and all attacks with the [QUICK] descriptor.

Lightning Reflexes (Superior only)
Kindred with Celerity are able to move with amazing swiftness in times of stress.  Mortals, and even Kindred lacking this Discipline 
move as if in slow motion compared to the astonishing blur the Kindred becomes.
System: The character may spend a blood to immediately gain two dodges.  These dodges are not regenerated.

  Dominate
This Discipline involves influencing the very thoughts and actions of others through the vampire’s force of will.  Unlike Vampire: 
The Masquerade, generation has no effect on a character’s ability for, or susceptibility to, Dominate abilities.  However, certain old 
vampires can ignore a much younger Kindred’s use of this Discipline.

Command
This is the simplest use of Dominate, and many Elders see it as a basic exercise in will.
System: The player must represent the level of Dominate being used by holding their hand to their chest.  A hand held flat to the 
chest represents a Basic level of Dominate, and a fist held to the chest is used for a Superior level.  The vampire locks eyes with the 
subject and utters a command word.  The target must try to follow the word of the command to the best of his ability (though not, 
perhaps, to the actual spirit of the command).  At Superior level the command can be an entire sentence.  At either level, after 10 
minutes, or the length of time the command takes to perform (whichever is shorter), the victim is free of the control and may act 
normally.  A few commands automatically fail when used, such as any improper or immediately harmful actions.  Example 
commands that auto-fail include, but are not limited to, “Masturbate” and “Auto-de-fenestrate”.  There must be a gap of at least 
one minute between multiple Commands.

The Forgetful Mind
After capturing a subject’s gaze, the vampire delves into the subject’s memories, stealing or recreating them at his whim.
System: At Basic level, after 10 minutes of conversation, you may wipe a specific memory of your target completely clean.  The 
memory can be no longer than 30 minutes.  The target character is not automatically aware that there is a gap in their memory, 
unless the deleted events are brought up by another character, in which case the victim will attempt to rationalise.  Overwhelming 
evidence to the contrary will cause a Dominated character to suspect the use of this Discipline.  At Superior level, and for another 
10 minutes of conversation (for a total of 20 minutes), the character may replace the wiped memory with a specific event.  
Although the new memory may last longer than 30 minutes, certain questions may be raised if the victim remembers achieving 
several hours worth of action in half an hour, for example.
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  Fortitude
All vampires possess a preternatural constitution that makes normal damage inconsequential, which Fortitude accentuates. 

Undead Persistence
System: The character gain an additional two Health Levels at Basic level, and a further three Health Levels at Superior level (for a 
total of five).

Restoration
System: The character takes two days less to regenerates aggravated damage per level of this Discipline.  For example, a character 
with Superior Fortitude requires only three days to heal a point of aggravated damage.

Skin of Rock
The preternatural constitution granted by Fortitude makes the Kindred far more resistant to staking attempts.
System: A vampire with Fortitude at Basic requires one additional [STAKE] call before they are immobilised.  At Superior level, this 
ability increases to a total of two additional [STAKE] calls.

Skin of Steel
System: A character with the Basic level of Fortitude is not required to roleplay the effects of [LIGHT] damage.  He still, however, 
suffers the loss of Health Levels.  At Superior level, the character is not required to roleplay the effects of [HEAVY] damage.

  Obfuscate
This uncanny power enables Kindred to conceal themselves from other’s sight.  The immortal does not actually become invisible, 
he simply deludes the observer into believing he has vanished.  Skilled users of Obfuscate can even alter their own appearance to 
others.  Sadly, to date, no Obfuscation has succeeded with a camera.

Unseen Presence
Initially, a vampire with this Discipline must rely on nearby shadows and cover to assist in hiding his presence, but may move 
around without being seen.  At a greater understanding of this ability a vampire may interact with his surroundings without 
breaking the thin veil of concealment.
System: The player must represent the level of Obfuscate being used by crossing their arms across their chest, with both hands 
representing the level of Obfuscate being used.  If both hands are held flat to the chest the character has Basic level Obfuscate; 
both hands as fists held to the chest is used for a Superior level.  At Basic level, the vampire must be in a shadowed or otherwise 
hidden location in order to begin this ability, but once ‘activated’ may move around as normal.  If the vampire attempts to interact 
with their surroundings, or speaks at all, they are no longer Obfuscated.  At Superior level, the vampire does no need a shadow to 
hide in, and may whisper without loosing their Obfuscate.  A character using this Discipline at any level may not attack anyone for 
two seconds after they have left Obfuscate.

Mask of a Thousand Faces (Superior only)
The vampire can influence the perception of others, causing them to see someone different to the immortal himself.
System: A Nosferatu character (or any other that has a visible prosthetic) using this power does not have to represent their twisted 
appearance.  During downtime a character with Mask of a Thousand Faces may appear as another, even masquerade as a specific 
person (at a heightened blood expenditure) but never can this be done in an Elysium.  Even if a Nosferatu player has this ability, 
however, he must have a prosthetic available.

  Potence
Vampires endowed with this Discipline possess great strength.  A vampire with Potence can strike opponents with terrifying force, 
and make break free of another’s grasp.

Undead Strength
Many Kindred endowed with Potence eschew weapons in favour of the damage they can cause with their bare hands.
System: At Basic level, the character may call [LIGHT] with all brawl strikes.  Characters with Superior Potence may call [HEAVY] 
with brawl strikes.
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  Presence
This is the Discipline of supernatural attraction.  Kindred who develop Presence can inspire zealous fervour, devoted passion or 
unspeakable terror in mortal and immortal alike.

Awe
The sublime magnetism that Presence grants the vampire; those near the vampire suddenly desire to be closer to her, and are very 
receptive to her point of view.  Awe is extremely useful for mass communication.  It matters little what is said- the hearts of those 
affected lean towards the vampire’s opinion.  Awe can turn a chancy deliberation into a certain resolution in the vampire’s favour 
almost before her opponents know that the tide has turned.
System: The player must represent the level of Presence that they have by wearing either one (for Basic) or two (for Superior) 
purple ribbons.  Presence, unlike most other Disciplines, is always in effect, and causes any mortal, or Kindred without at least 
equal Presence, to treat the vampire with respect and, as the name suggests, awe.  The actual effect does depend on the actions of 
the vampire itself, as Superior Presence does not mitigate treating a character badly.  If a character with Presence is appearing 
threatening, they are even more threatening than they would otherwise be, but if they verbally abuse a character then the Presence 
no longer affects their victim.  No amount of Presence will stop a determined effort to attack the vampire, such as that caused by 
Frenzy or hatred, but it does force even enemies to be at least civil in conversation.  No vampire is aware of another’s level of 
Presence, they just feel that they like them more, so any character may use Awe in an Elysium without breaking the Lex Elysia. 

Dread Gaze
While all Kindred can frighten others by physically revealing their true vampiric nature’s - bearing claws and fangs, glaring with 
malevolence, hissing loudly with malice – this power focuses these elements to insanely terrifying levels.
System: At Basic level a character may call [FEAR].  At Superior level, at the cost of one blood, a character may call [TERROR].  In 
both cases, the vampire must lock eyes with the target, even briefly.  Unlike Awe, Dread Gaze is very obvious, and all are aware of 
the use of this ability.

  Protean
This Discipline was originally developed by the Gangrel to ensure their survival in the wilderness.  It is jealously guarded by the 
Outlanders, it allows them to take the forms of beasts and meld with the earth.

Earth Meld
One of the most prized powers the Gangrel possess, Earth Meld enables the vampire to become one with the earth.  The immortal 
literally sinks into the bare ground, transmuting his substance to bond with the earth.
System: Any vampire with this Discipline does not need any Background points in Haven, as they sleep in the earth.  Players can 
use this during an event, but may only use this ability on natural ground.  To use this a player must clearly indicate that they are 
melding with the earth to the nearest Storyteller.

Shape of the Beast
This endows the vampire with the legendary ability to transform into a wolf or bat.  Some vampires are reputed to change to other 
animal forms better suited to their environment, for example wild dogs or large foxes.
System: Every time a character gains a level of Protean they may choose an animal form.  Due to the nature of this Discipline, its 
use is restricted to downtime.  Once a character has chosen their form for a level they are committed to it.  Yes, this means that for 
any character there is a maximum of two animal forms.  Most Gangrel choose at least one form capable of flight for the freedom of 
movement it brings.

Feral Claws (Superior only)
The vampire’s nails transform into long, bestial claws.  These talon’s are wickedly sharp, and able to rend flesh with ease and even 
carve stone and metal with little trouble.
System: You may spend a blood to grow Feral Claws.  These take the same amount of time to grow as the player does to put the 
prop on (yes, you must have an approved prop).  While you have the claws, you cause [A GG] [LIGHT] damage with any unarmed 
strikes (Potence may increase this damage).

  Thaumaturgy
The Discipline of Thaumaturgy encompasses blood magic and other sorcerous arts. Thaumaturgy is the unique possession of the 
Tremere and one of its most jealously guarded secrets.  Certain Kindred rumours even speak of mystic cabals of Tremere that hunt 
down Thaumaturges who are not members of the Warlock’s clan.
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SYSTEM

Combat in the Evening

The Evening Project system is intended to be a socio-political game but combat can occur.  In these circumstances we use real-time 

combat.  Even non-combat characters would do well to be aware of the combat rules just in case.

Why real-time combat?

The Evening Project team agreed from the outset that the system should use real-time combat so as to avoid events becoming 

bogged down.  We remain determined that combat in system should remain fluid whilst being as safe as possible. 

The Combat System

When making an attack the player roleplays the strike and makes contact with their foe while declaring a specific list of words. 

These words describe the effect of the strike if it should make contact. The words themselves, referred to as calls, are determined by 

the characters abilities and any weapon being used. Throughout this rulebook calls are written like [THIS].

Calls
All characters have access to the following calls (though some more readily than others).  A call is a verbal declaration of effect, or a 

word that tells people what you are doing.  Mostly a call will be a single word, preferably shouted out so that those affected can 

hear it.

There are different types of call:

Attack

Only these calls may be dodged. 

Damage 

Uttered while striking, or firing at, an opponent.  Damage is automatically a type of attack.  A character may have multiple types of 

damage they can call, in which case they may only declare one of them, but do not have to use the most damaging.  Vampires and 

mortals suffer different amounts of damage from calls, but you only need to remember the amount applicable to your character.

Descriptors

These are the most common type of call, and are slightly different to the rest.  A standard call indicates what is happening with a 

single word, but in some cases the standard effect doesn’t give enough of an explanation.  A Descriptor is another word, called out 

before the call itself.  In some cases multiple Descriptors will have to be listed before the main call.  There is no order for calling 

Descriptors except player preference.

Special

This call has a specific in-game effect and no Descriptor may be used with it.

Dodge

This is a very specific type of call, and is a very useful one.
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DAMAGE AND ATTACK CALLS

[STUN]

This indicates damage from a punch or a similar blunt strike without great force behind it.

Mortals: suffer 1 Health Level of damage.

Kindred: suffer no damage.

[LIGHT]

This indicates damage from a weapon or a powerful blow.  Most armed strikes and firearms deal Light damage.

Mortals: suffer 2 Health Levels of damage.

Kindred: suffer 1 HL of damage.

[HEAVY]

This indicates damage from a very potent firearm or an extremely powerful blow.  Some firearms deal “Heavy!” damage, as do 

characters with Superior Potence.

Mortals: suffer 5 Health Levels of damage.

Kindred: suffer 3 Health Levels of damage.

[BANG]

Special

This is a special firearm attack that inflicts no damage.  If a character wishes to fire a warning shot then they can use this call.

All players may call [BANG] with a firearm from the outset, even with no ranks in the firearms skill.

[GRAPPLE]

Special

To successfully Grapple someone, a character must place both hands on an opponent, and then declare the attempt.  The actual 

words called are slightly different depending on the level of Potence the attacking character has.  A character must call their level of 

Potence before the word grapple, so a vampire with Basic Potence would call “Basic grapple!” when making the attack.  A character 

without Potence just shouts: “Grapple!”  Once called, the target location (or the character if the attacker’s hands are on both 

shoulders) is held.  A character cannot use a held location, and cannot move if completely held.  The grappling character may 

move their captive anywhere they wish, or ‘force them to the ground’.  Both of these are accomplished by whispering commands 

into their ear, and roleplaying out the action.  Abuse of the Grapple rules (such as unwarranted force used on the detainee) is not 

tolerated.
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DESCRIPTORS

[QUICK]

This is a relatively common Descriptor, indicating a lightning-fast strike, a blur of attacks, or a hail of bullets.  The system effect is 

that no character may use a [DODGE] call against a [QUICK] attack.

[STAKE]

This indicates damage from a wooden stake being forced into the chest. Damage from stakes is discussed in greater detail in the 

Arms and Claws of the Dead section.

 [AGG]

“Agg” is short for “Aggravated damage”.  Aggravated damage hurts and so all characters must roleplay intense pain from attacks 

with the [AGG] descriptor.  It is caused by fire, sunlight and the teeth and claws of other supernaturals. If a vampire should take any 

aggravated damage while they have no Health Levels left, they are reduced to ash.

[FIRE]

This is self-explanatory, and exceedingly uncommon.  Any damage inflicted with this Descriptor is aggravated; in addition, it 

causes the target to go into Rötschrek immediately.

SPECIAL CALLS

[BREAK]

Characters may call “Break!” to escape a grapple.  Upon hearing their captive call this, a grappler must immediately let their 

prisoner go, and may not attempt to grapple them for two seconds.  Any character may call Break by spending one blood, plus one 

extra for every level of Potence the grappler has above the character.  For example, a character without Potence being held by a 

character without Potence spends only one blood pool.  For a character without Potence being held by a character with Superior 

Potence breaking free costs three blood.  If a character has greater Potence than their attacker, the Break call does not cost blood.

The blood cost to call [BREAK] is the highest single cost multiplied by the number of opponents grappling.

[FRENZY]

This is a very specific attack that works very well on vampires, but does not affect mortals.  This call sparks off the Beast, and allows 

it to briefly gain some measure of control.  A character must touch their target to be able to declare “Frenzy!” and, because this is 

not an attack, it cannot be dodged. This is no different from a normal frenzy, and is roleplayed as such.

[CALM]

The effects of this ability are the direct opposite of the [FRENZY] call.  This ability may only be used on a frenzied vampire, and 

immediately stops them from frenzying.  This call, unlike [FRENZY], may be used at range.
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[CALM]

The effects of this ability are the direct opposite of the [FRENZY] call.  This ability may only be used on a frenzied vampire, and 

immediately stops them from frenzying.  This call, unlike [FRENZY], may be used at range.

[BURN X]

This attack is usually of a mystical origin, and is a common effect of Thaumaturgy.  The number called (X) is the amount of blood 

the target immediately looses.  For example, if “Burn 2!” was declared at a vampire, then the target would immediately loose two 

blood.  This call affects mortals differently, and each blood amount burned deals 2 Health Levels in damage.  In the previous 

example a targeted mortal would have suffered 4 Health Levels in damage.  If a vampire was the target of this call, and had no 

blood in their system (and therefore was in torpor) they would suffer no effect from this attack.  Ghouls with blood loose the blood 

first, and without blood take damage like a mortal.  For example, if a Ghoul had only a single blood left and was the target of a 

“Burn 3!” call, they would lose the blood and then four Health Levels.

[FEAR]

A vampire that has mastered the basic levels of Presence can use their sway over others to intimidate them, rather than draw them 

near.  This call may only be used on one specific character at a time, and only effects mortals.  The target is suddenly terrified by 

the vampire, and must leave the room as fast as possible, in a similar fashion to a vampire affected by Rötschrek.

[TERROR]

This call works exactly like the [FEAR] call, except that it achieves the same affect on a vampire, and can do irreparable damage to a 

mortal.  The inhuman nature of the vampire is demonstrated with this ability, and a wise Kindred is careful that the Masquerade is 

unharmed if this power should be ‘accidentally’ used on a mortal.

[LOCK]

This is a very specific attack that only works on vampires, and does not affect mortals.  This ‘attack’ poisons a vampire’s ability to 

use their most innate gifts, effectively rendering them withered and useless.  A character must touch their target to be able to 

declare [LOCK].  For the next 10 minutes the target vampire cannot use any physical Disciplines.  This prohibition also includes 

any Health Levels gained from Fortitude.
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THE DODGE CALL

The Evening Project uses real-time combat, and so any strike a player gets clear out of the way of, or puts a melee weapon up to 

parry, is avoided.  However, if a melee weapon or a brawl strike makes contact, or if a gun should be fired upon a character, then 

that character may use the [DODGE] call to nullify the effect of the strike.  All characters have a specific number of dodges, and 

every time a “Dodge!” is called the character loses one from his or her total.  Once all dodges have been used, the character may no 

longer [DODGE] (but the player may still try to avoid blows).

Please note that when avoiding a gunshot, the actual bullet is not dodged à la The Matrix.  The call is to represent a character 

throwing themselves out of the way before the gun is properly trained on them.  A [DODGE] is not effective if it is not roleplayed, 

and a player that stands stock still when they call [DODGE] will have their dodge calls nullified by a Storyteller.  A [DODGE] must be 

called within a second of the strike to work.

Certain attacks cannot be dodged, which means that, if hit, the player may not call a [DODGE] to avoid the damage.  However, the 

player themselves may actually avoid the attack.

For Example:  Felix  is currently being attacked by another Kindred called Thomas.  Thomas is armed with a sword and is 

attempting to hit Felix.  Thomas’ swing goes wild, and even though he is calling “Quick Light!” with each strike, no damage is 

inflicted.  Felix stumbles backward, and luckily manages to avoid another attack.  The next attack hits, and so Felix would normally 

be able to call “Dodge!” to avoid the damage.  However, because he does not have the ability to declare a [DODGE] against [QUICK] 

calls he must take the damage.

Dodge Regeneration

The number of dodges a character has return back to their total after a while, and for every 10 minutes spent actively relaxing the 

character regains one [DODGE] back, up to their limit.  A character begins the evening with a full complement of dodges.  Some 

characters may use Discipline effects to gain extra dodges.  These are special dodges that never, ever, regenerate in this fashion.
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THE ARMS AND CLAWS OF THE DEAD

Melee Weapons

Normal melee weapons such as knives, swords, baseball bats, crowbars, and axes all inflict [LIGHT] damage. This is regardless of the 

attackers Melee skill, the size and shape of the weapon, and any levels of Potence the attacker might have.

Stake

A stake is a melee weapon, and as such deals [LIGHT] damage, however unlike other weapons can be used with Potence. 

If a vampire suffers three health levels of damage from attacks that have the [STAKE] Descriptor from the same opponent in a row, 

even if healed with blood, then they are staked.  The staked vampire immediately falls to the floor, cannot move at all, and must 

hold the stake to their chest.  If the stake is removed at any time the vampire may act as normal.  Each level of Fortitude a character 

possesses increases the levels of ‘stake damage’ that must be inflicted by one.  If a character calls a [DODGE] against a [STAKE] strike, 

the number of attacks required to successfully stake them is reset to the beginning.

For safety reasons, only coreless stake phys-reps are permitted.

Teeth

The teeth of vampires do cause aggravated damage, but cannot be used to tear and rend as efficiently as claws (such as those grown 

through Protean) can.  A character may only attack another using their teeth if that character is immobilised in some fashion, for 

example in torpor, staked, or held by a fellow Kindred.  Teeth only ever cause [A GG] [LIGHT] damage, regardless of a character’s 

level of Potence or other factors. No blood can be gained from this attack because it is not a normal Kiss, but instead a vampire 

ripping a chunk out of the target with their teeth.

Other Calls

The Evening Project Team may need to introduce new calls, dependant on the actions of the players. Examples of possible future 

damage calls include [SILVER] and [HOLY]. For the most part, players will not have to worry about these calls and can ignore them. 

For example, if someone called [SILVER] [LIGHT] while hitting you with a melee weapon, you would ignore the [S ILVER] and just 

take the [LIGHT].  In the case that you might be affected by such a call, the Storytellers will inform you and explain the in-game 

effects of the call.
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HEALING AND DAMAGE

Health Levels

All characters begin with 5 Health Levels, except for those with the Fortitude Discipline.

Damage

A character can take damage from a variety of sources, although it is mainly a result of combat.  Every time damage affects a 

character they lose a number of Health Levels, and must roleplay being hit in some fashion.  Once a character is on one Health 

Level they can no longer walk, but can crawl.  A vampiric character on 0 HL is unable to move.  Mortals with one Health Level left 

will probably die without drastic intervention, and on 0 HL are dead.

Healing

A character with blood pool may spend any amount at any time to heal one point of damage per blood spent.  When using blood 

to heal damage, deduct one blood from the character’s current blood pool, and increase their current Health Levels by one.  This 

may be done any number of times, and does not take any time to do.  Mortals take a long time to heal damage, and this can 

involve an extended stay at the local hospital (one week per Health Level).

Aggravated Damage

This is really terrible damage that even the immortal flesh of a vampire struggles to recover from.  There are many sources of 

aggravated damage, including sunlight and flames, which is partly the source of the Rötschrek reaction.  The teeth and claws of 

many supernatural creatures also inflict aggravated damage, and this reason above any other explains the vampiric fear of 

werewolves.  Aggravated damage cannot be healed with blood alone, and takes a week to heal per Health Level of damage suffered.
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Blood

Vampires have a maximum amount of blood (called a “capacity”) depending on their generation:

Feeding & The Kiss

Vampires feeding on a mortal inflict one Health Level for every blood pool gained.  There is no call for this in the system because 

the Kiss is not designed to be an attack of any sort.  Feeding is an intensely pleasurable experience for the mortal and, if the 

Kindred herself is young, the vampire too can feel something close to bliss.  A vampire being fed from does not automatically feel 

such rapture, but can experience a psychosomatic euphoria.  Kindred do not have to feed on humans exclusively and can gain 

some measure of sustenance from the blood of animals, plasma bags and other Kindred (although the latter will lead to the blood 

bond, see Bonding, on the next page).  The Kindred community at large usually laughs disdainfully at any vampire that does not 

feed from humans at all.  When Kindred are fed from no damage is inflicted, but blood lost and transferred on a one-for-one basis.

Mortals can gain vitae from vampires, and indeed can become Ghouls through this process.  Obviously, Mortals gain nothing from 

drinking the blood of other Mortals, except perhaps a bloody mess, an upset stomach and a wounded and bleeding body.

Spending Blood

Blood is spent on many things, including Disciplines and healing, and takes no time to spend.

Healing

A character may spend any amount of blood at any time to heal one point of damage per blood spent.  This cannot be used to heal 

Aggravated damage, however.

Feeding Frenzy

If a vampire is reduced to one blood, for whatever reason, then they are in a feeding frenzy.  For more information on a feeding 

frenzy, please read the Psychology section.

Forced Awakening

If a vampire is disturbed during the day they may spend blood to awaken, as listed on the generational chart above.  Ghouls and 

other mortals do not have this concern.

Generation Capacity Forced Awakening Cost

Seventh 10 7

Eighth 7 3

Ninth 7 3

Tenth 6 2

Eleventh 6 2

Twelfth 5 1

Thirteenth 5 1
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Torpor

A vampire that looses the last of their blood is put into torpor.  The player must immediately lie down and may still look around, 

but cannot act otherwise.  A character that is in torpor cannot be brought round except through ingesting the blood of a vampire 

of lower generation.  A torpored vampire can recover on its own, and awaken after a month or so, but only have one blood (and 

will immediately descend into a feeding frenzy), although this length of time may be different for certain vampires, especially 

Elders.

Bonding

One of the most wondrous and terrible properties of Kindred vitae is its ability to enslave nearly any being that drinks of it three 

times.  Each sip of a particular Kindred’s blood gives the Kindred in question a greater emotional hold over the drinker.  If a being 

drinks three times, on three separate nights, from the same Kindred, she falls victim to a state known as the blood bond.  A vam-

pire who holds a blood bond over another is said to be that victim’s regnant, while the being subordinate to the bond is called the 

thrall.  More than one low-level blood bond can occur at a time, but a full blood bond wipes all previous bonds clean.  Each single 

drink (no more than one blood is required per drink) deepens the effect of the blood bond, as follows:

First drink

There is no rule to the effects of this stage, but the thrall does occasionally dream of their regnant, and has a greater sensitivity to 

the regnant’s emotional state.

Second drink

The thrall is now very eager to please their regnant, but is by no means their slave.  The regnant is considered to have a level of 

Presence greater than the thrall at all times.

Third drink

This is now a full-scale blood bond.  There is again no absolute system for this, although the regnant can Dominate their thrall 

without eye contact.  Otherwise, this is the closest a vampire can get to love, albeit in a twisted and perverse form.  The thrall will 

sacrifice themselves to protect their regnant, and certainly cannot bear to see them suffer.  A thrice-bound thrall cannot be blood 

bound by any other vampire.

Removing the Bond

Blood bonds can wear off eventually, though few thralls ‘find the time’.  If a vampire does not see or drink from their regnant for 

seven months then the blood bond is reduced by one level.  Another, sure-fire way to remove the bond is to kill the regnant, 

though this is an extremely hard task for the thrall to even consider, let alone achieve.

Ghouls & Blood

Ghouls are automatically fully blood bound to their Domitor, as part of their Ghoul status.  All Ghouls have a capacity of three, 

and do not pay any blood to awaken.  A Ghoul being fed from can choose to lose either one Health Level or a blood, but can never 

enslave another to them through the blood bond.
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The Psychology of the Beast

The focus of The Evening Project is politics and social interaction, however to ignore the psychology of the Kindred is to deny that 

which makes the game Vampire: The Masquerade.  These creatures are subtly losing their humanity, drifting away from previously 

held principals and rewriting their moral codes.  The very fact that they now live an eternal, parasitical existence, feeding from their 

former brethren colours the vampire’s paradigm, twisting the basic nature of their political and social interaction.

A Vampire in any Frenzy is immune to the uses of Presence and Dominate, cannot be forced to flee in another direction, and 

cannot use any Discipline ability except for those of Celerity, Potence and Fortitude.

FRENZY TRIGGERS

Centuries of unlife surviving upon the life blood of the kine can have a terrifying effect on the Kindred psyche.  As a vampire 

slowly succumbs to his inner beast and drifts away from his humanity, he may find himself prone to occasional fits of 

uncontrollable rage and gradually losing touch with that which once made him human.

Certain characters will develop frenzy triggers during their development, these can represent many things such as a Brujah’s fiery 

passion for their chosen cause, a Gangrel’s growing closeness with his inner beast or simply the slow degeneration of a vampire 

from his previous mortal principles.

System: When affected by your frenzy trigger you must roleplay a heightened sense of aggression.  If your frenzy trigger remains 

after 30 seconds you will then attack its source or if the source cannot be located the nearest being using your full abilities.

FEEDING FRENZY

As a Kindred draws upon the vitae within himself he can slowly find himself  overcome by his unnatural hunger and driven to feed 

without thought or restraint.

System: When your character is reduced to one blood you will begin to actively seek a way to feed, this must be roleplayed, and 

should you fail to find a method of feeding within 30 seconds you must attempt to feed from the nearest source regardless of the 

consequences.  This is similar to a Frenzy Trigger as outlined above, but instead of rage, the vampire is consumed by an 

uncontrollable thirst for blood.

RÖTSCHRECK: THE RED FEAR

Though there are few things that can kill a vampire, certain sources of injury frighten all vampires.  Sunlight and fire call down to 

the vampire’s Beast, ignoring the Kindred’s higher consciousness, throwing her into a panicked flight.  This is known as the Red 

Fear or Rötschreck. 

System: The following things will cause a vampire to suffer The Red Fear. 

• The presence of a fire larger than a human fist. 

• The presence of any form of direct sunlight. 

• Being affected by a call using the [FIRE] descriptor.

When affected by the Red Fear the vampire must flee from the cause of his fear immediately, at least until outside the room, and 

likely until well out of harms way.  Once a character has left the area of his fear he may begin to regain his wits, but cannot return 

immediately.
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THE LEXICON

Allthing: A gathering of Gangrel, often called by the eldest clan member in a particular region.  A smaller gathering is called a 

thing.

Amaranth: The act of consuming another Kindred’s blood (q.v. Diablerie).

Anarch: A Kindred rebel who opposes the tyranny of the Elders.  Anarchs wish to redistribute the wealth and resources of a city 

equitably amongst the vampires therein.  Naturally, the elders oppose this, having cultivated their influence for centuries.

Ancilla: pl. Ancillae.  A “proven” vampire, between the Elder’s and the Neonates.

Antediluvian: A member of the dreaded Third Generation, one of the eldest Kindred in existence.

Archon: A vampire in the retinue of a Justicar.  Archons frequently pursue renegade Kindred who are trying to avoid destruction 

at the hands of the Camarilla.

Autarkis: A Kindred who remains the outside the larger vampire society of a given city and often refuses to acknowledge the claim 

of a Prince.

Ball: A gathering of Toreador, and invited guests.

Book of Nod, The: A loose collection of Kindred legend and history.  The Book of Nod chronicles the origin of the Kindred, 

though it has never been published in its entirety.  Fragments of the document and its many partial transcriptions circulate 

amongst certain strata of Kindred society.

Beast, The: The unclear drives and urges that threaten to turn the vampire into a mindless, ravening monster.  It is the little voice 

in the back of your head that screams for blood.

Blood: A vampire’s heritage, that which makes a vampire a vampire.  Usage: “I doubt her claims to such esteemed blood.”

Blood Bond: A mystical power over another individual, engendered by partaking of a particular vampire’s blood thrice; accepting 

blood from a vampire is an acknowledgement of her mastery.

Blood Doll: A mortal who freely gives her blood to a vampire.  Most blood doll’s gain a perverse satisfaction from the Kiss, and 

actively seek out vampire’s who will take their vitae.

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

actual hunt) that follows.  It is rare for a blood hunt, once declared, to be rescinded without the intervention of a higher authority.  

On occasions of the blood hunt, diablerisation of the quarry is most often treated with a sort of benign neglect, as the target of the 

hunt is a heinous traitor.

Breach: A violation of the Masquerade, usually punishable by death.

Breach, the Second: As above, for the Second Masquerade.  The punishment is no less severe.

Caitiff: A vampire of unknown clan, or of no clan at all.  Caitiff are typically of high generation, where Caine’s blood dilutes too 

greatly to pass any consistent characteristics.

Camarilla, The: A sect of vampires devoted primarily to maintaining the Traditions, particularly that of the Masquerade.

Childe: pl. Childer.  A vampire created through the Embrace – the childe is the progeny of her sire.  This term is often used 

derogatorily, indicating inexperience.

Clan: A group of vampires who share common characteristics passed on by the blood.  There are 13 known clans, all of which 

reputedly founded by members of the Third Generation.

Consanguineous: Literally “of the same blood,” especially with reference to lineage.  Usage: “That vampire is consanguineous with 

Kerryl of Clan Brujah.”
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Court: The formal audience granted by the Prince to his subjects, often given at Elysium.  When a Prince holds court, in theory 

any of the city’s Kindred may approach him to present themselves, request boons or otherwise make requests for favour or action.

Diablerie: The consumption of another Kindred’s blood, to the point of the victim’s Final Death.

Domain: An area of a particular vampire’s influence.  Prince’s claim entire cities as their domains, sometimes allowing lesser 

vampires to claim domain within.

Elder: An old vampire, often used to describe those of greater social position.

Elysium: A place where vampires may gather and discourse without fear of harm.  Elysium is commonly held by a particular Elder, 

often the Prince.  To break the rules of an Elysium is an affront to that Elder.

Embrace, The: The act of turning a mortal into a vampire.

Final Death: The ultimate destruction of a vampire.

Fledgling: A newly-created vampire, still under her sire’s protection, according to the Tradition of The Accounting.

Generation: The number of “steps” between a vampire and the mythical Caine; how far descended from the first vampire a given 

vampire is.

Gehenna: The vampiric myth of Armageddon, when the Antediluvians awaken.

Ghoul: A minion created by giving a bit of vampiric vitae to a mortal without draining her of blood first (which would create a 

vampire instead).

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

Haven: A vampire’s “home”; where she finds sanctuary from the sun.

Hunger, The: The urge to feed, as with any living creature.  For vampires, however, the Hunger replaces all other drives with its 

own powerful call.

Inner Circle:  The council of Elders that controls the Camarilla and its policies.  No one knows how many Kindred sit on the 

Inner Circle, let alone the clans and names of those who do.

Justicar: A roving representative of the Inner Circle, charged with upholding the Traditions and laws of the Camarilla.

Jyhad, The: The secret, self-destructive war waged between the generations.  Elder vampires manipulate their lesser, using them as 

pawns in a terrible game, whose rules defy comprehension.

Keeper of Elysium: The vampire charged with upholding the sanctity and quality of a city’s Elysium.

Kindred: The race of vampires as a whole, or a single vampire.  According to rumour, this term came about in the 15 th or 16th 

century, after the Great Anarch Revolt.

Kine: A term for mortals, largely contemptuous.

Kiss, The: To drink blood, especially from a mortal.  The Kiss causes feelings of ecstasy in those who receive it.

Lupine: A werewolf, the natural and mortal enemy of the vampire race.

Lush: A vampire that typically feeds from drugged or drunk mortals to experience their inebriation.

Lick: Vulgar Argot.  A vampire, on of the race of Kindred, usually used in a derogatory fashion.

Life, The: A euphemism for mortal blood.  Many Kindred regard this term as effective and effete.

Lineage: A vampire’s bloodline; the Kindred sire, sire’s sire, etc.

Man, The: The mote of humanity that a vampire maintains; the spark of mortality that distinguishes him from the Beast.

Masquerade, The: The habit (or tradition) of hiding the existence of vampires from humanity. Designed to protect the Kindred 

from destruction at the hands of mankind, the Masquerade was adopted after the Inquisition claimed many Kindred unlives.

Masquerade, The Second: Designed to avoid players and Refs from unfortunate incarceration, or other legal and social 

entanglements.  This one is actually more important.
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Munchies, The: Vulgar Argot.  The craving for blood after excessive use of vampiric powers.

Neonate: A young vampire, recently Embraced.

Ordeal, The: A form of trial among the Kindred, wherein the accused undergoes some form of test (combat, sunlight, etc.) in 

order to prove her innocence.

Primogen: The leaders in a given city; its ruling body of Elder’s.  Chosen by the Prince to advise her, and aid in the enforcement of 

the Traditions.

Prince: A vampire who has claimed a given expanse of domain as her own, particularly a city, and supports that claim against all 

others.  This term can refer to Kindred of either sex.

Pyramid: Vulgar Argot.  Slang term for the formal structure of clan Tremere.

Rant: A formal (in some sense of the word) gathering of Brujah.

Red List, The: The listing of those Kindred whom the Camarilla most ardently desires to see purged from the face of the earth.  

All vampires on the Red List are considered to be under a continual Blood Hunt.

Sabbat, The: A sect of vampires that rejects humanity, embracing their monstrous natures as vampires.  The Sabbat is bestial and 

violent, preferring to lord over mortals rather than hide from them.

Scourge: Title given to a Kindred charged by the Prince with cleansing the city of unwanted, unauthorised vampiric rabble.

Sect: A group of Kindred arguably united under a common philosophy.  The two most widely known sects are the Camarilla and 

the Sabbat.

Seneschal: A Prince’s right-hand vampire.  The Seneschal handle’s many night-to-night operations of a city.

Sheriff: Kindred charged by a Prince with upholding the laws and Traditions of a city.

Sire: A vampire’s “parent”; the Kindred who created her.

Traditions, The: The most sacred and most basic laws of the Camarilla, established at the same time as the sect.

Vessel: A source of vitae, for sustenance or pleasure, primarily mortal.

Vitae: An old expression meaning blood.
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