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BASIC RULES  
These are the rules that generally apply in the World of Twilight LARP. 

LOCATIONS 
Damage caused to any human-shaped creature is applied to the various locations on the 

body.  These are:- head, body, both legs (as two separate locations) and both arms (again as two 
separate locations).  Locations have one hit each unless otherwise stated. 

DAMAGE 
Damage is applied to one or more locations.  No location may drop below -1 hits (i.e. if a 

location is at -1 hits, further damage has no effect except to make the wounds look more ugly).  
A location at 0 or -1 is unusable. If the chest or head are unusable you are unconscious. 

If an unusable location is not attended to within five minutes it is considered destroyed.  
If this is the head or chest the victim is dead. 

There are generally four grades of damage call:- 

“Single” - does a single point of damage to target location. 

“Double” - does two points of damage to target location. 

“Crush” - 4 points of damage to the target location, and knocks you off your feet. 

“Critical” - 4 points of damage to target area and 1 to all adjacent locations, and knocks you off 
your feet. 

Damage calls may include what type of damage is caused.  Usually types of damage have 
no additional effect to damage, except where noted.  Fire is the only general exception.  
Otherwise other types of damage are usually employed due to the fact that certain creatures are 
only vulnerable to certain types of damage.   

“Silver” - Damage from a silver blade or bullet. 

“Iron” - Damage from an iron blade or bullet. 

“Enchanted” - Damage from an enchanted melee weapon or bullet. 

“Flaming” - Damage from a source of fire, such as a flame-thrower or burning melee weapon.  
Note that if one is set alight, one takes a single to any burning location once every 10 seconds 
until the flame is put out (takes 5 seconds per location). 

Normally the type of damage is added to a damage call as a prefix or suffix to the amount 
of damage caused.  If one is calling a special type of damage with singles, then often the word 
‘single’ is omitted from the damage call, e.g.:- 

“Silver [Single]!”, “Enchanted double!”, “Flaming crush!”, “Critical iron!”, etc. 



FIREARMS 
Handguns and melee weapons do single point damage, as well as automatic guns on 

single shot.  
An automatic can empty a 12 round clip in order to do a critical or a 3 round burst to 

increase its damage grade by one (for auto pistols and SMGs this increases from ‘single’ to 
‘double’, assault rifles from ‘doubles’ to ‘crushes’). 

Shotguns shells do double damage, slugs do crush damage.  However shotguns cannot be 
silenced and only carry 6 shells.  Note that auto shotguns carry 12 shells, but are much harder to 
acquire. 

When calling damage, a player or monster should always call damage and the name (in- 
or -out of character name), e.g. “SINGLE BOB!  SINGLE BOB!”  Clearly pointing the weapon 
at the target is required.  Players and monsters may use their discretion if they feel the weapon is 
not actually pointed at them. 

Note that some guns may use special or increased damage calls depending on the type of 
bullets used (e.g. silver, iron, enchanted, ‘magnum’, explosive round, etc). 

Called shots to specific locations require the Firearms skill (see Backgrounds and Skills 
section).  Assume that bullets automatically strike the body location of a target for simplicity. 
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Vampire Rules 



VAMPIRE RULES 
RESISTING 

Vampires may resist any mental Discipline or ability used upon them.  Usually mental 
effects take the form of commands.  Unless otherwise stated physically effecting Disciplines (i.e. 
those which cause damage) may not be resisted. 

To employ this ability declare “Resist!” and if possible cross your arms over your chest at 
the same time.  Resisting costs 3 Willpower each time. 

HEALING 
Vampires have the ability to heal wounds using blood.  To heal damage takes 1 point of 

blood/point of damage, and it takes 10 seconds to spend each point of blood, healing one hit at a 
time. A Vampire has 1 hit per location before the use of Disciplines.  If a Vampire cannot heal a 
location within 5 minutes of it becoming useless it is destroyed. If this is the head or body then 
you are dead. If a limb or your head is severed from your body it can be regrown for the cost of 4 
blood, this will return it with 1 hit. 

REGAINING BLOOD 
Vampires must feed in-character during a time-in.  They may feed off appropriate 

monsters, or approach members of the public and engage in conversation for at least 10 seconds 
in a manner that is not intimidating to the MOP in question.  Feeding off fallen monsters (or 
players) requires 10 seconds per point of blood taken.   

Feeding during downtime (the time between adventures) is possible, and often necessary 
to replenish Blood expended during an adventure.  This can be dangerous, so some Vampires 
take to forming herds - a place or group of people that a Vampire may safely feed (see the 
Background section for more details). 

REGAINING WILLPOWER 
Willpower may be regained by burning 2 points of blood to give 1 point of Willpower, 

but not the other way round.  This process takes 10 seconds per point of Willpower. 

STAKING 
Any object slammed through the heart will stake a Vampire. 

While staked, a Vampire may not spend blood or Willpower, move, or use any Disciplines.   

Note that when the stake is removed it does 1 point of damage; no damage is inflicted when you 
become staked. 



DIABLERIE 
If a Vampire continues to drink from another Vampire for 30 seconds after the last of his 

blood has gone the attacker will diablerise the victim. This is said to imbue the vampire with the 
strength of his fallen foe, though the specifics are sketchy at best.   

There are also dark hints amongst the Vampiric Mythos about diablerie and its effect on 
the sou,l and rumours of those whose gaze may see the stains upon the soul of a diablerist. 

EXPERIENCE 
At the end of an adventure players will receive between 1 and 3 EP's based on your role-

playing.  These can be spent as follows: 

 
To Increase a… Cost To Start a New… Cost 

Clan Discipline Current Level Clan Discipline 2 

Clanless Discipline Current Level * 2 Clanless Discipline 3 

Non-Clan Discipline Current Level * 3 Non-Clan Discipline 4 

Secondary Skill Current Level * 1/2 Secondary Skill 1 

Increase Blood/WP Current Level * 1/2   

EPs Cost Table 

Experience and Time 
One may only raise a Discipline by one rank per fortnight.  The higher levels (ranks 4 to 

5) may require longer at Ref’s discretion.  Basic Clan Disciplines (those available at start up) 
require no tuition to raise.  Advanced Clan Disciplines (those gained by rank within a Bloodline) 
and Non-Clan Disciplines require tuition to be increased 

Skills always require a tutor, individual Backgrounds have their own specific 
requirements.  A Skill or Background may not be increased by more than one rank per fortnight.  
Higher ranks (ranks 4 to 5) may not only require longer (measured in months) but a more skilled 
instructor - a True Master.  The search for a True Master can be a quest in its own right, and has 
a great deal of role-play potential. 

 



VAMPIRES 
The VIP system is set in a darker version of the modern world where supernatural beings 

are influencing the world from behind the scenes.  A large group in this society are the Vampires. 

SECTS 
Vampiric society can be divided into two main groups, the Conclave and the WAY.  Five 

true bloodlines populate these groups. These factions are described below. 

 

THE CONCLAVE 
The Conclave is an ancient organisation that spans the vast majority of the planet.  It 

consists of the 5 largest bloodlines only.  Other Bloodlines are outside its protection and its laws.  
It is run as a feudal hierarchy and dates back to before the Dark Ages.   

CONCLAVE POLITICAL STRUCTURE 
Every city or large territory has a Prince.   Below the Prince are the Elder Vampires of 

each of the Bloodlines, followed by the other residents in order of Bloodline Ranking.  A Prince's 
fief is usually large enough to support 40 Vampires before there is any risk to the secret of 
Vampiric existence.  In most instances this translates as roughly 7 of each Bloodline although 
this is often not the case. 

According to legend above each Prince is a Regional Prince. If the legend is to be 
believed then there are Princes of the Country above them, and Princes of each continent above 
them. Finally it is said the Conclave is ruled by seven of the most powerful vampires from the 
five bloodlines, forming the Council of Seven. Of course most vampires have never even seen 
such ancients, let alone met one. 

Each of the 5 Bloodlines has an Inquisitor who travels the world to assure loyalty to the 
Conclave and its tenements.  These Vampires have the right to accuse and even destroy the most 
politically powerful of Vampires if they deem it necessary. 



SOCIAL STANDING IN THE CONCLAVE 
Social standing is very important in the Conclave.  There are two types of social status 

within the Conclave - Conclave Rank and Bloodline Rank.  These are combined to form a 
Vampire’s total Status. 

CONCLAVE RANK 
 Conclave Rank is accrued through acquisition 
of Territory (see below) or Social Rank.  Social Rank 
is either given by the Prince as a reward, but is more 
commonly achieved by virtue of ascending within 
certain Bloodlines (see individual Bloodline 
descriptions in the Bloodline section further below). 

Rank Social Rank Territory Title 

6 Prince Prince 

5 Clan elder Duke 

4 Elder Earl 

3 Knight Baron 

2 Squire Count 

1 Kindred Marquis 

0 Non-Conclave  

Conclave Rank 

BLOODLINE RANK 
Bloodline Rank is achieved within a 

Vampire’s Bloodline.  It has no bearing upon 
Conclave Rank unless a Vampire specifically 
acquires Social Rank when advancing within one’s 
Bloodline. Each Bloodline has 4 ranks. 

Rank Cerddor Dewin Gwethreyfela Pendefig Ynfydrwydd 

4 Bard Magus Champion Elder Vegetable 

3 Poet Acolyte Warrior Knight Animal 

2 Dancer Apprentice Scout Squire Mineral 

1 Kindred Kindred Kindred Kindred Vegetable 

Bloodline Rank 

Note that the senior Vampire of each Bloodline within a Fief is usually referred to as the 
Clan Head of that area, and often directs and/or co-ordinates the activities of their Bloodline 
within a given Fief.  
The Clan Head also 
deals with internal 
discipline problems 
within the 
representatives of their 
Bloodline within their 
Fief. 

STATUS 
A Vampire’s Status is between 0 and 16, and is a total of their Bloodline Rank and 

Conclave Rank.  Status controls what actions a person may do without reprimand and also who 
must obey your commands (see Conclave Laws below). 

THE PRINCE AND THEIR FIEFS 
Within the Fiefs of each Prince the territory is divided amongst the Vampires.  The Lord 

or Lady of each area often has vassals, lesser lords, to rule areas for them and so on.  Each 
Vampire has exclusive hunting rites in their own Territory and is free to control what they can of 
the businesses there. However, the controller of a Territory is also responsible for making sure 
that the myth of Vampires is not threatened within his lands.  Of course as a lesser Lord your 
Liege can do what they like in your Territory.  Anyone else caught in your area without your 
permission however can be taken before the Prince for punishment. 

Territory wars are allowable and even encouraged as long as done subtly as they weed 
out the weak and keep the lesser lords too busy to be a threat to their elders. 



TERRITORY 
In the past the territory a Marquis rules was an area roughly the size of 1 square on a 1 : 

25000 OS map.  However Lancaster VIP has taken the approach of assigning sites or services 
instead of tracts of land (e.g. the local Prison, Medical Centres, Night-clubs, etc).  Whether other 
Conclaves take this more modern approach to apportioning Territory awaits to be seen. 

Every Territory has both a Resource rating in terms of what financial revenue its 
controller can draw from it and a herd rating in terms of risk free hunting.  A Vampire can only 
manage the territory of a Marquis on his own.  Each additional Territory must be run for him by 
a Retainer or given to a younger Vampire to manage in his stead, normally for a tithe of the 
takings.  Any other Territories must be left unexploited, but the Lord is still responsible for them.  
Untended territories give your enemies an easy route of attack by threatening the security there, 
or simply by invading them. 

CONCLAVE LAW 
There are very few crimes in the Conclave but the punishments for them are generally 

very harsh. Individual Fiefs may also have additional laws. 

Crime Punishment 

You must obey the direct orders of a higher socially ranked member of your 
own Bloodline or a member of another Bloodline who is at least 2 ranks 
above you. 

Anything from a telling off 
to being declared Outcast. 

Behaviour that threatens the myth of Vampires. Almost always death. 

Treachery against the Conclave. Almost always death. 

Diablerie of a Conclave Vampire. Staked out for the sun. 

Killing a Conclave Vampire when not in a recognised duel. 1 Death. 

Hunting in another's territory without permission. Fine to banishment. 

Having your haven in another's territory without permission. Fine to banishment. 

 

FACTIONS 
 A vampire’s Bloodline is not just a physical thing. Often it is also the person’s way of 
thinking. Certain types are attracted to certain Bloodlines. The phrase Clan, sometimes used 
instead of Bloodline, is quite apt: the Bloodlines are like extended families. And within these 
groups it is natural for several factions to form. These Factions have no political status as such 
and are not recognized by the Conclave. Rather they are seen as internal matters, more to do with 
individual beliefs. In truth most Princes just don’t want to get involved with potentially messy 
internal politics and leave the groups to it. Each Bloodline has three main factions, though no 
vampire is obliged to belong to any of them. Usually this leads to the Factions making up half the 
Bloodline and the rest being “vanilla” members of the Clan. 
 

                                                 
1 A duel could be 1 on 1 or via minions.  The duel must be declared by both sides, and often requires a witness of 
one form or another. 



CIRCLES 
 Vampires are naturally are lone predators. However they are usually denied this luxury 
due to the finite size of the city. When in social situations there is a certain something to the 
vampire, something that unsettles mortals and screams “rival” to fellow bloodsuckers. Vampires 
are also human however, and therefore social creatures. In the Conclave an unconscious 
compromise has been reached. Echoing to the idea of a wolf pack, Conclave vampires for 
Circles. Groups of vampires focused on a particular purpose. Every city has Circles but almost 
none stretch from one city to the next. Each are formed purely by the members themselves and 
are not considered official, however they are a powerful stabilizing force for vampire society so 
most Princes do little to discourage them. It is possible, though rare, for a vampire to belong to 
multiple Circles. Circles tend to be made up of members of various Bloodlines. In these modern 
nights most vampires feel that though they belong to their Bloodline, they can only trust their 
Circle. 

THE WAY 
The WAY is an ideological group that prizes fanaticism and loyalty above all other traits.  

In most respects it is a small version of the Conclave, save that it is far more efficient and well 
organised.  Where the Conclave is full of internal strife and old blood feuds the WAY is true to 
its purpose and internal dissent is normally punished by death. 

The ideology of the WAY is very simple.  According to the WAY Vampires are the most 
advanced form of life on the planet.  Therefore the Vampires should take their rightful place by 
ruling it.  Humanity should be considered nothing more than cattle, hence should be treated as 
such by being kept in farms.  Vampires should build a power base and take control, forget hiding 
from your own shadow - take control of your destiny. 

This ideal is generally seen as suicidal by the Conclave, therefore so is stamped out where 
ever it arises.  This in turn brings about an increasingly militant response from the followers of 
the WAY until they manage to take control of an area.  Should this occur the WAY will then 
fight to the last to hold their outpost. 

A prime example was the Nazi movement in WWII, led by the WAY in an attempt to 
break the Conclave's stranglehold on power, a move which eventually was defeated.  Their hand 
can be seen in most of the large fascist movements through history and in the world today. 

OUTCASTS 
 Particularly serious transgressions against the Conclave can lead to a vampire being 
declared Outcast. Also some vampires choose not to join the Conclave in the first place, hoping 
to avoid the politicking and warring. Finally sometimes something goes wrong during the 
creation of a vampire and their bloodline does not fully take. All of these vampires are Outcast. 
Without the benefit of a safe haven and teachers they live a difficult unlife. Some prefer it this 
way. Either way they all find themselves drifting away from their Bloodline and its habits, 
learning to survive and adapt on their own. 
 Between Conclave prejudice and Way purges not many Outcasts survive. And those that 
do must be unusually strong. Many survivors bear the taint of diablerie. 



THE 
VAMPIRE 

BLOODLINES 
 
CCEERRDDDDOORR  

Amongst the Cerddor are artists, romantics, fops, spies and assassins.  The Bloodline 
hides everything behind a facade of poseurs and artist’s, and to its regret many of its members 
are just such.  However its usual goal is the collection of information and the behind the scenes 
manipulation of events.  The  Cerddor Bloodline has the most highly advanced computer and 
intelligence agencies in the world, using a combination of Vampires, cybernetics, advanced 
information technologies, and various Disciplines.  This side of the Bloodline is referred to as 
Big Brother. 

To be promoted you must challenge someone of higher rank to a battle of art, using the 
art form of their choice.  The judge can be the Clan Head or Lord poet for the area.  Victory is by 
whoever has the highest skill in the art, a tie means the challenge must be role-played out and 
judged. 

Starting Blood - 7, Starting Willpower - 8 

Ranks Disciplines Skills 

Kindred True Sight, Speed, Group Control Art 1, 3 skill points 

 

Factions: 
Dæfectis – The driving force behind Big Brother, or so they claim. This faction seeks to promote 
the information gathering/brokering side of the Bloodline. 

Order of the Illuminated Mirror – The largest group of artist’s in the Bloodline. They argue 
that with immortality comes a responsibility to art. Immortality gives the time an artist needs to 
perfect their medium and this is what the order is dedicated to: perfection of each art form in 
turn. 

The Shadow’s Fellowship – So this group reason, it is only tradition that the Pendefig rule. 
With access to Big Brother the Fellowship feel that Cerddor make much better Princes, and seek 
this end in every city they find themselves. 



DDEEWWIINN  
Very structured and organised, no infringement of the rules of the Bloodline are tolerated.  

Troublemakers soon find themselves denounced by the Bloodline or ordered onto suicide 
missions.  Using underhand tactics and getting away with it is highly rewarded.  However if one 
is caught doing so they will find themselves out in the cold so fast they will not know what hit 
them. 

Promotion is based on competence.  The first promotion is at 10 levels of Disciplines, the 
second at 15 and the third at 20.  Although someone who seems incompetent in their actions may 
find their Clan elder requiring them to learn more levels than normal. 

Starting Blood - 6, Starting Willpower - 9 

Ranks Disciplines Skills 

Kindred Sorcery, Strength, Mind Control Mage Sight 1, 3 skill points 

 

Factions: 
Sons of Gof – The cult of the mystical blacksmith. The Sons of Gof (named after a Dewin 
ancestor) bend their magic towards the creation of enchanted items, each creation is another step 
on the path to their magnum opus. 

The Warlocks – Often the Dewin are accused of being too insular and not assisting in Conclave 
matters. In truth a Dewin must be careful since his most powerful Discipline is also a flagrant 
breech of the Myth of Vampires. The Warlocks seek to redress the balance. They are a group of 
battle orientated Dewin who offer their services to the Prince for use when he feels necessary. 

The Questing Brotherhood – Much of the Lore of the vampire world has been lost. Most 
vampires do not even know where they come from. The Brotherhood seek out lost secrets and 
histories, compiling them in a secret library accessible only to members. The Brothers are 
interested only in vampiric history and fact however, plots and current affairs are the purview of 
Big Brother. 



GGWWEETTHHRREEYYFFEELLAA  
Warriors, anarchists and visionaries.  The Bloodline’s structure is often little more than 

small groups, at the very most it spans a Princedom.  Their varied numbers mean that any more 
than that is just not possible. 

Promotion is by challenge.  You must challenge a superior to single combat to the death, 
the victor holds the contended title at the end of the fight.  In some areas Bloodline leaders have 
awarded promotions rather than loose their best men in this manner.  A third and much rarer 
route is just to declare yourself of the next rank, if you are still alive a month later you are 
recognised as holding that rank and can learn its Discipline. 

 
Starting Blood - 9, Starting Willpower - 6 

Ranks Disciplines Skills 

Kindred Strength, Speed, Toughness Firearms 1, 3 skill points 

 
Factions: 
Thugs – Too often this term is used to describe the “typical” Gweth. Originally the shortened 
form of “Thugee”, a group of mortal assassins, this Faction has taken the name used to deride 
them an attempt to restore the fear it used to invoke. They are assassins themselves, treading 
that risky line presented by Conclave Law. Usually they only accept mortal or Non-Conclave 
targets. Usually. 

The Prince’s Men – A difficult faction at best. Sometimes accused of being Way-
sympathisers, the Prince’s Men are Vampire supremacists. They believe in the natural right of 
the vampire to rule mortals and seek to promote this idea amongst other vampires, particularly 
Prince’s who will listen. Often found as bodyguards and advisors of said Princes. 

Watchmen – Each city tends to have a Watch, there to maintain the Conclave Law. The 
Gweth more often than not make up their numbers, so much so that a Faction has formed 
around this principle. 

 



PPEENNDDEEFFIIGG  
The aristocrats, politicians and rulers of Vampire society.  In ancient times they were 

knights and kings, now they control business empires and governments.  They are by far the 
richest of the Bloodlines and hold nearly as many Princedoms as the others put together.  But 
their actual numbers tend to be quite few within any area, and many of them are stuck with 
antiquated outlooks and methods of action. 

Promotion within the Bloodline is by impressing those of a higher rank within the 
Bloodline. Generally this requires a shrewd economic or political move than can be proven to be 
your work. The tougher the challenge you set yourself the more likely you are to increase in 
rank. Just try not to bite off more than you can chew… 

 
Starting Blood - 6, Starting Willpower - 9 

Ranks Disciplines Skills 

Kindred Strength, Mind Control, Group Control Resources 1, 3 skill points 

 
Factions: 
 
Marianni Family – The Marianni family are one of the two great lines within the Pendefig. 
They focus primarily on organised crime, though they control several large corporations. 
 
Smithson Family – The main rivals to the Marianni family are the Smithson’s. Of similar size, 
the Smithson’s are a more traditional minded family, firm believers in the Conclave. They 
control more corporate power than the Marianni’s, but have less to do with the criminal 
underground. 
 
Knight’s Errant – Tired of the corporate maneuvers and political backstabbing the modern 
Pendefig seem entrenched in, a small group took a step back. Seeing the Bloodline as the nobles 
of vampire society they have re-imagined the Code of Chivalry and work to uphold the 
Conclave. 
 



YYNNFFYYDDRRWWYYDDDD  
The loose cannons of the Conclave, a collection of the mad, psychotic and just down right 

weird.  There is rarely any Bloodline structure of note, although some who have a better grip on 
reality will occasionally gain positions like Clan elder, but only the Conclave normally respects 
that position not the Bloodline.  The few times they have been unified the results have been 
phenomenal, but they never last. 

Promotion within the Bloodline does not truly occur.  For those who wish to have rank 
within the Conclave they may petition their Prince for it.  The rank they may petition for is based 
on the number of Disciplines they know.  

Up to 3 Disciplines - Kindred / Vegetable; 4 Disciplines - Mineral; 5 Disciplines - 
Animal; and at 6 Disciplines the return to Vegetable (although many find it humorous to take the 
name of a specific vegetable). 

Starting Blood - 5, Starting Willpower - 10 

Ranks Disciplines Skills 

Kindred True Sight, Speed, Mind Control 4 skill points 

 
Advanced Disciplines are gained randomly by the Bloodline.  Each person has up to 3 

more Disciplines.  3 times during the characters existence you may spend 3 EP’s to have a roll on 
the Ynfydrwydd Discipline table.  If you get nothing or a Discipline you already have, then 
tough. If you have rolls remaining you may alter the next one by + or - 1 your choice. 
Unfortunately players do not get to actually see the table. 

 Due to their unique way of thinking Ynfydrwydd cannot teach others their disciplines. 
However a result of this is that Ynfydrwydd do not need teachers themselves for any of their 
Clan disciplines. Non-Clan disciplines (even those on the table but not rolled by the character) 
still need teachers as normal. 
 
Factions: 
Truthseekers – Somehow the madmen find common ground. With the Truthseekers it is the 
belief that reality is a lie. Desperate to find the truth they explore the “madness” of their Clan, 
trying to use it as a window to the Real World. 

Sentinels – Change is to be feared. At least that’s what this group believes. The Sentinels wish to 
preserve the status quo, they feel their world is a fragile one and they do their best to preserve it. 
They often seem all too sane and take up the role of secret police for the Prince. 

The Sirens – Mostly a female faction, these Ynfyd’s see madness as a path to truth. Unlike the 
Truthseekers however they seek to spread it around. A subtle faction they dedicate themselves to 
driving others insane. Needless to say once found out they are usually Outcast, and therefore 
operate in secrecy. 

 



CHARACTER 
CREATION 

Choose a Bloodline.  Unless otherwise briefed it is usually wise to choose one of the five 
Conclave Bloodlines (Cerddor, Dewin, Gweth, Pendefig, and Ynfydrwydd). A Vampire starts at 
Rank 1. 
 

CREATION POINTS 
After having chosen your Bloodline, Faction and 
free secondary skills, you have four Creation Points 
to spend on your Vampire.  Costs are as below, but 
no more than 1 Creation Point may be spent on 
anything other than Disciplines. 

Cost Gain 

1 2,500 pounds extra money 

1 2 additional secondary skill ranks 

1 An additional point of Blood 

1 An additional point of Willpower 

1 A level in a kindred level Clan 
Discipline 

2 A level in a kindred level non-Clan 
Discipline 

Creation Points Cost Table 

No Skill or Discipline may be higher than level 2 at 
start-up. All Skills and Disciplines are rated from 1 
to 5, there are no higher levels. Not all of the levels 
will be known at start up. See the relevant sections 
for details. 

 
STARTING EQUIPMENT 
Characters start with 3,000 pounds to buy starting kit with or just to have in their pockets.  Any 
weapons or armour must come from another PC or an equipment contact. 
 



SKILLS 
ARMOURSMITH 
The ability to make and repair armour.  Each level of armour gives a point of protection to 
applied location. 
Level 5 armour is the exception as it offers 4 hits of protection and also provides immunity to 
single-point damage to the covered areas.  Once all the hits from a piece of level 5 armour are 
gone the ceramic plates must be replaced (see Repair table below). 
This skill can be combined with skills like as Art Form - Tailor to give additional options at each 
level. 
Note that armour covering the torso is double cost and forging time due to the extra material 
needed for both forging and repairing. 

Forging Armour 
Cost is per location forged. 
 Ability Description/Phys-rep Forging Time Cost 

1 Forge Level 1 Armour Re-enforced clothing or leathers 1 loc per day £50 

2 Forge Level 2 Armour  Light Kevlar or heavy leathers 1 loc per 2 days £100 

3 Forge Level 3 Armour Heavy Kevlar / plating 1 loc per 4 days £200 

 

Repairing Armour 
Cost is per point of armour repaired. 
 Ability Description/Phys-rep Forging Time Cost 

2 Repair Level 1 Armour Leather stitching/stapling 4 locs per day £20 

3 Repair Level 2 Armour Machine stitching/stapling 2 locs per day £30 

 
ART FORM 
This is primarily for the Cerddor, but may be possessed by anyone.  Each art form requires a 
separate skill.  Sometimes other skills may be used in conjunction with Art Form. 
 
Examples: Tailoring, Dance, Chess, Painting, Sculpting, Matchmaking, Kata, Encryption 



BUSINESS MANAGEMENT 
The skill allows an increase to income from 1 territory or from the resources of the person with 
the skill, by the following factors at each rank. 
 
 Description 

1 20% 

2 40% 

3 60% 

 
COMPUTER 
INTRUSION/SECURITY 
 
 Ability Time Cost 

1 Set up Network 1 Week £2,000 

 Bypass Basic Computer Security   

 Set up Basic Computer Security 1+ Weeks £2,000+ 

2 Write Basic Security/Intrusion Software 1 Week  

3 Bypass Medium Computer Security   

 Set up Medium Computer Security 2+Weeks £5,000+ 

DISGUISE 
 
 Ability Description 

1 Party Entertainer Would fool someone who had never met you before. If 
impersonating a specific person this level will only fool 
those who have never met the person before. 

2 Create Disguise Kit Required for level 1, costs £50 and a week. 

3 Actor Would fool someone who knows you. If impersonating 
someone in particular this level would not fool anyone who 
had known the target for a month or more. 

 



ELECTRONICS 
How to make, use, and bypass electronic devices. 
 
 Ability Description/Phys-rep Soldering Time Cost 

1 Make Tracking Device Range 1 mile 1 week £75 

 Bypass Basic Security    

 Set up Basic Security  1+ week £500+ 

2 Make Listening Device Range 200 metres 1 week £100 

3 Make tracking device Range 10 miles 2 weeks £200 

 Bypass Medium Security    

 Set up Medium security  2+ weeks £1,000+ 

 

ESCAPOLOGY 
 
 Ability 

1 Can escape from loose or poorly tied bonds in 2 minutes. 

2 Can escape from well tied bonds in 2 minutes, poorly tied bonds in 1 minute 

3 Can escape from handcuffs or chains in 2 minutes, well tied bonds in 1 minute, poorly tied 
bonds in 30 seconds. 

 



EXPLOSIVES 
Manufacture, application and disarming of explosive devices.  For acquiring the materials for 
ranks 3 to 5 you will need to find a supplier.  The term batch is a number at the Ref’s discretion, 
usually between 3 and 6. 
 
 Ability Description/Phys-rep Brewing Time Cost 

0 “But ref, the recipe 
is on the Internet!” 

As level 1 but automatically requires a roll on 
the Explosives Table. 

1 batch per week £5 

1 Petrol bomb A thrown weapon which does 1 hit to all 
impacted areas, which are then on fire taking 1 
hit per 10 seconds.  Armour blocks as normal. 

1 batch per 1 week £25 

2 Part-time Anarchist Can make pipe bombs etc.  explode with a blast 
radius of about 2 metres doing 1 hit per to all 
within range.  Fuse controlled only. 
Low-grade thermite is also an option. 

1 batch per 2 
weeks 

£100 

3 Basic Training Can make and disarm basic devices, for 
manufacture description of device should be 
given to a referee. 

1 device per week 
or more 

£1,000+ 

 

All explosives can be quartered in cost by rolling on the Explosives table. The table itself is ref’s eyes only. 

FIREARMS 
This skill allows the user to do a number of called shots per fight equivalent to your skill level.  
The location called is limited by level. It also effects what type of firearms you may use. 
Gun combat has 2 distances:- close which is approx. 4 metres, or long which is approx. 10 
metres. For called shots you have to aim. 
Please note Firearms is based upon trust. Called shots should be aimed, not snap shots. Role-play 
if you think a gun hits or not, though monster team should give players the benefit of the doubt. 
 
 Target areas Description #Shots 

0 Can only fire at close range. Can’t 
call shots or fire at long range. 

May use handguns and shotguns. 0 

1 Can hit chest at close or long range. Take 1 minute to clear a pistol after a jam. 1 

2 At close range can call chest or 
limbs. 

May use automatic weapons and assault 
rifles. 
Takes 1 minute to clear an assault rifle, and 
30 seconds to clear a handgun. 

2 

3 At close range can call head. Takes 30 seconds to clear an assault rifle 
or 10 seconds for a handgun. 

3 

 

Notes: 
Single shot – Uses one bullet and calls base damage of weapon. 
Burst Fire – Uses 3 bullets and increases base damage of weapon by one grade. 
Full Auto – uses 12 bullets and calls Critical damage. 



FORGERY 
You may need an appropriate art form to perform the higher level of forgeries. E.g. to copy the 
Mona Lisa you will need Art Form - Painting 5 as well as Forgery 5. On the other hand if you 
have it at this level no one is going to be able to recognise it from the original.  But there is 
always some one somewhere who will be able to catch you. 
Also you will need appropriate skills e.g. electronics, computing etc. at Ref’s discretion.  The 
time taken is also GM discretion.  Level indicates being able to make forgeries which will pass 
the vast majority of the time. 
 
 Ability Description 

1 Simple forgery Simple ID, e.g. copying low security tickets. 

2 Basic forgery Basic ID, e.g. NUS card, proof of age, birth certificate 

3 Advanced forgery  Plastic ID cards, e.g. driving license, gun license, world cup 
tickets etc. 

 

GUNSMITHING 
 
 Ability Description Smithing 

Time 
Cost 

1 Make scope, remove markings. Scope is only going to be useful if 
the user distinctly aims with it and 
it’s phy-repps. Remove Markings 
allows someone to properly 
remove markings from a gun, 
rather than having a go with a file 
and leaving loads of dead obvious 
chafe marks. 

3+ Days Varies 

2 Make Silencer and Flash 
Suppressers 

Pistols, SMGs, and Machine 
Pistols only. 

1 Week  

 Modify Pistol Now accepts Explosive rounds 
only. 

3 Days  

3 Make Pistol and Shotguns. Good or poor quality 1 Week £200/£300 

 
Good quality weapons function as normal. Poor quality weapons work for one fight, and then 
require 25% of the weapon’s cost and 3 days to repair. Poor weapons however cost 50% less to 
make. 
SMGs take pistol ammunition. 
 
Conclave firearms are as a matter of course silenced and flash suppressed. 
All guns can fire cased or caseless ammunition.  Naturally law-abiding Conclave Vampires 
should always use caseless ammo.  Most firearms have become standardised meaning all pistols 
take the same calibre ammunition. Ammunition is generally 10mm.  Pistol and rifle ammo are 
different shell length, yet retain the same diameter. 



INVESTIGATION /OBFUSCATION 
 Ability Description 

1 Frisk May find skill level in concealed items on person automatically. 

2 Conceal Skill level in items may be hidden about person (carried by the ref OOC). 

3 Search When searching a room may ask ref as many times as skill level how close 
to target character is. Ref will use the traditional hot to cold responses. May 
only be used once per room. 

 

KNOWLEDGES (Pick one) 
Mechanic, Science, Technology, etc. 
 Possible structures 

1 Bypass/Repair/Diagnose Simple 

2 Create Simple 

3 Bypass/Repair/Diagnose Medium 

4 Create Medium, Bypass/Repair/Diagnose High 

5 Create High 
 

LINGUISTICS 
 Ability Description 

1 Basic Greetings, short questions and answers. Heavy accent. 

2 Conversational Still accented but can now hold a conversation and make sense of it. 

3 Fluent Knowledge of slang and some technical terms. Still slightly 
accented. 

4 Native Native accent and know most technical terms. 

5 Roots and Dialects May choose accent and have some grasp of where the language 
came from linguistically. 

 



LOCK PICKING 
The ability to open mechanical (not electronic) locks.  
 
 Description 

1 Open Simple lock in 3 minute 

2 Open Simple lock in 1½  minutes  
Open Medium Lock in 5 minutes 

3 Open Simple lock in 1 minute  
Open Medium Lock in 2½  minutes 

MAGE SIGHT 
The ability to perceive magical auras and identify them. You may not have Mage Sight higher 
than your highest spell list. 
Mage auras manifest as a golden glow around a person, object, or even location. 
 
 Description 

1 Can see the auras of Mages (gold), and can see if an item is enchanted. 
You may identify a level 1 item and with 1 month’s study learn its activation phrase. 

2 You may identify a level 2 item and with 1 month’s study learn its activation phrase. 

3 You may identify a level 3 item and with 2 months study learn its activation phrase. 

 



MARTIAL ARTS 
 You may only learn one type of Martial Arts. 

SOFT MARTIAL ARTS 
Level Manoeuvre 

1 One free dodge per fight. 

2 One knockback per fight (touched target moved 10 paces back). 

3 One free dodge per fight. (Total two dodges so far) 

HARD MARTIAL ARTS 
Level Manoeuvre 

1 Hands do stun damage. 

2 Hands can do one single per fight. 

3 Hands can do one single per fight. (Total two singles so far) 

 

COMBINATION MARTIAL ARTS 
Level Manoeuvre 

1 Hands do stun damage. 

2 One free dodge per fight. 

3 Hands do two singles per fight. 
 



 MEDICINE 
 Ability Description 

1 First Aid Simple tasks like setting bones so they will heal correctly and easing pain. 

2 Stabilization May extend the period before death by skill level in minutes for one 
patient. May not leave their side for this time. 

3 Diagnosis A five minute examination will allow you to diagnose most conditions 
(more with a medical library to hand) and proscribe treatment. 

Levels 4 and 5 of this skill may not be performed on the same wound on the same day. 
Medicine has very little effect, if any, on Vampires. 
 

MUNITIONS 
The ability to manufacture specialist bullets and weaponry.  Costs are per clip except for the 
creation of toxin bullets, which are per bullet and do not include the cost of the toxin used.   
Standard clip sizes are:- Pistol - 12 bullets per clip; Shotgun - 6 shells/slugs per load; Auto 
Shotgun - 12 shells/slugs per load; Rifle - 24 bullets per magazine. 
Cost is per clip/load/magazine.  So if one wishes to make 2 clips of standard pistol ammo, this 
would take a week and £50 of expendable materials.  Auto shotgun loads cost x2 forging time 
and cost. 
Manufacturer has the option of making Cased or Caseless ammo (except for Shotguns, which 
have to fire Cased ammo) 
 
 Ability Description/Phys-rep Forging Time Cost 

1 Extended Clips Extended magazine to hold 2 clips worth of 
ammo - must be phys-repped 

1/day +50% 

 Standard Pistol Ammo 
Shotgun Shells 
Standard Rifle Ammo 

Pistol ‘Single’ Rounds  
Shotgun ‘Double’ Rounds  
Rifle ‘Double’ Rounds 

2 clips per week 
2 loads per week 
1 mag per week 

£50 
£50 
£750 

2 Armour Piercing Ammo Pistol ‘Through [Single]’ Rounds 
Rifle ‘Through [Single]’ Rounds 

x2 
x2 

x2 
x2 

3 Silver Ammo Pistol ‘Single’ Silver Rounds 
Shotgun ‘Double’ Silver Rounds 
Rifle ‘Double’ Silver Rounds 

x2 
x2 
x2 

x8 
x8 
x8 

 Cold Iron Ammo Pistol ‘Single’ Cold Iron Rounds 
Shotgun ‘Double’ Cold Iron Rounds 
Rifle ‘Double’ Cold Iron Rounds 

x2 
x2 
x2 

x4 
x4 
x4 



SCROUNGE 
 Example items found Time taken 

1 Food (Basic, probably junk food) One hour 

2 Identity cards (Undoctored and unaltered). One day 

3 Uniforms (Most emergency services and security firms, etc.) Two days 

4 Armour (Leathers, Biker Leathers, nothing military grade) Two days 

5 Firearms (Ex-gang stuff, pistols mostly) One week 

 

STREETWISE 
 Description 

1 Can recognise most local gang colours and will know most overt gang movements from the 
passed week. 

2 Can recognise most local gang leaders. 

3 Can recognise most local underworld groups and will know most overt criminal activities 
from the passed week. 

4 Can recognise most local underworld leaders. 

5 Can probably set up friendly meetings with gang or underworld leaders. Your face (or your 
middle-man) is now known to these people however. 

 

SURVIVAL 
Survive level in weeks in chosen area of expertise. 
Jungle, Forest, Arctic, Plains, Desert 



WEAPONSMITHING 
 Ability Description/Phys-rep Forging Time Cost 

1 Forge Weapons/Blades  1 week See table 

2 Forge Sharp Blade First blow per day is +1 damage grade x2 x3 

 Forge Hardened Weapon Ignores first Shatter per day x2 x4 

3 Silver Coating First blow per day is Silver damage x2 +50% 

 Cold Iron Coating First blow per day is Cold Iron damage x2 +50% 

 
 Standard costs are: 
Weapon Base Cost 
Dagger £25 
Machete/Short Sword £50 
Sword £200 
Greatsword £300 
 
 



BACKGROUNDS 
Backgrounds are unusual in that they do not necessarily require experience to raise, but always 
require some form of role-play and/or downtime activity.  See individual backgrounds for 
descriptions 

CONTACTS 
Rated 1+ 
Several types of contact are possible.  The two most common (Equipment and Information) are 
listed below, although many variations are possible.  Industrial contacts, Business Contacts, 
Political Contacts, and so forth may have their own respective benefits. 
Each contact has a number of services it can provide.  Information and Equipment are popular 
services, but not necessarily provided by every contact.  Supernatural contacts are usual in that 
they usually provide unique services. 
Contacts may only be raised through role-play, i.e. actually finding the contacts in question, 
trading for them, etc.  Otherwise no other cost is applied apart from the particular obligations of a 
given contact. 

Equipment Contacts 
Only one contact will supply each person, your contact is the same as whoever taught you the 
skill.  Almost all contacts can arrange for armour to be repaired. 

Information Contacts 
These are information sources either within supernatural or mortal society.  Each must be named 
with a brief description of the type of information they can find.  Such people may also ask for 
information in return at various times. 

Political Contacts 
Despite the title these are not necessarily anything to do with politics. Rather where an 
equipment contact can get you something and an information contact can find something out for 
you, a political contact can actually do something for you. Usually this takes the form of control 
over some organisation. 
 
Each contact increases the total rating, this is because the more people you know the harder it is 
to find someone useful to you. 



HERD 
Rated 1+ 
This represents the amount of risk free feeding a Vampire has per week.  They provide safe 
feeding far from the eyes of hunters etc.  Each point can be used once a week, so 7 points are 
needed for total safety.  It is also necessary to have herd to support your ghouls if you have any.  
If you are in deep trouble a point of herd can be permanently sacrificed to sustain you for a week. 
If you have excess herd beyond the 7 points you can use it to rebuild your blood pool if any 
Disciplines are used before a game. 
Treat Herd as a skill for the purposes of EPs. 
 

MAINFRAME 
Used with Computer Intrusion/Security. Rough idea so far. 
Costs £5,000/lvl cumulative to set up i.e. level 1 = £5,000 level 2 = £10,000 . To go from no 
Mainframe to a level 2 one costs £15,000. To buy a level 5 mainframe from scratch would cost 
£75,000. You still need to find someone to get all the bits. Level 1 to 3 Mainframe equipment is 
relatively easy to get, above that is harder and may require an Equipment contact at Ref 
discretion. 
 
 Description 

1 Reduces programming time and costs by 10% 

2 Reduces programming time and costs by 20% 

3 Reduces programming time and costs by 30% 

 

RESOURCES 
Rated 1+ 
This is a characters personal finance, trust funds, stocks and shares, whatever.  Each level is an 
income of 50 a month.  This can only be gained at start up or by award from referees or rank, and 
cannot be bought with EPs.  Unless the character has resources as an automatic background you 
must have an amazingly good reason to start with it. 



RETAINERS 
Rated 1+ 
These are loyal mortal and ghoul retainers.  They can protect you while you sleep, perform tasks 
that you set them and manage territory for you.  
Retainers cost 1 EP per retainer no matter how many one possesses, but retaining (or in particular 
ghouling) too many prominent mortals can draw attention to oneself. 
A mortal starts with 6 background skills, plus 6 Willpower and 6 Blood they cannot access. 
A ghoul has 2 start up points to spend like its master and has half the Blood and Willpower, 
rounded down, of its master’s Bloodline.  Also begins with 2 secondary skills.  A ghoul needs 1 
point of blood a week to remain as a ghoul, i.e. a point of herd.  This point must be guaranteed, 
so you have to have herd to have a ghoul. 
They can also be trained so as to improve their abilities. 500 buys enough training to earn an EP, 
spending it comes under the same restrictions as for players. 
No retainer may have the skills herd or retainer! 

 
TERRITORY 
Rated 1+ 
Territory is earned by Conclave Vampires, usually as a reward for what is termed “services to 
Conclave”.  This can be taken to mean extreme demonstrations of loyalty or competence when a 
Fiefdom is threatened, or as a symbol of long-standing service. 
Normally only the Prince or his Chancellor have the authority to award areas not specifically 
assigned to other Vampires within a Fiefdom. 
In the past the territory a Marquis rules was an area roughly the size of 1 square on a 1 : 25000 
OS map.  However more modern Princes have taken the approach of assigning sites or services 
instead of tracts of land (e.g. the local Prison, Medical Centres, Night-clubs, etc). Every Territory 
has both a Resource rating in terms of what financial revenue its controller can draw from it and 
a herd rating in terms of risk free hunting.  A Vampire can only manage the territory of a 
Marquis on his own.  Each additional Territory must be run for him by a Retainer or given to a 
younger Vampire to manage in his stead, normally for a tithe of the takings.  Any other 
Territories must be left unexploited, but the Lord is still responsible for them.  Untended 
Territories give your enemies an easy route of attack by threatening the security there, or simply 
by invading them. 
For example, a city park would possess low income, but is likely to possess some herd, whilst an 
automated factory may represent good income but low hunting potential.  A Vampire fortunate 
enough to control a populated industrial area may find that they are blessed with both good 
hunting and a fine financial return. 



WORKSHOP 
Common or Rare background based on the skill it is paired with. 
You need a separate rating in workshop for each type of activity i.e. Blacksmithing, Electronics, 
Armour smithing, Gun smithing, Explosives, etc. 
Costs £5,000/lvl cumulative to set up i.e. level 1 = £5,000 level 2 = £10,000 . To go from no 
Workshop to a level 2 one costs £15,000. To buy a level 5 workshop from scratch would cost 
£75,000. You still need to find someone to get all the bits. Level 1 to 3 workshop equipment is 
relatively easy to get above that is harder, and may require an Equipment contact at Ref 
discretion. 
 
 Description 

1 Reduces manufacturing time and costs by 10% 

2 Reduces manufacturing time and costs by 20% 

3 Reduces manufacturing time and costs by 30% 

4 Reduces manufacturing time and costs by 40% 

5 Reduces manufacturing time and costs by 50% 
 
 



DISCIPLINE LIST 
These are all the Kindred Level Disciplines generally available.  

GROUP CONTROL 
Cost is level in Willpower, it affects all targets in front of the caster.  There is a 10 second delay 
per level before that level can be used again, i.e..  if you use level 3 you have to wait 30 seconds 
before you can use level 3 again. 
This is a Mental Discipline for resisting purposes. 
 
Level Power Description 

• Confusion All targets stop what they are doing for 5 seconds. 

•• Fear All targets are afraid of the user and must flee his presence. 

MIND CONTROL 
Cost is level in Willpower.  Also there is a 10 second lag time per level before it can be reused, 
e.g..  lv.2 can only be used every 20 seconds, and so on. 
This is a Mental Discipline for resisting purposes. 
 
Level Description 

• Target will obey a one word non-harmful command.  Lasts for 30 seconds 

•• Target will obey a one sentence non-harmful command.  Lasts 30 seconds. 

SORCERY 
Cost is level in Willpower.  Use is “By the powers of sorcery ...”. 
* effects are mind affecting and can be resisted. 
 
Level Power Description 
• Sleep * Puts a touched target to sleep.   

 Throw Me that 
[object] * 

Target gently throws item to caster.  

•• Hold * Feet and lower legs of the target are paralysed for 10 seconds. 

 Fear * Target must run away for the next 30 seconds. 



SPEED 
This is one of the Physical Disciplines, and costs 1 blood to use, irrelevant of the level activated.  
The ability may only be activated once per encounter.  It allows you to dodge out of the way of 
any hand to hand attack that you see about to hit you.  To use the ability call “dodge” as the blow 
hits you. 
Level Description 

• 1 dodge per combat 

•• 2 dodges per combat 

STRENGTH 
This ability is one of the Physical Disciplines, and may only be activated once per combat and 
costs 1 blood irrelevant of the level used.  When activated it should be announced that you have 
done so.  It allows you to do 1 or 2 very powerful blows in hand to hand combat. 
 
Level Description 

• a double blow with a weapon 

•• a crush blow with a weapon or a single point blow with your hand 

TOUGHNESS 
The Path of the most resistance, Toughness is a Physical Discipline.  Costs 1 Blood to activate, 
irrelevant of level, and may only be used once per combat. 
 
Level Description 

• Gain 1 hit to head and body 

•• Gain 1 hit all locations 

TRUE SIGHT 
Cost is level in Willpower.  
 
Level Power Description 

• Empathy Range touch, can ask 2 yes/no answer questions of an unconscious, 
willing or recently dead mind. 
Answers will be truthful.  

•• Vision User enters a trance and receives a cryptic answer to a specific question. 

 



RESEARCH 
 Should a player wish their character to have an ability not covered by the standard lists 
they may submit a Research Application. The ref will score the power of this application, and 
assuming it falls within the balance and theme of the game let the player know how many eps it 
would cost to buy the power. 

To Research the character must have level 5 in the discipline, skill, or background related 
to the power. Powers will be priced in eps, time and money, all of which must be paid to gain the 
power. The experience points and money must be paid up front before research can commence. 
Research takes on average a few hours per day/night and downtimes should reflect this. 
 

DOWNTIMES 
 In-between sessions players should be encouraged to hand in Downtimes to the ref. Each 
should be a report on how the player will be spending the experience earned for the character in 
the last session. It should also briefly detail what the character is doing (of import) during the 
break between sessions. 
 Downtimes are Out Of Character only and should be written as such. Though if the player 
wishes to write a short story and include it separately they are free to do so. Stories aside, 
Downtimes should be approximately no more than two sides of A4 in size. 
 The best format for a downtime is a bullet-point section giving brief details of each 
action, with a second section later going into more depth for each action. 
 Particularly entertaining or clever downtimes can be rewarded with an extra experience 
point should the ref feel the player has earned it. Experience cannot be spent without being 
declared in a Downtime. 
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