Rules Of Creation:

Please note, character approval will take place on on weekends, please be patient when submitting characters for approval, we all have lives (more or less) outside of the internet in addition to the numerous sheet that must be gone over, please be courteous to your fellow players. 

Please ensure that the address supplied is a valid e-mail address, otherwise we can not get back to you with feed back and approval. Also, correct math makes the approval process much quicker, and in general makes the character approval person a much happier man. 

The following is the rules for creating a Brujah character for the Necropolis Chronicle, further below are the rules for thin blooded characters (14th Generation). These are taken directly from the Vampire Revised core book (note that, we use the Revised Edition, not Second), and the Time of Thin Blood supplement for thin bloods. 

------------------------------- 

Step One: Character Concept This stage in the character creation is arguably the most important one, as it sets the foundation for the rest of the character, and is the basis for everything that comes later. We desire fleshed out characters, if the main point is to put as much ink on paper as possible, I'll tell you right now you will be disappointed with our Chronicle, we favor an open ended, personality driven setting. This means a lot of time your going to be talking In Character rather then beating up some "bad-guy"... in fact combat is a rare event, perhaps once a month, so I feel that this next step is more important then whether one has a Brawl of 4 or not. Your going to use this step a lot more then Brawl. 

The Concept is the birthing chamber for what the character will become, it need only be a general idea, something to give you a good grasp of just who this person is. This helps define the character's views, and how they relate to the world, the basics of a personality. 

The Nature and Demeanor are behavioral traits (otherwise known as Archetypes) which influences their goals, hopes, and dreams. While they are not absolutely necessary, they do help the player get a better handle upon this character they are portraying. The difference between the two is the Demeanor is the "mask" they present to the outside the world to protect themselves, and the Nature is their inner self, who they "really" are. How these two archetypes play out together define the majority of the personality of the character. Sample Concepts include: Criminal, Drifter, Entertainer, Intellectual, Investigator, Kid, Night lifer, Outsider, Politician, Professional, Reporter, Socialite, Soldier, and Worker. Sample Archetypes include: Architect, Autocrat, Bon Vivant, Bravo, Capitalist, Caregiver, Celebrant, Chameleon, Child, Competitor, Conformist, Conniver, Curmudgeon, Dabbler, Deviant, Director, Enigma, Fanatic, Gallant, Guru, Idealist, Judge, Loner, Martyr, Masochist, Monster, Pedagogue, Penitent, Perfectionist, Rebel, Rogue, Scientist, Soldier, Survivor, Thrill-Seeker, Traditionalist, Trickster, Visionary. Both of these sample lists are not all inclusive, these are just examples, if there is a better word for what you envision your character as, use it!

Step Two: Attributes All characters have nine Attributes which roughly define their potential, these nine are grouped by threes into Physical (Strength, Dexterity, Stamina), Social (Charisma, Manipulation, Appearance), and Mental (Perception, Intelligence, Wits). First you determine which will be the character's strength. Is your character exceptionally athletic? or perhaps is a natural socialite? maybe wise and intelligent? This strength is your Primary attributes. Then do the same for what they are ok with, and finally what their weakness is. Have you a good picture of the basic potential of the character yet? Good. Your Primary Attributes (Physical, Social, or Mental) gets seven points to be spread amongst the three linked Attributes, repeat the process for the Secondary group of Attributes, but only using five points, and finally spread three points amongst the last group you have assigned as the character's weakness. Please remember that there is one "free" point in each attribute to begin with as every person is born with basic potential, they might not be very good at it, but at least they can still attempt it. 

Step Three: Abilities The next step is very similar to the last, but instead of nine divided into three categories, there is thirty divided into three categories: Talents, Skills and Knowledges. Talents are intuitive Abilities that are inherent or learned "in the field." Skills are Abilities learned careful practice, study and training. Knowledges are just that - "book learning" and are typically learned through mental pursuits or studies learned through schooling or books. Like Attributes, Abilities are prioritized with thirteen points going to the Primary group, nine for the Secondary, and only five points for the Tertiary group. These Abilities are learned, therefore characters do not start off with a free dot like Attributes and they are limited at this time to a ranking of three (therefore you can only put three points into a specific Ability). Please remember, a three is still quite good as a ranking of two is professional caliber, and an one being considered a hobby or the equivalent. Please note all Secondary Abilities cost the same as Primary Abilities. 

Step Four: Advantages The first Advantage is Disciplines, when vampires are embraced, their sires teach them certain blood based powers, for Brujah the three taught are: Potence: Beat things until they're not moving anymore. Celerity: Beat things up quickly. Presence: Make people think your cool while you're beating them up. Pundits aside, you have three points to spend amongst these three disciplines. 

The second Advantage is Backgrounds, for which you get five points to spend as you wish, please tailor them to your specific character, for example a street bum wouldn't exactly have very much in the way of resources. Backgrounds include: Allies, Contacts, Fame, Generation, Herd, Influence, Mentor, Resources, and Retainers. Some of you will note the fact that the Background Status has been omitted. This is intentional. We feel that Status should be earned through In Character actions through play. In addition, we will need you to flesh out who or what exactly these backgrounds are, is that dot of Contacts the local drug dealer? Or is it an intern at the local television studio? How did the character maintain any sizable resources after the Government took it's 55% after death? What exactly is the Character famous for? in which circles would the character be noticed? Keep these questions in mind when you assign the points in backgrounds, as it actual comes from the character's past, and by extension helpful in determining just who this character is. 

The last Advantage is Virtues, they are the moral backbone of the characters and determine how readily they resist the Beast that lies within their hearts. A character's emotional responses are closely tied to their Virtues; these Traits determine how well the character resists Frenzy and how keenly she feels remorse. Virtues are essential in resisting the urges of the Beast and the Hunger, and most vampires lose points in their Virtues as they grow older and more callous. There are three Virtues: Conscience, which governs the character's sense of right and wrong, Self Control, which determines how readily the character maintains her composure and controls their hunger, and finally Courage, which measures the character's bravery or gumption. Like Attributes these stats start off at one each, and you then get to place seven additional points to spend as you see fit. 

Step Five : Last Touches Humanity: This is the equal of Conscience plus Self Control Willpower: This is equal to your Courage Blood Pool: This is equal to ten plus any points spent in the Generation background. Freebies: You get 15 extra points on top of the rest which are spent in different ways. 7 Points buys an additional Discipline point. 5 Points buys an additional Attribute point. 2 Points buys an additional Ability or Virtue point (which does augment Humanity and Willpower). 1 Point buys an additional Background point, Humanity, or Willpower. In addition Merits and Flaws may be bought with Freebie points, Merits take away freebie points (to a maximum of 7 points spent in total) while Flaws give Freebie points (Again, to a maximum of 7 points acquired in this way). They are not required, but might give you something to add to the depth of the character. An additional way of acquiring freebies is to write out a history and background for your character, this is limited to at most 5 freebies, but it is there to encourage people to create characters and not a collection of dots. 

Step Six: The Spark of Life As I said earlier, the Character Concept is arguably the most important part of the Character creation process, this is the other contender for the most important step. Both have benefits, but when utilized together they become more then the sum of it's parts, providing a fully three dimensional character that is enjoying to play. If you go through the motions above, you will have a character - at least in the purely technical sense. All the dots are on the paper; you can interact your piece of paper with the mechanics of the game, and roll the right combinations of dice at the appropriate times. Frankly though, for your trouble you might as well play checkers, because at this point your character's not much more detailed then a featureless piece on a game board. 

Now's the time to take the skeleton you've mechanically built with the rules and fleshing it out into a living, breathing (well, formerly living and breathing) person. Take a look at your Traits and numbers. Why are they there? What parts of the character don't you know yet? Like a novelist building a literary figure, decide on the physical, psychological, and background details that make out your character one of a kind, even among the undead. Sure your character has an Appearance of three - but what does that mean? does she have a smile that would launch a thousand ships? or does he simply exude a challenging self confidence? What color is your character's eyes? how about their hair? If your character is skilled in something, how did they acquire it? Why?... was this skill their dream before the embrace? What happens now after being embraced... does your character still try to practice it? Or does it remind them too much of their previous life and what they've lost? This is the last phase of the character creation process, while the least "necessary." as I said before it's one of the most important. Otherwise, your Brujah with Strength 4, Dexterity 3, Stamina 3 will be just like all the other Brujah with Strength 4, Dexterity 3, Stamina 3 - and believe us, there are a lot of those cardboard "characters" out there. And that's a shame, because character - especially vampires - should be unique, fascinating, passionate and memorable. In an attempt to facilitate the Spark of Life catching and turning into a raging bonfire... there are a couple questions you might want to think about in relation to your character. These need not be all answered, but think about them, perhaps it might give you some added enjoyment from playing your character to incorporate some of your responses to the following questions. How old are you? When were you born? How old were you when you were embraced? How long have you existed as a vampire? How old do you look? Are you more mature then you look? Less? What was unique about your childhood? How did you spend your early years? How were your basic motivations and attitudes forged? Where did you go to school? Who were your immediate family? What is your clearest childhood memory? Did you go to high school? Did you have a home town or was your family constantly on the move? Did you go to college? Did you run away from home? Did you play sports? Did any of your childhood friendships last to adulthood? What kind of person were you? Were you a decent person or were you an asshole? Were you popular? Did you have a family? How did you earn a living? Did you have any real friends? What kept you going from day to day? Will anyone miss you? What was your first brush with the supernatural? When did you realize you were being stalked? Did you believe in the occult before your Embrace? When did you first meet a vampire? Were you afraid? Disturbed? Angry? What frightened you most? How did the Embrace change you? How did your sire catch you? Was the Embrace painful? Did you get a kinky pleasure out of it? Did the Hunger tear at you? did it frighten you? Did it feel right? Are you grateful to your sire? Do you want to kill him for what he did to you? Who was your sire and how did he treat you? What do you know of your sire? Was he abusive, arrogant, cryptic, or open? Why do you think he chose you? Did you even know your sire at all? How long did you stay with your sire? Did he teach you anything at all? How long was your "apprenticeship"? Where did you stay? Where did you go? Did you meet any other vampires during that time? Do you judge other vampires in general by your opinion of your sire? When did he teach you the Traditions? Were you presented to the Prince? Did the Prince welcome you? Was she reluctant to accept you? Did she need to be bribed or threatened? Did your sire have permission to create you? Are you on the run from the Prince? What do you think her opinion of you is? How did you meet the others in your coterie? Were they brought together by chance or design? Are you all of one sect? Are you united in purpose and attitude? How long have you been together in the city? Did you know any of the other from before the Embrace? Are your sires in cooperation, or are they rivals? What holds your coterie together when things get their worst? Where is your Haven? Where do you hide during the day? Do you have a permanent home at all? Do you stay in the place you inhabited in your mortal life? Do you hide in an abandoned building? The sewers? Do you have anyone to protect you during the day? Do you retain any connections to your mortal life? Are you presumed dead? Do you still watch over relatives from afar? Do you pretend to still be alive? Did you abandon your mortal existence entirely? What are your habitual feeding grounds? Whom do you feed upon and where? Do you have a territory that you consider exclusively yours? Is your favorite hunting ground used by others? Do you compete with others? What is your preferred prey? Do you ever kill when you feed? Do you have a specific herd? Do you seduce your prey? Kidnap them? Assault them in the street? Do they come to you? What motivates you? Do you seek revenge on any enemies? Do you long to return to your mortal life? Do you have ambitions in Kindred society? If you could achieve anything in the world what would it be? 

A Final Note A character without motivation might as well not have survived the Embrace. Knowing what drives your character is central to understanding who they are. A vampire's values are often very different from those of a normal human; the death and rebirth of the Embrace can work a great change on an individual's personality. Think about where you character has been and where you'd like to see them go (or where they would like to go). Consider the Nature and Demeanor - do they suggest an ultimate goal? Once you have an idea of what it is your character wants to achieve, you're one step closer to making the character a full fledged personality.

 ------------------------------- 

Thin Bloods The thin blooded are the unfortunate souls who have been embraced just recently, and are amongst the furthest from Caine. Provided in the Time of Thin Blood supplement were rules to portray the lowest on the totem pole. It's basically the same as above, but with lowered stats to reflect both their thin blood and relative newness to the World of Darkness. To become a thin blood, one must take the 2 point flaw, 14th generation, this eliminates the ability to spend points in the Generation background and limits the blood pool to 8 (though there is still 10 actual blood points in the body). The 15th generation is by definition Caitiff, therefore I urge you to contact Larese, the Non-Aligned St at masquerade@postmark.net. Use the following point spreads where applicable above: Attributes: 6/5/3, Abilities 12/8/5, Disciplines 2, Backgrounds 5 (obviously no Generation in addition to the no Status restriction, but they do have a special background unique to the thin bloods called Insight), and Virtues 7. Their Willpower and Humanity are calculated the same as above. They do get 18 Freebie points, instead of the normal 15 which are spent as normal except for disciplines which is 10 points per dot instead of the usual 7. Other then the above changes, they are created the same as a normal vampire so I refer you to the above section.

 ------------------------------- 

Restrictions Sadly, there are those who try to Min/Max, Munchkin, Twink, Powergame, or other wise try to get the "best" character through a variety of ways. It's my personal opinion that there is no "best" character, we're all here to have fun and enjoy the game together. But often times I see characters loaded up on minor flaws that do not relate in any way to the character, but instead gives them additional freebie points to spend. Flaws without a suitable explanation will be thrown out. Also Merits that do not go with the character concept... such as a Jail House Guard having the merit Enchanting Voice will be thrown out as well. 

On another note, having the character be good at something is fine, and actually encouraged, but being great at everything is frowned upon, everyone wants to shine some time, if one person is constantly stealing the show the rest will not enjoy their time here, and that is what we are striving for, so that everyone can have as an enjoyable time as possible. If there is an inordinate amount of fours and fives of any Traits on the sheet, it too will be asked to be redone. Also, certain concepts are not viable within the Chronicle. The "Rebel without a Cause (clue)" is way over done. As are visiting (insert a title). Plus the seemingly ever popular gang banger without a personality. Sabbat survivors are as well unfortunately, as many times people make the situation surrounding the character unique. With a bunch of "unique" sabbat survivors coming in every week, it gets old hat extremely quickly. Make who the character is unique, not what he is, why he is, or even how he is. 

Out of clan disciplines are limited to the "common eight" as I refer to them (due to the fact these are the only disciplines which show up in more then one clan's set), no clan specific disciplines are allowed during character creation (such as Thaumaturgy, Protean, Dementation, and the rest). The common eight include: Animalism, Auspex, Celerity, Dominate, Fortitude, Obfuscate, Potence, and Presence. As you see all of the Brujah Clan disciplines are included, so your limited even further. 

It's been asked of me to include a list of what is considered Restricted Merits and Flaws. 

Enchanting Voice 

Huge Size 

Iron Will 

Unbondable 

True Faith 

Dynamic Personality 

Uncontrollable 

Both Calm Heart and Short Fuse may not be taken due to the Brujah clan weakness. 

Any Merit or Flaw from previous editions of Vampire: The Masquerade. 

Any Merit or Flaw from a Non Brujah Clanbook. 

Any Merit or Flaw that provides a threat to the Masquerade. 

Any Merit or Flaw that deals with the Domain, as these must be earned in play. 

Any Merit or Flaw that would prevent play in a Camarilla city. 

All Attributes of 4 or higher, all Abilities of 3 or higher, Backgrounds 3 or higher, Virtues 4 or higher, and a Willpower 6 or higher all need to have a reason behind why it is what it is, as each of these Traits are exceptional. 

Now it doesn't need to be that much, if say for example the character has a 4 in Dexterity, saying that the character took gymnastics for several years when they were a kid is a perfectly fine reason. This is to provoke a fully developed character with a cohesive logic behind the stats that they have. –

 -Tom

 ICQ: 14062060 

Player of Nathaniel Tomas, and Brujah ST... 

