Vampire LARP Briefing Sheet
Your characters are in a theater-style “Vampire: the Trademark” LARP.  Your characters have characters.  This is going to get complicated unless we lay down some ground rules!  First, we can’t just go calling every character a character, because your characters have characters, and we’re going to give “LARP-within-a-LARP” a bad name if we bollocks this up just because we made such a simple thing more confusing than necessary.

Easy Terminology

· You, the person reading this right now, are a player.
· Your human characters, who are stranded on the roadside, are called your characters.

· Your human characters’ vampire characters, who are supposed to be at “Conclave Aeterus” are called your vampires.

The Culture of Vampire LARPs
1. Social One-Up-Manship:  First and foremost, the game is all about snubbing other vampires.  You play politics and steal each other’s ghoulfriends and sleep around and whisper behind each other’s backs because it’s fun.  There’s a lot of intrigue and romance and angst.  Even though it seems really dull at a Vampire game, there is a deep undercurrent of social tension.  Even though people are usually comparing cool new powers or talking out-of-character about anime, they are really just biding their time until something happens to upset the delicate balance that is… The Trademark.
2. Positions of Power:  There’s the Prince, who is served by his Clan Leaders.  The Clans are:  Troubador (artsy vampires), Malkovich (crazy vampires), Ventrev (aristocratic vampires), Nosferatu (ugly vampires), and Brujo (thug vampires).  Each Clan has a Leader.  How you get to be a Prince or Leader is usually having the most bad-ass combat character, which sort of contradicts #1, but who’s counting?  As for other positions of power:  There are like 300 different minor positions listed in like 50 sourcebooks, but they don’t amount to a hill of beans short of the Prince or his Clan Leaders.
3. Threats to All Good Vampires:  There are two threats to all good vampires (wait…  good?  Vampires?) and those are the Shabbat and the Diabolists.  The Shabbat are an extremely irreverent sect of Jewish vampires who like to party and randomly kill people.   Also, they are very keen on infiltrating Princedoms (for some reason) and being subtle about it, which seems out of place for hard-partying violence-machines, but who’s counting?  The Diabolists are devil-worshipping vampires.  Other vampires have a problem with worshipping the devil.  Some would say that that’s the pot calling the kettle black.  They’re right.  But, again, who’s counting?
4. Fighting:  Despite the purpose of the game being to snub other vampires, there tends to be a lot of fighting in vampire games.  These games have “storytellers” instead of GMs, and they love to create monsters and let the vampires go fight the monsters (usually standing ten feet away from the game space and pretending to be somewhere else) all the time.  Generally less than half of the players are interested in this, but the storytellers do it regularly anyway.  Nobody knows why.
The Conclave Aeternus

Right now you’re missing the coolest thing ever to happen to vampires.  Two different Vampire: The Trademark games from two different parts of the country are getting together and meeting up.  This is your chance to snub vampires from another city!  

Plus, there’s a good chance there will be a really powerful demon, or a strange spirit, or a fallen angel, or a gargoyle or something to fight tonight, and you’re missing out on either fighting it or role-playing the horrible angst of having your close friend-vampires and political allies off in the field (ten feet away from the game space) fighting something that could (if the storytellers had any balls) kill them!

Rules

OK.  Next, we’re going to make sure that the rules for resolving conflicts between the characters is different from the rules for resolving conflicts between the vampires.  For the characters, use the rules briefing sheet that’s in your packet, the one that talks about cards and Forfeits and all that stuff.  You use one single playing card for everything for your character.

For resolving disputes between your vampires, we use a system called Nether Eye Theater. Unfortunately, your character, Pat, doesn't know the rules, so you aren't getting that information. Ask the other characters. It's Pat's way.
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Nether Eye Theater (NET)


Before you read any further, you should know this:  NET rules are hazy, self-contradictory, and complicated beyond all reason.  There are various and myriad loopholes and sourcebook errata that allow players to claim the rules say just about anything, and be sort of right.  While the GMs of Un-Conventional Odyssey expect you to obey the other rules briefing, we don’t care if your characters actually obey the rules of Nether Eye Theater.  That means your characters can try to cheat, lie, or cite arcane rules from made-up sourcebooks to gain advantages for their vampires all they want.  Have fun!


All conflicts are resolved with Rock-Paper-Scissors (RPS).  If you don’t know how to play this, please ask around until you find someone who does.  It’s not hard.  The RPS winner wins the conflict and the RPS loser loses the conflict.  If there’s a tie, play again until there’s a winner unless an attribute comes into play (TOUGH, SMOOTH, or WILLFUL).  TOUGH characters win ties against non-TOUGH characters in combat.  SMOOTH characters win ties against non-SMOOTH characters in social challenges.  WILLFUL characters win ties against non-WILLFUL characters in magical conflicts.  If two characters who are TOUGH play RPS, neither one wins ties – play again until there is a winner (same with SMOOTH and WILLFUL).

Physical Combat


Combat goes in “rounds” and you get to act once in a round.  Who goes first is usually a factor of who shouts loudest at the “storyteller” (aka  vampire GM).   If no “storyteller” is present (like in a broken down car) combat gets chaotic and vague very quickly.


All vampires have four Hit Levels (HLs).  Successful attacks with weapons deal 1 HL damage, which can only be healed by drinking the blood of a human (which requires permission from a vampire “storyteller” who is not present in the car, but you may be able to reach on the phone).  Vampires cannot be hurt except by weapons.  If your vampire has a weapon (and they always do), it is listed on your character sheet.  When you’ve taken 4 damage, you’re “torp’ed” which is an abbreviation for a probably-trademarked word.  Torp’ed characters aren’t dead, just asleep for a hundred years or until another vampire makes them a Blood Slave (see below).  Characters that are TOUGH win ties against characters who are not.  


Any combat action that does not involve just hitting people is complicated.  Your characters get to argue about how to resolve it.

Social Challenges


All vampires can make a “Social Challenge” to try to intimidate, convince, or trick each other.  If you win RPS against someone in a Social Challenge, they must act intimidated, convinced, or tricked (and tell you one fact from their character sheet) for ten minutes.  If you lose, you can’t try again for ten minutes.  SMOOTH characters win ties against non-SMOOTH characters.  Of course, in Vampire: The Trademark LARPs, players are famously unfazed by social challenges, and only act marginally intimidated or convinced.

Magic Powers

For all magic powers that require you to play RPS, WILLFUL characters win ties against non-WILLFUL characters.  


The following magic powers exist:  


Dominance – the power of mind control.  This power only works if you can wink at your target and they can see you doing it.  Play RPS against your target.  If you win, you get to ask one question of the target vampire, whose character must tell you the “true” answer.  Alternately, you can get that one vampire to do one thing that takes at most fifteen minutes and doesn’t risk hurting them.  


Seduction – the power of magical seduction.  This power only works while your character talks in a whisper.  Play RPS against your target.  If you win, the vampire you targeted loves you like a close sibling or lover for fifteen minutes.  They may do things for you, but they can interpret your orders in any logical way that a close sibling or lover would.  They’re not supposed to know you did this to them, but it’s pretty goddamn obvious, if you ask me.


Strength – the power of combat cheese.  This power is “always on.”  If you have this magical power, your bare hands count as weapons (they do damage) and if you also have a weapon, you do two HL damage instead of one in combat.  Yeah, it’s just that good.


Invisibility – the power of obfuscation.  If nobody is watching when you do it, you can cross your arms like Mr. Clean and nobody is supposed to be able to see you afterward.  You have to keep your arms crossed, though, which can be a huge pain in the ass.  Characters with Shabbatus can still see you, though.


Shabbatus – a cheesy sourcebook power.  You get four extra Hit Levels (so it takes 8 HL of damage to torp you instead of 4) and can see Invisible people (see above).  You probably don’t want anyone knowing you have this power because only Shabbat characters (the enemy of all good vampires) are supposed to have it.


Diabolism – a cheesy sourcebook power.  While cross your fingers (like for good luck) you are immune to Seduction and Dominance.  You probably don’t want anyone knowing you have this power because only Diabolical characters (the enemy of all good vampires) are supposed to have it.

Blood Slavery

Vampires who drink the blood of other vampires become their willing slaves.  The drink-er is the willing slave (as if permanently affected by the Seduction power).  The drink-ee is the slave-master.  The only way to break the slavery is to kill the slave-master or slave.

Sunlight and Crap

Vampires are hurt by sunlight, but that’s irrelevant to the scope of Un-Conventional Odyssey.  Wood, garlic, crosses, running water, silver and other crap have no special effects on them.
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Seduction – the power of magical seduction.  This power only works while your character talks in a whisper.  Play RPS against your target.  If you win, the vampire you targeted loves you like a close sibling or lover for fifteen minutes.  They may do things for you, but they can interpret your orders in any logical way that a close sibling or lover would.  They’re not supposed to know you did this to them, but it’s pretty goddamn obvious, if you ask me.


Strength – the power of combat cheese.  This power is “always on.”  If you have this magical power, your bare hands count as weapons (they do damage) and if you also have a weapon, you do two HL damage instead of one in combat.  Yeah, it’s just that good.


Invisibility – the power of obfuscation.  If nobody is watching when you do it, you can cross your arms like Mr. Clean and nobody is supposed to be able to see you afterward.  You have to keep your arms crossed, though, which can be a huge pain in the ass.  Characters with Shabbatus can still see you, though.


Shabbatus – a cheesy sourcebook power.  You get four extra Hit Levels (so it takes 8 HL of damage to torp you instead of 4) and can see Invisible people (see above).  You probably don’t want anyone knowing you have this power because only Shabbat characters (the enemy of all good vampires) are supposed to have it.


Diabolism – a cheesy sourcebook power.  While cross your fingers (like for good luck) you are immune to Seduction and Dominance.  You probably don’t want anyone knowing you have this power because only Diabolical characters (the enemy of all good vampires) are supposed to have it.

Blood Slavery

Vampires who drink the blood of other vampires become their willing slaves.  The drink-er is the willing slave (as if permanently affected by the Seduction power).  The drink-ee is the slave-master.  The only way to break the slavery is to kill the slave-master or slave.

Sunlight and Crap

Vampires are hurt by sunlight, but that’s irrelevant to the scope of Un-Conventional Odyssey.  Wood, garlic, crosses, running water, silver and other crap have no special effects on them.

Vampire LARP Briefing Sheet

Your characters are in a theater-style “Vampire: the Trademark” LARP.  Your characters have characters.  This is going to get complicated unless we lay down some ground rules!  First, we can’t just go calling every character a character, because your characters have characters, and we’re going to give “LARP-within-a-LARP” a bad name if we bollocks this up just because we made such a simple thing more confusing than necessary.

Easy Terminology

· You, the person reading this right now, are a player.

· Your human characters, who are stranded on the roadside, are called your characters.

· Your human characters’ vampire characters, who are supposed to be at “Conclave Aeterus” are called your vampires.

The Culture of Vampire LARPs
1. Social One-Up-Manship:  First and foremost, the game is all about snubbing other vampires.  You play politics and steal each other’s ghoulfriends and sleep around and whisper behind each other’s backs because it’s fun.  There’s a lot of intrigue and romance and angst.  Even though it seems really dull at a Vampire game, there is a deep undercurrent of social tension.  Even though people are usually comparing cool new powers or talking out-of-character about anime, they are really just biding their time until something happens to upset the delicate balance that is… The Trademark.

2. Positions of Power:  There’s the Prince, who is served by his Clan Leaders.  The Clans are:  Troubador (artsy vampires), Malkovich (crazy vampires), Ventrev (aristocratic vampires), Nosferatu (ugly vampires), and Brujo (thug vampires).  Each Clan has a Leader.  How you get to be a Prince or Leader is usually having the most bad-ass combat character, which sort of contradicts #1, but who’s counting?  As for other positions of power:  There are like 300 different minor positions listed in like 50 sourcebooks, but they don’t amount to a hill of beans short of the Prince or his Clan Leaders.

3. Threats to All Good Vampires:  There are two threats to all good vampires (wait…  good?  Vampires?) and those are the Shabbat and the Diabolists.  The Shabbat are an extremely irreverent sect of Jewish vampires who like to party and randomly kill people.   Also, they are very keen on infiltrating Princedoms (for some reason) and being subtle about it, which seems out of place for hard-partying violence-machines, but who’s counting?  The Diabolists are devil-worshipping vampires.  Other vampires have a problem with worshipping the devil.  Some would say that that’s the pot calling the kettle black.  They’re right.  But, again, who’s counting?

4. Fighting:  Despite the purpose of the game being to snub other vampires, there tends to be a lot of fighting in vampire games.  These games have “storytellers” instead of GMs, and they love to create monsters and let the vampires go fight the monsters (usually standing ten feet away from the game space and pretending to be somewhere else) all the time.  Generally less than half of the players are interested in this, but the storytellers do it regularly anyway.  Nobody knows why.

The Conclave Aeternus

Right now you’re missing the coolest thing ever to happen to vampires.  Two different Vampire: The Trademark games from two different parts of the country are getting together and meeting up.  This is your chance to snub vampires from another city!  

Plus, there’s a good chance there will be a really powerful demon, or a strange spirit, or a fallen angel, or a gargoyle or something to fight tonight, and you’re missing out on either fighting it or role-playing the horrible angst of having your close friend-vampires and political allies off in the field (ten feet away from the game space) fighting something that could (if the storytellers had any balls) kill them!

Rules

OK.  Next, we’re going to make sure that the rules for resolving conflicts between the characters is different from the rules for resolving conflicts between the vampires.  For the characters, use the rules briefing sheet that’s in your packet, the one that talks about cards and Forfeits and all that stuff.  You use one single playing card for everything for your character.

For resolving disputes between your vampires, we’re going to use a system called Nether Eye Theater.

Nether Eye Theater (NET)


Before you read any further, you should know this:  NET rules are hazy, self-contradictory, and complicated beyond all reason.  There are various and myriad loopholes and sourcebook errata that allow players to claim the rules say just about anything, and be sort of right.  While the GMs of Un-Conventional Odyssey expect you to obey the other rules briefing, we don’t care if your characters actually obey the rules of Nether Eye Theater.  That means your characters can try to cheat, lie, or cite arcane rules from made-up sourcebooks to gain advantages for their vampires all they want.  Have fun!


All conflicts are resolved with Rock-Paper-Scissors (RPS).  If you don’t know how to play this, please ask around until you find someone who does.  It’s not hard.  The RPS winner wins the conflict and the RPS loser loses the conflict.  If there’s a tie, play again until there’s a winner unless an attribute comes into play (TOUGH, SMOOTH, or WILLFUL).  TOUGH characters win ties against non-TOUGH characters in combat.  SMOOTH characters win ties against non-SMOOTH characters in social challenges.  WILLFUL characters win ties against non-WILLFUL characters in magical conflicts.  If two characters who are TOUGH play RPS, neither one wins ties – play again until there is a winner (same with SMOOTH and WILLFUL).

Physical Combat


Combat goes in “rounds” and you get to act once in a round.  Who goes first is usually a factor of who shouts loudest at the “storyteller” (aka  vampire GM).   If no “storyteller” is present (like in a broken down car) combat gets chaotic and vague very quickly.


All vampires have four Hit Levels (HLs).  Successful attacks with weapons deal 1 HL damage, which can only be healed by drinking the blood of a human (which requires permission from a vampire “storyteller” who is not present in the car, but you may be able to reach on the phone).  Vampires cannot be hurt except by weapons.  If your vampire has a weapon (and they always do), it is listed on your character sheet.  When you’ve taken 4 damage, you’re “torp’ed” which is an abbreviation for a probably-trademarked word.  Torp’ed characters aren’t dead, just asleep for a hundred years or until another vampire makes them a Blood Slave (see below).  Characters that are TOUGH win ties against characters who are not.  


Any combat action that does not involve just hitting people is complicated.  Your characters get to argue about how to resolve it.

Social Challenges


All vampires can make a “Social Challenge” to try to intimidate, convince, or trick each other.  If you win RPS against someone in a Social Challenge, they must act intimidated, convinced, or tricked (and tell you one fact from their character sheet) for ten minutes.  If you lose, you can’t try again for ten minutes.  SMOOTH characters win ties against non-SMOOTH characters.  Of course, in Vampire: The Trademark LARPs, players are famously unfazed by social challenges, and only act marginally intimidated or convinced.

Magic Powers

For all magic powers that require you to play RPS, WILLFUL characters win ties against non-WILLFUL characters.  


The following magic powers exist:  


Dominance – the power of mind control.  This power only works if you can wink at your target and they can see you doing it.  Play RPS against your target.  If you win, you get to ask one question of the target vampire, whose character must tell you the “true” answer.  Alternately, you can get that one vampire to do one thing that takes at most fifteen minutes and doesn’t risk hurting them.  


Seduction – the power of magical seduction.  This power only works while your character talks in a whisper.  Play RPS against your target.  If you win, the vampire you targeted loves you like a close sibling or lover for fifteen minutes.  They may do things for you, but they can interpret your orders in any logical way that a close sibling or lover would.  They’re not supposed to know you did this to them, but it’s pretty goddamn obvious, if you ask me.


Strength – the power of combat cheese.  This power is “always on.”  If you have this magical power, your bare hands count as weapons (they do damage) and if you also have a weapon, you do two HL damage instead of one in combat.  Yeah, it’s just that good.


Invisibility – the power of obfuscation.  If nobody is watching when you do it, you can cross your arms like Mr. Clean and nobody is supposed to be able to see you afterward.  You have to keep your arms crossed, though, which can be a huge pain in the ass.  Characters with Shabbatus can still see you, though.


Shabbatus – a cheesy sourcebook power.  You get four extra Hit Levels (so it takes 8 HL of damage to torp you instead of 4) and can see Invisible people (see above).  You probably don’t want anyone knowing you have this power because only Shabbat characters (the enemy of all good vampires) are supposed to have it.


Diabolism – a cheesy sourcebook power.  While cross your fingers (like for good luck) you are immune to Seduction and Dominance.  You probably don’t want anyone knowing you have this power because only Diabolical characters (the enemy of all good vampires) are supposed to have it.
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Vampires who drink the blood of other vampires become their willing slaves.  The drink-er is the willing slave (as if permanently affected by the Seduction power).  The drink-ee is the slave-master.  The only way to break the slavery is to kill the slave-master or slave.
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3. Threats to All Good Vampires:  There are two threats to all good vampires (wait…  good?  Vampires?) and those are the Shabbat and the Diabolists.  The Shabbat are an extremely irreverent sect of Jewish vampires who like to party and randomly kill people.   Also, they are very keen on infiltrating Princedoms (for some reason) and being subtle about it, which seems out of place for hard-partying violence-machines, but who’s counting?  The Diabolists are devil-worshipping vampires.  Other vampires have a problem with worshipping the devil.  Some would say that that’s the pot calling the kettle black.  They’re right.  But, again, who’s counting?

4. Fighting:  Despite the purpose of the game being to snub other vampires, there tends to be a lot of fighting in vampire games.  These games have “storytellers” instead of GMs, and they love to create monsters and let the vampires go fight the monsters (usually standing ten feet away from the game space and pretending to be somewhere else) all the time.  Generally less than half of the players are interested in this, but the storytellers do it regularly anyway.  Nobody knows why.

The Conclave Aeternus

Right now you’re missing the coolest thing ever to happen to vampires.  Two different Vampire: The Trademark games from two different parts of the country are getting together and meeting up.  This is your chance to snub vampires from another city!  

Plus, there’s a good chance there will be a really powerful demon, or a strange spirit, or a fallen angel, or a gargoyle or something to fight tonight, and you’re missing out on either fighting it or role-playing the horrible angst of having your close friend-vampires and political allies off in the field (ten feet away from the game space) fighting something that could (if the storytellers had any balls) kill them!

Rules

OK.  Next, we’re going to make sure that the rules for resolving conflicts between the characters is different from the rules for resolving conflicts between the vampires.  For the characters, use the rules briefing sheet that’s in your packet, the one that talks about cards and Forfeits and all that stuff.  You use one single playing card for everything for your character.

For resolving disputes between your vampires, we’re going to use a system called Nether Eye Theater.

Nether Eye Theater (NET)


Before you read any further, you should know this:  NET rules are hazy, self-contradictory, and complicated beyond all reason.  There are various and myriad loopholes and sourcebook errata that allow players to claim the rules say just about anything, and be sort of right.  While the GMs of Un-Conventional Odyssey expect you to obey the other rules briefing, we don’t care if your characters actually obey the rules of Nether Eye Theater.  That means your characters can try to cheat, lie, or cite arcane rules from made-up sourcebooks to gain advantages for their vampires all they want.  Have fun!


All conflicts are resolved with Rock-Paper-Scissors (RPS).  If you don’t know how to play this, please ask around until you find someone who does.  It’s not hard.  The RPS winner wins the conflict and the RPS loser loses the conflict.  If there’s a tie, play again until there’s a winner unless an attribute comes into play (TOUGH, SMOOTH, or WILLFUL).  TOUGH characters win ties against non-TOUGH characters in combat.  SMOOTH characters win ties against non-SMOOTH characters in social challenges.  WILLFUL characters win ties against non-WILLFUL characters in magical conflicts.  If two characters who are TOUGH play RPS, neither one wins ties – play again until there is a winner (same with SMOOTH and WILLFUL).

Physical Combat


Combat goes in “rounds” and you get to act once in a round.  Who goes first is usually a factor of who shouts loudest at the “storyteller” (aka  vampire GM).   If no “storyteller” is present (like in a broken down car) combat gets chaotic and vague very quickly.


All vampires have four Hit Levels (HLs).  Successful attacks with weapons deal 1 HL damage, which can only be healed by drinking the blood of a human (which requires permission from a vampire “storyteller” who is not present in the car, but you may be able to reach on the phone).  Vampires cannot be hurt except by weapons.  If your vampire has a weapon (and they always do), it is listed on your character sheet.  When you’ve taken 4 damage, you’re “torp’ed” which is an abbreviation for a probably-trademarked word.  Torp’ed characters aren’t dead, just asleep for a hundred years or until another vampire makes them a Blood Slave (see below).  Characters that are TOUGH win ties against characters who are not.  


Any combat action that does not involve just hitting people is complicated.  Your characters get to argue about how to resolve it.

Social Challenges


All vampires can make a “Social Challenge” to try to intimidate, convince, or trick each other.  If you win RPS against someone in a Social Challenge, they must act intimidated, convinced, or tricked (and tell you one fact from their character sheet) for ten minutes.  If you lose, you can’t try again for ten minutes.  SMOOTH characters win ties against non-SMOOTH characters.  Of course, in Vampire: The Trademark LARPs, players are famously unfazed by social challenges, and only act marginally intimidated or convinced.

Magic Powers

For all magic powers that require you to play RPS, WILLFUL characters win ties against non-WILLFUL characters.  


The following magic powers exist:  


Dominance – the power of mind control.  This power only works if you can wink at your target and they can see you doing it.  Play RPS against your target.  If you win, you get to ask one question of the target vampire, whose character must tell you the “true” answer.  Alternately, you can get that one vampire to do one thing that takes at most fifteen minutes and doesn’t risk hurting them.  


Seduction – the power of magical seduction.  This power only works while your character talks in a whisper.  Play RPS against your target.  If you win, the vampire you targeted loves you like a close sibling or lover for fifteen minutes.  They may do things for you, but they can interpret your orders in any logical way that a close sibling or lover would.  They’re not supposed to know you did this to them, but it’s pretty goddamn obvious, if you ask me.


Strength – the power of combat cheese.  This power is “always on.”  If you have this magical power, your bare hands count as weapons (they do damage) and if you also have a weapon, you do two HL damage instead of one in combat.  Yeah, it’s just that good.


Invisibility – the power of obfuscation.  If nobody is watching when you do it, you can cross your arms like Mr. Clean and nobody is supposed to be able to see you afterward.  You have to keep your arms crossed, though, which can be a huge pain in the ass.  Characters with Shabbatus can still see you, though.


Shabbatus – a cheesy sourcebook power.  You get four extra Hit Levels (so it takes 8 HL of damage to torp you instead of 4) and can see Invisible people (see above).  You probably don’t want anyone knowing you have this power because only Shabbat characters (the enemy of all good vampires) are supposed to have it.


Diabolism – a cheesy sourcebook power.  While cross your fingers (like for good luck) you are immune to Seduction and Dominance.  You probably don’t want anyone knowing you have this power because only Diabolical characters (the enemy of all good vampires) are supposed to have it.

Blood Slavery

Vampires who drink the blood of other vampires become their willing slaves.  The drink-er is the willing slave (as if permanently affected by the Seduction power).  The drink-ee is the slave-master.  The only way to break the slavery is to kill the slave-master or slave.

Sunlight and Crap

Vampires are hurt by sunlight, but that’s irrelevant to the scope of Un-Conventional Odyssey.  Wood, garlic, crosses, running water, silver and other crap have no special effects on them.
[SHORT VAMPIRE BRIEFING FOR PAT: PAGE ONE OF ONE]


