Backgr ound
Hopefully, this will add some col or and give people ideas for characters.

Houst on History:

e« 1850: Houston becones | arge enough to support a kindred popul ati on. Vanessa Ricc
decl ares herself Prince. Vanessa is Canarilla Brujah

e 1851-1960: lots of Camarilla history, probably pointless considering the next entry.

e 1961: Houston fell to the Sabbat. This successful assault was spear-headed by a mni nor
explosion at an oil refinery in Texas City, which destroyed a | arge nunber of the
Houst on ki ndred, particular heavily anongst the Nosferatu, Gangrel, and Brujah. Some
fighting follows. Prince Ricci fled for Dallas several weeks |ater

e 1962: Houston and surroundi ng popul ation centers are fully under Sabbat control

e 1965: Sinmon Bradford, a Brujah in Washington D.C., eyes Houston

e 1970: Prince Ricci is assassinated in Kansas City.

e 1972: Prince Ricci's only surviving childer is assassinated in Atlanta, Georgia.

e 1974: Sinon Bradford calls in markers.

e 1976: Sinmon Bradford begins an organi zed spy canpai gn agai nst the Sabbat in Houston and
t he surroundi ng areas. Miuch talent is brought in for this canmpaign by Sinon's markers.

e 1983: Sinmon has gathered together necessary political and mlitary clout to try for the
city.

e 1986: Sinmon's forces attack Houston. Mst Sabbat were destroyed, some fled, even fewer
remai n behind as guerillas. Sinmon becones Prince. Begins paying off favors pronised to
political and military supporters.

e 1987-2000: Houston suffers fromguerilla attacks and the occasi onal external Sabbat
attack. Mostly these taper off.

e 1999: the character's collective nentor is killed under nysterious circunstances.

e 2000, the Prince Sinobn grants the characters a portion of the dead nmentor's old
territory. He is happy with this action as it allows himto pay off a favor (presunable
to the dead nmentor) and keep territory out of the clutches of political opponents.

| mportant Note: the common nmentor/patron and the shared territory were included in this
gane to establish a level of trust and cooperation and a conmon goal ampngst the PCs. Your
collective mentor was Jon Glliard of Clan Brujah. Jon was originally based in San Antonio
before he was offered a chance to fight in the 1986 invasion of Houston. In return, Jon
was granted a nodest bit of Houston territory, which he maintained until his death in late
1999. During that period he also remained involved in affairs in San Antonio.



Territory

The territory is a poor section of east central Houston. The locals are predoninately
bl ack, some Hispanic, and a smattering of Vietnanese and whites. There are a few
busi nesses. The westernnost portion of the territory is honme to an infanpous streetwal ker
strip. A fair nunber of transients take shelter in abandoned buil di ngs.

The entire area suffers periodic “rolling brow outs” during the hottest parts of
the sunmer. This is due to the failure of the city to upgrade the electrical grid for the
ar ea.

e Low i nconme housing
e Single highrise built inlate 1970's
e 15 stories. 550 units. Each story has approxi mately 50 apartnments.
e The building is rectangle in shape. There are apartnents on the outer |ong edges,
each with two wi ndows. Down the mddle of the building | engthwise are two strips of
apartnments back to back. At either end of the building are stairs. Both halls have
two el evators api ece.
e Pronminent features
e« Mre than a few apartnments are |inked by man-si zed hol es that have been knocked
in the walls.

e 2 working elevators which only open on odd nunber fl oors.

e Central air and heat. Both are in reasonabl e working order

e Security: newy established security contract with Vigilance, a security conpany
owned by and excl usively enployi ng nenbers of the Nation of |slam

e Ofice building
e Built in 1930's
e 8 stories
e 2 inoperative elevators
* No cooling, except where installed by renter. Sone ceiling fans still operate.
e Heating is via radiators.
e Prominent features include: fire escapes, |arge roons, high ceilings, structurally
sound but in poor shape
* Busi nesses:
e Hair Stylist at ground |eve
e Phone sex operation
e Free legal aid clinic
e (Cothing sweat shop
e others

e Tiblo' s Taxi Conpany
e 20 taxies
e Mechanic's shop
e Large parking area
e Entire grounds is fenced in and topped with razor wire. Gate is renotely controll ed
from di spatchers office

e Brown Derbie Liquor Store
e Built like a pillbox. Still gets robbed a |ot.

e« Gocery Store
e Mm and pop owned and ran. Al so gets robbed a |ot.

 Adhoc dub
e Partially burned out, |argish, warehouse style building.
e Used as an adhoc dance club. DJs steal power from nunicipal |ines.
e Police occasionally bust up parties to keep the arrangenent from beconi ng per manent.



e M scell aneous drug dens
e Various tenporary drug havens (cone and use, stay and sl eep)

e One hardcore crack den

e (dds and ends of several other abandoned buil dings and strip centers.



New Rul es

Each dot of Potence counters a -1 to dexterity, but only up to the
first —3. After that | amrather blithely assuming that arnor with a —
4 or nore penalty is rigid and/or confining to its wearer. And such
armor woul d be destroyed by greater application of potence and

possi bly even damage the wearer. Picture a Potence 5 Brujah picking

shards of full plate out of his body. So, any player willing to
sacrifice his armor to avoid its penalties but retain its protection
for sone short period will find it “imrediately” useless. I'mtrying

to avoid the munchkin factor.

2. Thr owi ng

e Base difficulty to hit:

e« Sinple itenms are at 5. Exanples are Frisbees, rocks, spears, and
javelins. They “fly” well or are easily thrown.

e« Spinning items are at 6. Knives, axes, etc. They spin while
flying, falling end over end. It takes some luck to hit the
target with the | ethal side/end

e« Exotic itenms are at 7. Anything that “looks” hard to throw.

Bol os, boonerangs, Xena's ring, etc...

e How much can be thrown: each dot of Strength can handle 4lbs. If
the object weights nore than the strength allows, then it can't be
t hr own.

e Maxi mumrange: each dot of strength gets you 10 feet, 20 feet for
somet hi ng “aerodynam c” or really light (javelin, Frisbee, rock
etc.).

e Range nodifiers to difficulty to hit:

e Short range, no penalty = maxi mum range divided by 10

e Mediumrange, -1 penalty = maxi mumrange divided by 2

e Long range, -3 penalty = anything over mediumrange up to
maxi mum r ange.

« Damage: Strength + Potence + (base danage of weapon).

3. Firearns

e Each dot of Potence counters a +1 recoil penalty. However, recoi
continues to “stack”. Thus, a gunmen with Potence 3, firing 3 round

bursts (-1 recoil per) will find:

e First burst: normally +1 recoil, but O penalty due to his
Pot ence

e Second burst: normally +2 recoil, but O penalty due to his
Pot ence

e Third burst: normally +3 recoil, but O penalty due to his
Pot ence

e Fourth burst: normally +4 recoil, but +1 penalty due to his
Pot ence

e Note: Recoil remains until an entire round passes without it
bei ng fired.

e Shooting difficulty has changed:
e Shotguns 5
e« Rifles 6 (includes assault rifles and battle rifles)
e Pistols 7
e Oher firearms 7 (includes submachi ne guns, machi ne guns, auto
shot guns, etc)
e Base danmge is now by projectile/caliber size:
e« Small 4 (i.e. .22)
e Mdium6 (.32, .38, 9mm 10nm)
e JLarge 8 (.357, .44, .45, 12 gauge, and nost military ammp)
e Overall damage: Difficulty 5. Die pool is base damage + nunber of
successes on “to hit” dice rol
e 3 round burst gives a +1 penalty to hit and +2 dice to hit.




New Rul es

e Full auto gives a +4 penalty to hit and +10 dice to hit.

4.

bf uscat e,
Fi ghting and

Obfuscate 2 allows the user to nove about unseen and unheard. If the
user does anything to attract notice, the power will fail. Obfuscate
breaki ng actions and situations include:
« Maki ng unnecessary noi se. Phone conversations, dropping things,
shooting a gun, etc...Of course, if no one is around to hear the
noi se, then these have no effect.
« Attacking someone in an overt fashion. Shooting, hitting, Presence,
Doni nate, etc...

Attacki ng sonmeone in a covert fashion works differently. The attacker
must use a quiet attack: bows, thrown knives, silencers, sone quiet
Thamat urgi ¢ attack, etc...The target and anyone el se standi ng around
will of course notice that they are being attacked at some point.
These individuals may attenpt to spot the attacker by making a
W TS+ALERTNESS+AUSPEX rol |, difficulty equal to the attacker’s
OBFUSCATE+STEALTH. 3+ successes are required to “spot” the attacker.
The secondary skill “Search” may be substituted for ALERTNESS

The target and his friends may al so use tactics designed to ferret
out an “invisible” opponent at this point. The reasoning here is that
they know someone is attacking, the Cbfuscate power no | onger has ful
hold of their minds, etc.

Someone spots the Obfuscator. Let us say for argument’s sake that the
spotter (Auspex 4) spots the Cbfuscator (Obfuscate 3). The spotter may
poi nt the obfuscator out by nam ng his description, location, actions,
etc...The others may make a W TS+ALERTNESS+AUSPEX roll, difficulty
equal to the attacker’s OBFUSCATE+STEALTH. 3+ successes are required
to “spot” the Obfuscator. Knowi ng who the obfuscator is will allowthe
others to make their W TS+ALERTNESS+AUSPEX roll at -2 difficulty. It
really helps to know that the “invisible” guy is Andy the Nosferatu
(assum ng the PCs know what Andy | ooks like).

Dramatic license: In an utterly dark situation Cbfuscate functions
differently. It no | onger makes you unseen and unheard. Now it only
makes you harder to hear. The Obfuscator gets a bonus to his

W TS+STEALTH or DEX+STEALTH pool of his Obfuscate + 2 in dice. If the
opposition beats that with a W TS+ALERTNESS+AUSPEX rol I, then he gets
an idea (poor to very accurate depending on # of successes) where his
eneny is.

Di sci pli nes,
Lear ni ng New

In order to learn a new di scipline a player nust have 10 XP to
purchase the 1 level and find an instructor who already has the
discipline at level 3 or greater. Instruction requires about a nonth,
though it may be spread out over tine. The I esson is conplete when the
i nstructor nmakes a successful MANI PULATI ON+I NSTRUCTI ON rol |
(difficulty 7, one success) or the student spends a will power point

(tenporary).

Di sci pli nes,
Lear ni ng
Next Level
of

Standard cost to learn the next level (i.e. 6*level for Caitiff,

5*l evel for in clan, and 7*level for non-clan). Levels 2+ of a
discipline do not require an instructor. Instead, the PCis required
to spend about a month mastering the new power level. Up to three

| evel s may be mastered at the same time, assuming they're within

di fferent disciplines.

Thamat ury
Ri tual s,
Anti -

bf uscat e

Level 3 Ritual — bfuscation Paranoi a Reli ef

Ef fect: cancels the effects of any obfuscate power for only a nonent
(i.e. a conbat round). The area of effect is an entire roomor if that
is not applicable then within 30" feet of the ritual’s center.




New Rul es

Ingredients: The snout of a werewolf, eyes of a kindred with at |east
an Auspex of 3, ears of a kindred with at least 3 in Visceratika, or
any other rare itemthat the GM believes is capable of canceling or
opposing the effects of Obfuscate.

Casting Specifics: the ritual takes about 6 hours resulting in a

fl eshy globule roughly the size of a baseball. The globule is used by
shattering (throwing or dropping will suffice) it on the target area
It may be used at anytine after the ritual’s conpletion by anyone,
castor or otherw se. The gl obul e keeps for about a year assuming it is
kept in a cool, dry, dark place.

8. Thamat ury
Ri tual s,
Lear ni ng

The followi ng table shows the tinme (in nights) that nmust be spent
studying the ritual. At the end of that period the student nust nake
an | NTELLI GENCE+COCCULT roll at difficulty 7. 3 successes are required
to learn the ritual. Successes are cunul ative. Thus, a player who
fails to learn Ghoul Ward (level 1 ritual) in the first study period
may apply any successes to the next study period. Botches are al so
cunul ative

OTH: addi tional successes do not care over to the next ritual that
the player is attenpting to |learn

1 Once a week

2 Once every two weeks
3 1 nonth

4 6 nont hs

5 1 year
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