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This is the kind of book that gives a game developer 
hives.

No two Storytellers run their Vampire games the 
same way. Far too many variables exist for every game of 
Vampire to share common styles. Some Storytellers offer 
more experience points to their players than others do. 
Some Storytellers are far more liberal in allowing strange 
bloodlines and Disciplines to the characters than others. 
Some chronicles allow horror and mystery to take a back 
seat to action and adventure.

Which combination is correct? None of them and all of 
them. In the end, Vampire is a game, and the only element of 
any import is whether or not the troupe is enjoying itself.

That’s all fi ne and good, and quite lofty. But when it 
comes to a book of important characters, none of that means 
a damn thing. The moment this book hits shelves — the 
very second Archon Theo Bell makes his appearance in a 
game — some combat-gumby twink with eight levels of 
Celerity and a shotgun full of Dragonsbreath rounds is going 
to lay him to waste. No sooner do you detail the Traits of 
a Black Hand Seraph than some hyperactive knucklehead 
has his fourth-generation vampire space-alien character 
with 300 dots of Disciplines chop said Seraph to fl inders 
with a Scottish claymore.

Stuff like that makes designers and writers wince.
Why, then, did we decide to do this book? For two 

reasons: People wanted it, and it needed to be done.
Of course people wanted it. Enthusiasts of the World of 

Darkness are some of the most loyal and clever fans alive. 
They enjoy seeing each new book, peeling back its layers 
of mystery and opening the new puzzles beneath the grim 

façades. Each mystery hides two more beneath it, and players 
enjoy digging them up.

As for the fact that it needed to be done, we had to 
look no further than the books on our shelves. Vampire is so 
rich and complex that what we thought would be a simple 
cross-referencing of the characters in various books turned 
out to be a Byzantine trek through the labyrinth of our back 
catalog. Carlak? Who’s that? When was Petrodon justicar? 
Why are there two different regents named? To that end, 
we have assembled the Vampire social registry. The Inner 
Council has selected a new cadre of justicars, who have in 
turn chosen elite archons. The Sabbat appoints new bishops 
and archbishops nightly, much to the Camarilla princes’ 
dismay, while the independents scheme and plot away from 
the sects’ prying eyes.

This, then, is the Roll of the Damned. Look upon the 
Children of the Night.

THE NUMBERS BEHIND THE FACES

How do vampires come to be? How many dots should 
a Sabbat priscus have? How strong is the prince? White 
Wolf has an established system for creating setting-specifi c 
Vampire Storyteller characters, and we’ll let you in on the 
secret.

The formula, such as it is, for creating a vampire of 
a given age is quite simple. For Abilities, start with the 
standard battery of 7/5/3 dots and allocate two more dots 
for each century of age the vampire has achieved (between 
all Abilities, not each section). Vampires older than a few 
hundred years should receive only one additional dot per 
century after the fi rst fi ve or so — when you’re that old, it’s 
very hard to improve your timeless body.
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