The Little Rock by Night Primer

Chronicle: “To live and die in Dixie”
Game Setting: 
Today, Little Rock boasts a population of about 182,000 and is a thriving metropolis with an expanded convention center and new anchoring hotel, the Peabody Little Rock, one of only three Peabody hotels in the nation. Developments in the city's downtown include a newly developed River Market District, the creation of several loft apartments in renovated historic buildings; new corporate office buildings being constructed downtown; a new $80 million, 18,000 seat multi-purpose arena across the river; a recently expanded 42,000 square-foot Arts Center; and the city's first visitor center which recently opened in a historic antebellum home, Curran Hall, following a $1.4 million restoration. Other areas of note include the William J. Clinton Presidential Center and Park, Heifer International's global headquarters, several loft apartment developments in renovated historic buildings and the construction of new corporate office buildings

Game background:

Since its founding, the city of Little Rock was largely controlled by the garou tribes that resided in the rural area outside of the city until the late 1980’s when a small coterie of ambitious Toreador, Tremere and Ventrue from other locals migrated to the rapidly growing metropolitan area in search of new horizons. In just a few years, the kindred had managed to cause enough political strife within the tribes to fracture their unified front and cause infighting and instability.  With dubious real estate dealings and money filtered through multiple layers of red tape, the young governor of the state was funded and maneuvered into position to make good his dreams of ascending to the highest office in the land as well as achieving the political agenda of his secret kindred financiers.  Throughout the 90’s, Little rock grew in prestige, size, and kindred population. After several years of rule by a weak and largely ineffective Prince and a domineering and overly influential primogen council, Ventrue elders decided to call a Praxis seizure of the city and replace the prince with a much more effective and cunning member of their clan.  In the year 2000, Gavin McClain, The childe of Xaivier, claimed the title of Prince of Little Rock.  With his sire close by and his sire’s interest in seeing a stable and Ventrue governed Arkansas state capitol, Prince Gavin has flourished and reorganized the cities primogen council into a much less powerful, but more truly representative, advisory committee.  The once fractured garou tribes have found new unity in a charismatic Chief by the name of Thomas Percy. Percy has been responsible for the recent destruction of 2 of the original coterie that claimed the city in the late eighties. Percy’s motives for dispatching with these kindred are unknown, but it is rumored that the former Tremere Primogen and sheriff were growing too close to discovering (or revealing if already discovered) a hidden caern used by the local garou.  Gavin has been more ruthless and detached as of late and the local kindred have begun to notice.  Rumors of threats to the city’s stability (mundane, mystical, and mythical) abound. The harpies’ tongues slash and burn away status like a wildfire in these tumultuous nights and alliances ebb and flow like the muddy waters of the great Mississippi. Only three things are certain about the kindred climate of Little Rock these days, tensions are high, danger lurks around every corner, and someone or something is in the shadows pulling the strings and cackling while the puppets dance!

Some things to consider when crafting your character:

· Standard character creation rules but with a total of 25 freebies instead of 15
· All character regardless of age know they are kindred and how to use their blood abilities and the disciplines that THEY THEMSELVES possess. To know more, Kindred lore must be purchased at character creation. Characters may spend blood to make their skin warm and flush, make their heart beat for a scene; however, it is assumed that the characters that do not purchase masquerade as an ability at character creation forget to do these things as a default. A character’s age and humanity may also make even these masquerade reinforcing actions difficult to effectively pull off.
· All characters begin the game with $1000.00 in their pocket in addition to or in spite of any resources they purchase at character creation. Additionally each character may start with 1 firearm, 1 bladed weapon, one vehicle, and one “container” holding 5 points of vitae. All other items are at the storyteller’s discretion and must be ON THE CHARACTER SHEET! No assumptions will be made especially in regards to “gear carried.” 

· All of the characters are relatively new to Little Rock (lived there less than 3 months) and all have the status of acknowledged, know the location of the main Elysium, have met the Prince, chief harpy, their particular primogen and Keeper of Elysium. Any character starting with a cellular phone also has the number of their primogen and the chief harpy and the main Elysium receptionist.
· Purchasing “city secrets” as knowledge will assist you in specific rumors and information about the area and each dot taking in city secrets OR masquerade will allow your character to know an additional kindred or supernatural inhabitant of the city.

Game mechanics house rules:
· Round = 5 seconds; scene = 10 minutes or 60 rounds (no it doesn’t exactly add up, but that’s the way it is gonna be, bitch!)
· Increasing stats: Expending one blood point will increase one physical attribute to its generational maximum for one scene or 10 minutes of “in game” time. Stats may be increased beyond generational limits by up to two points for one scene at the cost of one blood point per point increased.

· Feeding: characters may roll their unmodified stamina to determine how much blood they can ingest per round
· Healing: Characters may spend one blood point to heal one level of bashing/lethal damage.  Healing wounds out of combat is automatic; however, healing wounds during combat or other highly active situations will require a successful stamina roll difficulty 6. Characters must spend 5 blood points and rest for 24 hours to heal each aggravated wound level. Characters must spend 5 blood points and a willpower in order to attempt to heal an aggravated wound in combat (or during non restful activity) and then must roll their stamina difficulty 5 and score at least 3 successes to be successful.
· Initiative: The character with the highest celerity score acts first in the round.  Initiative is rolled for ties and all others without celerity. (wits + dex diff 6). The character with the lowest initiative score announces their action first and other characters announce their actions in order progressing to the character with the highest celerity. Once a character announces their actions, they may not be changed. This is to allow those with the highest initiatives/celerity the chance to chose their actions based on the actions of slower characters.

· Resisting: Resisting the use of dominate and presence (unless noted otherwise in the rules) is done by the expenditure of one point of willpower and successfully rolling willpower at the same difficulty of the acting character’s difficulty and scoring at least one success more than the acting character.
· Combat: It is assumed unless stated by the character that one will attempt to dodge or otherwise protect oneself when being attacked. For this reason attackers will always roll to hit a target by using their dex + appropriate skill vs. a difficulty of the target’s dex + dodge(when the target is aware of the attack). Characters may attempt to dodge as a main action in which case the dodging character will roll their dex + dodge (diff 7) as a contested roll against the attacker’s roll (diff target’s dex+ dodge). This dodge can only be used to dodge a single attack made against the target.
· Difficulties greater than 10 and excessive successes.  For a difficulty of 10 that a character must score at least 3 successes on then two 10’s must be rolled. This roll also is a success for any roll of difficulty 11. Thusly for each two degree of difficulty in excess of 10, then an additional 10 must be rolled in the die pool. E.g. To hit a character with a dex + dodge of 16, then an attacker must roll four 10’s on their attack. For successful rolls over 6 successes the degree of accomplishment MAY be increased. When rolling to hit a target with a melee or ranged attack, every 3 successes over 6 adds an additional die to the attacker’s damage roll.  One’s do not count against a character’s damage roll i.e. you can’t “botch” damage.

· Rituals, and other misc. Rituals take ten minutes per level of the ritual to complete unless otherwise noted in the description. Pavis of the foul presence, the blasé merit, is only effective on levels of presence up to level five. These and other such means of resistance have diminishing returns and benefits as the power that they are meant to foil increases.
