Clanbook Brujah

Brief History 
Think of any Mortal revolutionary movement or conflict and the

Brujah will not be far behind. Carthage was their greatest

triumph (and the cause for their hatred of the Ventrue, who they

believe destroyed their founders dream). The Brujah are at war

(or so most of them believe). They despise the Toreador, whom

they view as the Ventrue's allies. They distrust the Tremere,

Malkavians and Nosferatu, who have their own secret schemes. The

Gangrel are too foreign, too alien. Furthermore, the Brujah have

created more Caitiff than any other Clan. The Unbound would like

nothing better than to strike out at those who created, then

scorned them. The Anarch Free States, formed in Los Angeles in

1944, is the Brujah's creation and it now includes much of

California's west coast. 

What is known about the Clan founder comes mostly from the knowledge

of the other Clans. Those Clans believe the Vampire now referred

to as Brujah was, like the other Clan founders, of the 3rd

Generation and present at the great battle of the Second City.

Most scholars claim Brujah was the one who provoked the conflict

(though some whisper that he was the scapegoat for it).

However, the Brujah themselves believe it was one of Brujah's Progeny,

Troile, who turned against her Sire and slew him through

Diablerie, that caused the infighting that broke out in the

Second City. Despite the fact that the few surviving records

indicate that the ferocious nature of the Brujah did not surface

until centuries after the fall of Second City, most point the

finger of blame at Troile, and current day Brujah pride themselves 

in being rebels from the very beginning. A few Brujah Elders actually

dispute these beliefs, but they are held in contempt by most clan members.

Since legends say Troile destroyed the original Brujah,

today's Brujah trace their lineage to her, not the original. Most

accept that the Frenzy curse is derived from Troile. There are

rumours that there are still some descendants of the original

Brujah out there, widely referred to as the True Brujah, 

planning their revenge. Most Brujah do not credit this

rumour with any validity, saying no group would wait the dozen or

so millennia it has been since the fall of the Second City for

such vengeance. However, the possibility of there being a

powerful bloodline dating back so long is not a comfortable one. 

Factions 

The Iconoclasts 

The largest faction of the Clan are the true anarchs. They

lash out at anyone and everyone, with no respect for any

organisation or establishment. History is of no use to them; the

here and now is all that counts. Only the Masquerade limits their

actions and the only reason they respect that is out of

self-preservation. They are mainly to be found in the New World. 

The Idealists 

This faction consists mainly of older Brujah. Most Brujah

Elders are Idealists, looking to the past for guidance and

wisdom. Some still remember Carthage and its founders' dream of a

perfect society where Kindred and Kine lived together in harmony

- a dream dashed by the jealousy and betrayal of others.

Idealists believe the Brujah should unite to achieve these dreams

once more. Iconoclasts consider them sellouts. They figure a

Brujah Elder has traded his heritage for a comfortable seat on a

City's council. The Idealists are the most well informed, but

view the past through rose-tinted glasses. Idealists spend a

great deal of effort to avoid the Clan's Frenzy curse. They are

mainly to be found in Europe. 

The Individualists 

The smallest and most successful faction. They combine the

traits of Iconoclast and Idealist. They try to work together for

the good of the Clan. However, they do not insist others obey

their orders, like the Idealists do. They may be found anywhere

where the Clan has members of the other two factions.

Meetings 

The Rants

The primary meeting forum for Clan Brujah, these are informal

meetings that start after the end of a major concert, rock party

or other counter-culture events. No one can organise a Rant.

Though older Brujah (usually an Idealist) may try to force an

agenda, attendees often shout down such efforts. Nonetheless, the

Brujah have many enemies and have realised they need some way to

spread information. Thus the Rant has remained popular through

the last century and usually draws dozens of attendees from the

City and surrounding areas.

Usually a Rant lacks an agenda. Anyone may shout out on any

matter they wish. Conflicting speeches are often resolved with a

direct physical match. It is considered bad form to knock a rival

speaker unconscious, so impromptu pushing and shoving often

determines who has the floor. 

Brujah care little about security and any other Clan can

wander in. Since Brujah never plan secret strategies at the

Rants, they do not compromise their own important activities.

Mortals occasionally wander into the Rants. Brujah rarely

tolerate their presence, although they do nothing directly to

prevent their attendance (using Presence to intimidate them into

leaving). 

Clan Prestige is acknowledged at Rants. Those who have pulled

off some great coup come to the front and describe their

activities in graphic detail. Those that have lost Clan Prestige

are `invited' to come up and endure the crowd's insults. It is

considered good taste among the Brujah to have the courage to

come up and take one's lumps - those who do not are forcibly

brought to front (or sort out and brought to the next Rant if

they fail to turn up at all) and receive twice the insult. 

The Debates 

A debate is the forum of address employed by the Brujah

Elders. Only Elders participate, and only those from the Idealist

school. Debates are held at almost any scheduled indoor location

(often university rooms, libraries and the studies of private

homes). The younger Brujah who know of the Debates consider them

colossal bores. The procedure is relatively simple. Each of the

Elders in attendance takes one side or another of the issue to be

debated, then each presents her arguments, point by point, by

point. They argue back and fourth. If the Elders do not feel the

issue is adequately explored by sunrise, they will argue it the

next night (some Debates can go on for as long as a month). A

typical response might go like this: 

"I would like to argue against the 32nd subissue of

the 10th point that Critias raised on the third night of the

current Debate by stating that the issue is in fact negative,

rendering the 12th, 15th and 17th subissues irrelevant as

well."

The Elders do not allow notes or any other from of

transcription at Debates and ban the use of Disciplines. The last

person to have unsuccessfully opposed points is the `winner' and

the Elders usually concede to her. If they tie, then the winner

is debatable. 

The Raves 

The Brujah have woven the Kine fad of Raves into their Rants,

leading to what they call a `Rant and Rave'. A Rave usually

starts after some counter-culture event but instead of the actual

party, the host leaves as many as ten successive and different

clues (graffiti, taped music lyric or straightforward directions)

that eventually leads guests to another part of town. Some of

these clues can be so difficult that only a Kindred may be able

to follow it to the next clue, others may require Disciplines

(Celerity for example) and still others may lead the guest to

spots of danger (such as a subway tunnel or police station). 

The Rave consists of a big party, with industrial rock, rap or

dance music blasting out, The Host may supply a number of Vessels

(both willing and unwilling) for the crowd's enjoyment while the

Rant takes place.

Crimes 

The Brujah have very few rules to violate. However, the few

they have are treated with the utmost gravity.

        The Masquerade - Things may go a little closer to

        revelation than other Clans (since a Clan whose

        speciality is Presence can get away with a little more),

        however there is still a line. Usually the offender is

        forcibly `invited' to a Rant, where a rather disorganised

        voice vote is taken to determine if the violator suffers

        punishment. 

        Endangering The Clan - Especially by betrayal to

        another Clan. This is a major sin, especially if this

        leads to the Final Death of a Brujah member. Actions

        thwarting a Brujah from carrying out an act of rebellion

        are not crimes. More often it is a matter of one Brujah

        trying to embarrass or outwit another (which might earn

        Clan Prestige if done with style and flair). A suspected

        offender is brought to a Rant where they are subjected to

        a barrage of questions put forth by every member present

        (Rant members consider the use of Disciplines here as

        admission of guilt).

Punishment 
         Breaking the Masquerade - Usually the offender is

        turned over to the Prince (who's job it is to protect the

        Masquerade). In the Brujah's opinion, if the head honcho

        claims to protect Kindred from revelation, she might as

        well earn her keep. 

        Minor Violations - These usually result in exile

        from any Rants. Cutting someone off from this method of

        disseminating information may quickly lead to Final

        Death. 

        Severe Violations - These result in beatings,

        crippling and `tarring and feathering'. Beatings take the

        form of a `gauntlet' of 20 to 200 Brujah armed with blunt

        instruments which the offender must run through.

        Crippling takes the form of breaking a leg or arm bone

        and holding it in place until the offender heals the bone

        - crookedly (the greater the offence, the more bones

        broken). `Tarring and feathering' consists of the

        offender being stripped naked, pouring boiling tar on

        them (enough to inflict Aggravated wounds), dumping the

        contents of a feather pillow over them and placing them

        on a rail so that they are led out before all attending

        Brujah before being tossed in a ditch.

        Capital Violations - This is Final Death, decided

        either by a majority vote or the pleasure of the offended

        party. This usually takes the from of being staked and

        left to face the sun. 

Brujah Hierarchy 
This is based on Clan Prestige, power (based on age) and

combat prowess. These areas are usually acknowledged or proven at

Rants. Those without Clan Prestige caught trying to make a point

at a Rant are often booed and hissed out of the building. Brujah

have no leaders per se. The Elders may try to

organise them, but this is usually short lived due to the Clan's

Frenzy curse. 

Secrets Of The Brujah 
These are rare powers which only a very few Brujah are able to

learn (sometimes taking months or years to attempt to learn them,

often without success). In each case, you must find a tutor from

the correct faction in order to learn these powers (see the

Storyteller).

The Burning Wrath 
Faction: Iconoclast. 

Requirements: Strength 3+

XP Cost: 15

If you spend 2 Blood Points before a Brawl, 

the wound you will cause will be Aggravated. The Brujah

using this power becomes flush with blood and red `steam' rises

from her body, concentrating at her hands and the top of her

head. 

The Scourge Of Alecto
Faction: Idealist. 

Requirements: Presence 4+

XP Cost: 30

By concentrating on her foe, a Brujah can cause 1

non-Aggravated wound per 3 Blood Points expended in the attack.

Additionally, if the target is a Kindred, Werewolf or Ghoul, they

must make a Frenzy Test.

Iron Heart

Faction: Individualist. 

Requirements:

XP Cost: 30

Those who use Dominate, Presence or other manipulative 

powers will have +2 to their diff if the Brujah expends 1 Blood 

Point a turn in advance. 

Clan Prestige 

The Brujah award Clan Prestige for gutsy acts of recklessness

and daring - the more antiauthoritarian the act, the more

Prestige conferred. The overthrow of Mortal or Kindred systems of

rule are also rewarded. Among the Iconoclasts, wining fights also

confers Prestige, as does triumphing over a rival Coterie,

insulting behaviour and toppling a valued Clan member.

Individualists prize contributions to the Clan and their cause ,

as well as those who manage to get the other factions to

co-operate with one another. Paradoxically, because Clan Prestige

is awarded for bringing low those in high positions of authority,

those who have high Clan Prestige often find themselves targets

of the younger Brujah looking to make a mark for themselves.

Idealists, by contrast, are comfortable with having high Prestige

- many of them even crave it. 

Recruitment 

Most Brujah choose those Mortals who are leaders of rebellion

or rebellious in nature. Street gang members and idealistic

prostitutes make good candidates for the Iconoclasts, as do

vigilantes, terrorists and rock musicians. Narrow-minded blue

blood aristocrats make excellent recruits for the Idealists.

Individualists will choose anyone of the above types who

demonstrate prowess in mediation. The Embrace is usually handled

in a rushed and disrespectful manner (sometimes without the

permission of an Elder). Clan Brujah has created a larger amount

of Caitiff than any other Clan. 

Stereotypes:

        Assamites: These guys are OK - at least

        you know where you stand with them. 

        Caitiff: Take pity on these poor guys,

        they take more grief than we do. 

        Followers Of Set: Even worse than the

        Ventrue and Tremere - don't trust `em an inch. 

        Gangrel: When our interests match, then

        sometimes we'll help out. They’re pretty cool, 

        anyway.

        Giovanni: Don't trust them unless you

        have to. 

        Malkavians: If a `kook' has proven

        herself to you, you can probably trust her. 

        Nosferatu: The only Clan we really get

        along with. 

        Ravnos: This clan is OK, especially if

        you can get them on your side. 

        Toreador: Art snobs.. have fun with `em, 

         just don’t take `em too seriously.

        Tremere:  The most untrustworthy of all

        the Clans. 

        Ventrue: The enemy! They stand for

        everything we hate. 

        The Camarilla: A Ventrue idea; this

        group is a total waste.

       The Sabbat: These Licks are a lot like

        us, problem is they hate the Masquerade.

        The Inconnu: These guys have the right heart, 

         but got no idea what’s going on in the streets.

        Anarchs: Let's face it, we *are*

        the Anarchs. 

        Faeries: Avoid the Fey wherever possible

        - they just ain't human. 

        Lupines: Avoid them like the plague. 

        Magi: Imagine the Tremere without

        Vampiric powers, free to do what they want. 

        Wraiths: We have little to do with them. 

        Princes: The Princes are scum. Pull `em

        down! 

        The Blood Bond: Has to be the ultimate

        sin for a Kindred, worse than Diablerie. 

        Diablerie: The survival of the fittest! 

        Golconda: If you buy into this garbage,

        you're wasting a lot of time barking up the wrong tree. 

Brujah Of Note:

Robin Leeland 

Active as early as 1100's, this Kindred is most famous for his

resemblance to Robin Hood. When approach on this matter, he just

smiles and refuses to answer. Nonetheless, he often tries to

impress the Neonates by speaking casually of Kind Richard, the

Crusades and his days in `the forests of Sherwood'. Regardless of

his origins, Leeland has fought against tyrants for as long as

anyone can remember. He is now active in Europe, especially

England. 

