Clanbook: Malkavian





"The man who comes back through the Door in the Wall


will never be quite the same as the man who went out. He will be


wiser but less cocksure, happier but less self-satisfied, humbler


in acknowledging his ignorance, yet better equipped to understand


the relationship of words to things, of systematic reasoning to


the unfathomable Mystery which it tries, forever vainly, to


comprehend." - Aldous Huxley, The Doors Of Perception





Brief History





According to the Malkavian Elders, the long and tragic history


of the Malkavian Clan began long before the birth of the Clan


founder, the 3rd Generation Antediluvian, Malkav. It began


instead with the primal forces that shaped the formless Universe


and created order out of chaos.





The Universe was a dynamic, changing thing, full of ripe


possibilities and endless contradictions. The beings that


inhabited that flux Universe were Star Children who could be


anywhere and everywhere and nowhere at once - an existence of


pure potentiality. However, not all these Star Children were


content with the infinity they had and they conspired to keep


eternity from others. They began to carve out the infinite


possibilities and nailed them down to words and sounds. This cut


off massive sections of the flux from the other inhabitants and


cut off parts of their being as well. This caused a massive


breach in the cycles of magic in the Universe and clogged them


with scabrous lesions - the rich possibilities of magic stopped


flowing. Creatures of pure flux energies (like the Faeries)


suffered greatly from this disruption in the mana that was their


life's blood. Many perished and most of the survivors fled to the


distant dimension of Arcadia (though one day they hope to return


to their native land in force). This destructive damning of magic


continues today, as the world's reality is continually nailed to


the crucifix of science and `objective reality'. The Malkavians,


along with their secret Faerie allies, work to undermine the


reality constructs to set the mana free. 





The Malkavian Clan see their Great Kindred Progenitor, Caine,


as a man of vision, insight and power far beyond other men,


obsessed with breaking through the artificially constructed


reality barriers. The mark upon him that caused fear and respect


was not only his Kindred spirit but also his inner illumination.


Caine supposedly wanted all his Children to follow in his


footsteps, but most of them imperfectly understood his mission


and pursued selfish goals instead. Of all Caine's Children,


Malkav came the closest to understanding his quest. He sought to


pierce the veils between his inner eye and eternity by


obliterating his own perceptual and interpretative filtering


mechanisms. The end result was madness. He no longer saw the


Universe as other saw it, but saw past it to the levels of


possibility locked out when the Universe fragmented, and he


passed this new vision to his Progeny, using them to test the


infinite ways to break through psychic barriers. He knew that


many would suffer horribly because of their detachment from


consensual reality, but he believed the outcome was worth the


price. 








The Method In The Madness 





Despite the Malkavian's erratic and inconsistent behaviour, a


pattern has emerged over the last 4000 years of Kindred history.


Malkavians continue to return, in one form or another, to one


purpose: a desperate, transcendent need to break through to


something new, something unseen and unfelt. Malkavians seem


obsessed with the idea that there is far more to the world than


our eyes see and our minds interpret. Though they approach this


idea in a bewildering variety of forms, they always seem to focus


on the struggles of people and of all life to understand the


world and to know more than our senses tell us. 





Secrets Of The Malkavians 





New Ability 





Malkavian Time


This Ability allows a Malkavian to plug into the Malkavian


Madness Network (a connection of similarly deranged minds) to


learn of upcoming Malkavian events. Only those characters who


possess this Ability and succeed in a Static Mental Challenge


will be aware of when and where these events will take place. </p>





New Powers 


Malkavian Madness Network


Requirements: Telepathy


XP Cost: 2 


This Power allows a character to call a meeting of all


Malkavians with the Ability Malkavian Time. Although these


Malkavians will hear the message, they are not compelled to obey


it. The amount of Successes rolled for the message


determines the distance the message is sent: 


	1-2. Three city blocks.  


      	3-4. Three mile radius. 


   	5-6. Ten mile radius. 


    	7-8. Entire City. 


   	9-10. Entire county. 





Scrawl


Requirements: Cloak The Gathering, Spirit's Touch


XP Cost: 2 


The Malkavian with this Power can speak and write in a secret,


universal code of the insane which only other Malkavians can read


and understand. This Power can be used to leave Clanmates secret


messages or to contact all the Malkavians in a City through


graffiti. The amount of successes determines the


level of encryption: 


        	1-2. All Malkavians. 


    	3-4. A select group of Malkavians. 


        	5-6. Only those Malkavians with  Scrawl


    	7. One particular known Malkavian. 


	10. One particular unknown Malkavian* 


   


*Note: Must know the Sire or Progeny of the target. 





Malkavian Hierarchy 





Meetings


Malkavian meetings are on `Malkavian Time'. They happen when a


group of Malkavians appear in the same area at the same time,


with no apparent preplanning. They emanate messages to one


another on the previously detailed Malkavian Madness Network, a


level of consciousness unavailable to most creatures. 





Authority 


Like any other Clan, Malkavians usually yield to the authority


of their Elders (though sometimes a Neonate will say or do some


bizarre act that gains the attention and respect of the other


Kooks). In general, Malkavians defer to one another based not on


age but on how far along the Curse Of Malkav they are and how


deeply the Curse has taken root in them. 





The Curse Of Malkav 





There are five generally recognised stages of the Curse Of


Malkav, ranging in the severity of impact it has on the psyche of


the Malkavian. In all cases, the Storyteller will determine which


of the five stages your character has reached. Most Malkavians


are in the first two stages. It is rare for Malkavians to embrace


madness. Because it means giving up all connections and


associations to the physical world, Malkavians often


counter-rebel against the rebellion of their own minds, which


conflicts them utterly. 





The Fool


This is the common designation given to those who are new to


unlife as a Malkavian. They have only recently been given the


Curse and still suffer from the early manifestations of the


madness. They are characterised by tics, neuroses and mild


phobias and their Pranks are often pallid and ineffective. They


are not much of a threat as they are forced to expend most of


their energy on coping with their inner demons. They can't hide


their inner torments and the cruel Kindred of other Clans find


their breakdowns highly entertaining to watch. 





The Manic


As the Curse takes hold, it drives its victims to greater and


greater levels of excruciating psychic agony, plunging them


deeper into psychosis. The intense inner pain drives them to


outrageous acts of violent Pranking, which leave devastating


results. These uncontrollable outbursts, frenzied fits of


delirium and wild seizures are legendary among the Camarilla. To


the other Clans, the Manic is the most commonly known type of


Malkavian, because most are stuck in this stage and impossible to


ignore. 





The Madman


The first positive change that can take place in a Malkavian


comes with the acceptance of the dementia and a cessation of the


struggle against it. Malkavians usually reach this stage after a


series of debilitating breakdowns and subsequent mental


restructuring. This stage pulls Malkavians further from


conventional reality and into deeper unknown waters. By accepting


the Curse and going with the madness, Malkavians put themselves


in the hands of far more powerful and dangerous forces than their


own senses of self-preservation would allow. Malkavians who have


surrendered to the madness ride the whirlwind and do not know


where it will take them, Their Pranks become far more clever and


more precise, as their breakdowns lead to breakthroughs in


insight. Though many Malkavians reach this stage, a few arrive


here right away. 





The Lunatic


In rare cases, some Malkavians have a flash of insight in


which they realise their madness is just a tool to crack the


shell of world-illusion. They abandon the constraints of madness


and simply see through to higher realities. At this level, they


wield frightening power to break all the rules of conventional


reality and their incomprehensibly ingenious Pranks have


devastating, life-altering effects on their targets. 





The Fool


At this point, Malkavians realise that everything they know is


wrong and start over again. This stage is functionally


indistinguishable from the first stage. 





Clan Prestige 


There seems to be no visible pattern to Prestige with the


Malkavian Clan. Clan Prestige and what it is awarded for


fluctuates wildly throughout the Clan. However, 


those Malkavians that do the most to follow the


general cause of their Clan founder or those that accomplish


especially interesting or entertaining Pranks will receive the


greatest reward in Clan Prestige. 





Roleplaying Malkavians 





The obvious attraction of the Malkavian Clan is the


opportunity to play a compete Kook - to behave like a complete


lunatic, wear silly costumes, invent crazy multiple


personalities, tell daft jokes, rant in incomprehensible


language, come across as a complete comedian and generally


disrupt the affairs of others. However, this is the World Of


Darkness that we're all playing in and this practise hardly


reflects the setting. There is a lot more to this Clan than just


behaving in a silly manner. You should attempt to study the


darker side of insanity - the psychotic, schizophrenic,


manic-depressive, psychopathic and tortured aspects of lunacy.


The mania of Frankenstien and motivations of the serial killer


are the preferred stereotypes, rather than the ravings of the


wacky stand-up comedian. The Malkavians should be the hardest and


most challenging Clan to roleplay rather than an excuse to have a


party at someone else's (as well as your own) expense. At the


very least, read the description of your chosen Derangement very


carefully (for example, Multiple Personalities only goes


as far as changing your Nature and/or Demeanour - so you might


have a repressed sadistic streak which occasionally surfaces in a


highly violent manner - the film Raising Cai or


the Joker from Batman display this perfectly).


Those that portray this style of madness well will be suitably


rewarded through Roleplaying XP awards. <





Stereotypes





	Brujah: Prank them good and help them


        	rebel against everything they hold dear. 


    


	Gangrel: May be lost in forest of their


        	minds, but they can sit quietly and watch the moon rise. 





	Nosferatu: Know a hell of a lot about


        	the Big Picture, but the price is rejection. Pee-yoo! 





    	Toreador: They live for pleasure, but


        	are not alive and cannot experience it. Free them. 





	Tremere: Clever lads, but oh, so


        	serious. ZAP! You can't have the power without the


        	psycho. 


    


	Ventrue: If there was anyone else easier


        	to torment than these stuffed capes, we'd have to quit. 





	Caitiff: Poor lost lambs. Pity them not,


        	but give `em as good as you give everyone else. 





	Assamite: That's a mite stupid, silly


        	limitation, but that's a mite powerful solution. Avoid. 





    	Followers Of Set: Try to remember the


        	snakes of the Nosferatu and follow, follow, follow





	Giovanni: The Godfathers of Souls, they


        	don't like jokes AT ALL. 


   


	Salubri: Do they really exist? Do they


        	really have a third eye? Who knows? 





    	The Camarilla: Got to be the greatest


        	idea we ever came up with. An endless source of fun. 





	The Sabbat: More fun than the Camarilla


       	 `cos they Prank so easily, but they can't take a joke. 





 	The Anarchs: Most rebel against their


       	masters, but how many rebel against themselves? 





	Golconda: If you want it, go for it. Me,


       	 I prefer blood. 





  	Lupines: A fun bunch. Join the Lunatic


        	Fringe, our alliance with the trickster wolves. 


	


	Magi: Madness and magic go together.


        	Unfortunately, most of these guys are sane.





   	Faeries: Our best pals (on the nights


        	they're speaking to us). Get to know `em better. 





Malkavians Of Note 





Rasputin 


The mad monk of Russia did not die in the Great Revolution,


but went deep underground, where he continues to bedevil the


Russian people out of an undying thirst for revenge. Mad beyond


all reason, he broadcasts terror in the interests of keeping the


Russian people divided and broken. Some suspect him of being a


pawn of the Nosferatu, Baba Yaga. 





Crazy Jane 


England in the 17th century was not a hospitable place for


poor women. Jane Pennington went mad from disease, unsanitary


childbirth procedures and overall the decay of British society.


She ended up in a filthy asylum run by a powerfully wicked


Malkavian named Mad Tom. He made her one of his Kindred slaves,


which intensified her madness, But it also gave her special


insights into the nature of magic and power. She rose up and


dethroned Mad Tom, turning the asylum into an oasis of peace in a


mad world. However, before too long, the Ventrue saw the asylum


as an attempt to organise Malkavian might and destroyed it. Crazy


Jane did not rebuild it, but took it as a sign to that she had no


home. She now wanders the world, seeking out Malkavians who have


difficulty adapting to their madness and helping them embrace the


Curse Of Malkav. Her very existence is a matter of some debate.


The Ventrue claim they destroyed her and the only Malkavians who


have ever seen her have been those undergoing extreme psychic


distress. But many revere her as a healer and greet each other


with the saying, "May Crazy Jane see you through your next


breakdown"


