VAMPIRE: THE REQUIEM

GUIDE TO HELPING NEW PLAYERS

EXPLANATION
This is a short document to help you get the most out of your early games, and help to solve a few recurring problems that many new players face.  This document is for both new and experienced players and aims at ensuring the best possibly transition into Requiem LARP.

 

COMBAT?  “NOT IN THE FACE!  NOT IN THE FACE!” – Albert, The Tick
Combat is run in a series of phases, which can take literally hours to narrate only one minute's worth of combat.  The first (and most

important) phase is called 'Mediation' and actually takes place before any tests occur.  Mediation is where two or more players have the opportunity to narrate between each other (without tests) the series of events and their outcome.  Don't be afraid to say "I don't want to die, can you just mess me up a little?" or even come up with a long drawn out combat scene which you can then re-enact (without touching) in game. 

 

For more on Mediation, see Pages 200 through 204 of the Mind’s Eye Theatre World of Darkness rulebook.
 

MENTORING

Mentoring is where a more experienced player helps and advises a less experienced player in the steps of the Danse Macabre.  This can be as simple as how to play the game, or learning the rules, all the way up to suggesting ways for the player to get their character out of trouble (or into it, as the case may be).  The advice can be drawn on in game, or out of it, and you will find most players are more than willing to give new players a bit of time to think about their options.  

LOST?  BORED?

There are a large number of established and powerful characters whom you can be introduced to and offer your services.  Be sure to make it clear (in an out of character statement if necessary) that you are a new player and either have nothing to do, or are unsure of what to do.  Look at the list of examples below for some ideas, but be aware that the examples have been tailored for a ‘traditional’ court, although the tasks are no less applicable (note that some of these are more appropriate for downtime activities).

Note for position holders: If a new player asks you for something to do, it is your responsibility to help ease them into the Club and the game in general.  Think of a quest you could give them - something that will keep them busy and cause them to be introduced to multiple people over the course of the game.  Perhaps you could send them to see another member of the court to deliver a message, or a warning.  Maybe they need to find out something for you (perpetrator of a crime, or even something as simple as "How many of each Clan are here tonight?") - maybe you need your fluffy slippers retrieving, or you are in need of a snack and demand s/he fetch you some nubile wench/mighty moor.  Best of all, let yourself get into a position where you owe them favours, and let them work out what they can get you to do for them. 

PRINCE/REGENTS/SENATORS
-Help another established PC transport goods/messages across city

-Political observer. A task of subtly observing the political under currents in the room. Who is important, the most powerful, etc. Even ask them to enter conversation with them to see how they act and what, if anything, they offer or need.

-Spy. As above, yet the new player keeps more track of the dealings happening in the room or a specific person, then reports his findings to the Prince.

 

SENESCHAL

- Manservant. Seneschals are busy people with their fingers in many pies - give the new player some of the tasks you would normally undertake in your mundane duty. This gives the Seneschal more time for more important task, and involves the new player in the lower political workings.

PRIMOGEN/PRISCI

- Requested to recon several blocks of land, wanting full pros and cons, inhabitants, and other information 

- Bodyguard/assistant. The new player can offer his/her services as a bodyguard or assistant to the Primogen or Prisci.  In return they glean information from an area they might not otherwise be privy.

SHERIFF

- Deputy. Offer to be of service for the evening, perhaps he'll make the new player a deputy for the night. Perhaps he'll send him on some

investigations that he doesn’t have time for himself.

 

HOUND

- Someone needs roughing up - wanna help out? (Force in numbers. Even though the new player may be weak in terms of XP, he makes up another member of the posse, and it’s a great way to learn rules.)

HARPY

- Social observer. Quietly offer your services to the harpy to keep an eye and record out for social slights within the court.  Don’t forget those anecdotes!
MASTER OF ELYSIUM

- A strange car has been parked a block away from Elysium for three nights, and the Master wants you to investigate NOW, in return for a favour owed.

- Keeper of the peace. Offer your services to the keeper should he need immediate assistance for any breach of Elysium.

OTHER CHARACTERS

- Watch for anybody having a ‘tough time’.  Perhaps they’re being victimised, or shunned.  On your own, try to find out why – what is it about them that is giving them trouble?  Work out a way that you can help them, and approach them with your offer.  Of course, remember to charge a fee…

Now read the ‘Prestation’ paragraphs on Page 204 of Mind’s Eye Theatre: The Requiem.
Good Luck!
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