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The Invictus.

Some Kindred speak that name as a curse. Others say
it with envy. To the members of this society of vampires,
however, their name is the proudest boast imaginable.
Empires rise and fall but they remain the Unconquered
— the eternal masters of the night, ruling vampires and
mortals alike.

Vampires newly come into the secret world of the
Damned often have trouble understanding the Invictus.
In the modern world, how can anyone — even a vam-
pire centuries old — keep the pretense of being a feudal
lord? Surely, the Invictus must be a joke, nothing but a
few ancient bloodsuckers lost in dreams of the past. Per-
haps other Kindred humor the Invictus because of the
personal power that age confers on the Damned, but —
take them seriously? Bow before them, call them Prince
or Regent or Lord, and mean it? Impossible!

Later, these Kindred learn the Invictus have as much
power as the stories say. In many cities, the Invictus re-
ally are the lords of the night. Other Kindred really do
bow before them, use their archaic titles and follow their
formalized rituals. The Invictus are the secret influen-
tial power behind vampiric and mortal institutions alike,
steering rulers and guiding authorities overtly and co-
vertly. No tool of influence is off limits to them. The
Invictus whisper in the ears of corporate executives and
claim powerful mortal politicians as their vassals. They
blackmail enemies with untraceable, insidious agents in
the shadows and frighten allies into subservience with
nebulous, terrible threats from on-high. The Invictus
lies and promises, bullies and seduces, empowers and
undermines, cajoles and oppresses, creates and destroys.
The Invictus shapes the night and defines the lines of
civilization. And the Invictus does all of it without dis-
respecting or compromising the Masquerade.

These relics of bygone ages somehow keep a grip on
slender but vital threads of the modern world, the same
threads that have pulled and tangled Princes and kings
for millennia: the fibers of the human soul that want
power and do anything to get it.

Some Kindred become bitter. “It isn’t fair,” they say,
that an elite society of undying monsters should hold so
much power and keep it from younger hands. They must
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be cheating. Resentful younger Kindred think of the
Invictus as the ultimate greedy, self-centered Establish-
ment: the ruling class that did nothing to deserve such
power, but does anything to keep it.

The elders of the Invictus disagree. When they deign
to notice such complaints at all, they say they earned
their power long ago and prove they deserve it every
night. They spent centuries clawing their way up the
ladder of power. Let the insolent younglings do the same.
When they have built a fortune — when they have
battled witch-hunters and horrors stranger than vam-
pires, when they have survived the murderous plots of
their rivals to seize power for themselves — then let them
talk, and the Invictus listen.

The covenant’s elders would also point out how many
younger vampires take that advice. For now, the
covenant’s ancillae and neonates bow and serve their
elders. The young ones are paying their dues and learn-
ing the trade of power. In them, the elders say, behold
the Princes of cities yet unborn. The path is hard and
progress slow — but those who prove themselves truly
Unconquered shall win power and glory forever.

For, one night, every elder must relinquish his seat for
a time. Every elder must eventually trust his estate to
another while he lays in deathly torpor. Every elder must
find others to trust, and where else should one look for
integrity and success but within the Invictus? Eventu-
ally, all power must be shared with those who have sur-
vived the nights and aged to excellence.

They shall be lords of the night. They shall be masters
of Kindred and kine. They shall never be defeated.

Invictus!

How To Use This Book

Invictus is a supplement to Vampire: The Requiem.
This book is a guide to the covenant known as the
Invictus, or the First Estate — the aristocracy, nobility
and gentry of the Damned. In the following chapters, play-
ers and Storytellers will find tools, inspiration and advice
to create Invictus characters and details to make them
stand out from other Kindred. This book describes how
vampires join the First Estate, how they advance in the



covenant, what they believe and how the Invictus con-
ducts its affairs. Players and Storytellers alike will find a
wealth of information about the Invictus to inspire
chronicles and stories — whether those stories are un-
folding in the chronicle now or lay tangled in the history
of aplayer’s character. Even when no one plays an Invictus
character at the table, the First Estate is an important
part of a chronicle’s setting that cannot be ignored.

Invictus is divided into the following six chapters, plus
the Introduction you're reading now:

Chapter One: A History of the Invictus recounts
the legends of the covenant’s origins and early history.
The First Estate’s history becomes somewhat more reli-
able in recent centuries, but the covenant’s recent his-
tory is tied up in the unique, local histories of uncounted
domains. Here you can learn something about how the
Damned of the Invictus survived the fall of the Roman
Empire and came to be the power of the modern night.

Chapter Two: Unlife in the Invictus looks at the
covenant from the outside. Here you can learn about
the First Estate’s beliefs, its special titles and offices and
its relations to the clans and the other covenants. This
chapter also tells how the Invictus tries to govern a city’s
Kindred when the First Estate is the dominant power . .
. and when it’s not.

Chapter Three: The Invictus and the Danse Maca-
bre inspects the covenant’s inner workings. Here, you
can learn how vampires join the First Estate and rise
through its ranks. This chapter reveals how knightly
orders and guilds help structure an Invictus member’s
Requiem and the elaborate codes of etiquette the
Invictus demands from its members. From siring childer
to giving gifts, this chapter tells you how to do things
the Invictus way.

Chapter Four: Factions and Bloodlines provides a host
of groups for characters to join, influence or oppose. Fac-
tions are groups of Invictus Kindred with common inter-
ests, almost like miniature sub-covenants of their own
within the greater Invictus; they range from hidebound
relics of the feudal era to young hustlers of the modern
business world. Bloodlines provide more variation within
the Blood of the First Estate, with distinctive powers and
peculiar subcultures of their own. This chapter also in-
cludes a pair of rare “ghoul families” — thrall lineages
bound by blood in service to the First Estate.

Chapter Five: Oaths, Merits and Disciplines collects
a miscellanea of rules-related material. This chapter of-
fers new Disciplines, Merits and Devotions unique to
Invictus characters. You'll also learn how the First Es-
tate enforces its oaths with supernatural power and dis-
cover mysterious properties of the Blood that the cov-
enant inherited from its misty past.

The Appendix, Allies and Antagonists, offers a selec-
tion of quick-and-dirty Invictus characters you can either
use in your chronicle right away or develop in detail. You'll
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also find more complete characters, with their own goals,
vendettas, enemies and aspirations. You can bring these
characters and their stories into the chronicle as antago-
nists, Mentors, Allies or something less clearly defined.
All of these characters provide the ideas, numbers and
drama you need when you design your own characters,
whether you are a player or Storyteller.

Theme

Any Vampire chronicle can involve the Invictus, but
some themes work especially well with this covenant.
Many Invictus-centered stories can focus on the First
Estate’s claim of aristocracy: rule by the wellborn or, lit-
erally, rule by the best. Are the covenant’s greedy, power-
hungry, manipulative elders really the best in Kindred
society? Or are the elders really the creatures best suited
to rule a race of monsters?

More generally, the Invictus is a grand venue to ex-
plore the nature of power. Where does power come from?
Who gets it, and how? Who should receive power, and
who does receive it? What is the difference between
power that’s achieved and power that’s bestowed? At
what point does the struggle for power overwhelm the
purpose of power? Can power be taken or must power be
given? How can one measure defeat? When can success
truly be declared? Is the getting better than the want-
ing? Once you have power, how should you wield it?
Where does firm leadership end and tyranny begin? Does
rank deserve its privileges?

Through the Requiems of Invictus characters, Story-
tellers can show many different answers to these ques-
tions. The players’ characters can choose answers for
themselves as they struggle for power within the cov-
enant, or against it. Once characters have made their
choices, the Storyteller can create stories that ask the
question in new ways or redefine the answers.

The persistence of the past is another good theme for
the Invictus. More than any other covenant, the First
Estate draws legitimacy and guidance from the past. The
Carthian Movement and the Ordo Dracul, each in their
way, seek a consummation in the future — a transformed
self or society. The Lancea Sanctum and the Circle of
the Crone believe their precepts are timeless and unaf-
fected by changes in the world around them. The
Invictus, however, revere age and history. Its elders claim
the right to rule because they are old, with the experi-
ence of centuries. Do the achievements of the past jus-
tify power in the present?

The covenant likewise exalts tradition: doing some-
thing because it’s what you, or those who came before,
did in the past. Sometimes, tradition is a source of
strength and security in uncertain times. Sometimes,
tradition stultifies. Individuals and whole societies have
doomed themselves because they refused to accept
changing circumstances. Should the Invictus adapt to a



swiftly changing world? Hold fast to the old ways, confi-
dent they’ll be vindicated? Or strike back and try to force
the world into an archaic but proven pattern? What part
of the past is strong and true, and what is truly outdated
and a danger to the present? What is a tradition and
what is a holdover? What persists and what is bygone?

Once again, such questions have no single answer: the
First Estate gives players and Storytellers a chance to
examine — and embody — many possible answers.

Theme For Players

As a protagonist in your stories, the character you cre-
ate as a player is sure to be affected by the themes of the
chronicle. At the same time, your character your agent
in the narrative — the means through which you con-
tribute to the story — so he also has the power to affect
the themes of the chronicle as well.

Think about your Invictus character can be involved with
the themes of the covenant. Think about how he can con-
tribute a theme of his own to the chronicle and how he
can contribute to themes of the chronicle, as well. If the
Invictus, as a body, bring certain themes to mind when
they appear in a story, then your character should have the
same ability to invoke or imply a theme of his own. In
general, your Invictus character’s own theme should jive
with those of the covenant, but that’s not strictly necessary
— perhaps you're using the covenant to contrast your
character’s personal themes with those of his peers. Your
character may be Invictus, be he isn’t the Invictus.

Some Storytellers don’t want to speak plainly with their
players about the themes they intend to explore — slowly
revealing a story’s theme is part of the fun — and as a
player you should respect that. You may still find it enter-
taining to select a theme for your Invictus character, how-
ever, if only to have a landmark for yourself as you ex-
plore the philosophical territory of the covenant and the
chronicle. A theme, then, becomes a ball you can keep
your eye on, or a yardstick you can use to measure your
character’s presence in the drama as it plays out.

What's important to keep in mind when considering
themes for your own character is how he’ll interact with
the tales the Storyteller has planned. Avoid creating
difficulties for the Storyteller. Don’t pick a theme for
your character that clashes with those of the chronicle
in general. A Storytelling game is a cooperative narra-
tive, remember; you're all in it together. If you want your
stories to be the best they can be, you have to collabo-
rate with the Storyteller, who has taken it upon herself
to be responsible for a lot of the work. Don’t assume
that building a theme into your character is going to
make that theme the heart of every story (or even any
story), and don’t think that a theme that makes your
character the star of the show.

Instead, find a theme for your Invictus character that
works with the themes the Storyteller is associating with
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the covenant in the chronicle. Involve your character
in the larger themes of the chronicle, or interact with
them by contrasting, rather than clashing, with them.
[s the Storyteller using the First Estate to raise questions
of power and responsibility? Then you might decide that
your character seeks power the covenant but tries to
dodge his responsibilities to it, becoming almost an em-
bodiment of the covenant’s theme. If the Storyteller
decides to use the Invictus as an example of undead stag-
nation and the gradual erosion of morality by years of
darkness, then you might create a modern young Invictus
Kindred who believes he can bring morality back to the
crusted folds of the covenant. Thus your character be-
comes a test of the covenant’s thematic question in the
chronicle: Can humanity flourish if it cannot die?

Including a theme into your character concept (or vice
versa) is easy. Select a few trappings that evoke the theme
you're after — dilemmas, characters, settings — and write
them into your character’s history. Then, decide on a
goal for your character that will require him to face the
thematic question you've chosen. In general, if you were
to write out your character’s history, you should be able
to use that thematic question as the last sentence.

As an example, let’s say the Storyteller has told you
that one theme of the chronicle will involve the differ-
ence between “power achieved and power bestowed.”
To help manifest that theme in the game, you create
(with the Storyteller’s approval, of course) a character
that exemplifies “power bestowed:” an Invictus neonate
that has just inherited some authority and responsibil-
ity within the domain from his torpid (or dead?) sire. To
represent this inherited authority, you give the charac-
ter three dots in City Status. To show that this status
was granted, rather than earned, you refrain from giving
the character any dots in Politics yet. As the game
progresses, you'll decide whether the character should
purchase dots in certain Social Skills, or if he should
rely on the influence that comes with his City Status,
instead — you’ll let the outcome of future stories guide
your decision later on. Will the power he’s inherited
make him soft, or will it stir a thirst for more power?

This is important: Remember when you’re creating
your character that you're setting him up for a future
you can’t completely control. Don’t fixate on your theme
— let it adapt to the chronicle as it unfolds. Other ques-
tions should surface as more stories play out. Following
the above example, your character might find that lazi-
ness has made him powerless despite his authority, or he
might find himself battling the consequences of his own
thirst for power.

Don’t try to answer your character’s own thematic
questions. A thematic question often has no singular
answer, and part of the satisfaction that comes with a
well-played story arises from unexpected answers that
lead to new, intriguing questions. Your character’s the-



matic question might never even be answered, and that’s
fine, too: the question lends meaning to the stories you
tell. It draws your character through the chronicle. It’s
more important than the answer.

Mood

You can suggest aristocracy and the power of the past
through the trappings of archaic splendor. Vampire: The
Requiem says that a Prince’s court doesn’t literally look
like a medieval monarch’s court, but with the Invictus
in charge, it just might. Maybe the Prince does wear a
crown, carry a scepter and dress in the satin, lace and
ermine of centuries past, with armored knights at his
side. If that seems too over-the-top, you can otherwise
suggest an antiquated mood with Victorian frock-coats
and gowns — clothing close enough to modern fashion
that a person could wear it and not seem much more
than eccentric.

When you see a whole room full of people dressed that
way, though, either you're watching Masterpiece Theater
or you're with people who don’t want to admit the 20th
century has happened. Don’t focus on outdated fash-
ions and accessories if such things will work against the
impressive air that should come with the Invictus. Some
groups of players may see Edwardian tuxedoes or Prus-
sian dress sabers as ridiculous rather than romantic. A
crown may be dramatically regal or absurdly over-
wrought. Remember that the Invictus champions the
Masquerade: sometimes a tie-pin in the shape of a scep-
ter or a signet ring decorated with a crown is enough to
provoke the right balance of mystique and awe.

The settings you choose can also create a mood of regal
but outdated power. Victorian mansions, Gothic churches,
palatial museums and opera houses are all suitable places
to encounter the First Estate. Create contrast by pairing
them with the trappings of modern power: the stretch
limousine, a retinue of large men in tailored black suits
with sunglasses at night and radio receivers in their ears,
the CEO’s three-story office with a Roman statue in one
corner and a desk the size of a battleship. Your players will
get the idea of the corporate elite as the modern world’s
lords and ladies — fit company for the Invictus.

The First Estate also engages in many archaic rites and
customs. A gathering of Invictus features solemn pro-
cessions, the swearing of oaths and elaborate courtesies
rejected by the modern world. The Invictus fight duels
over questions of honor. A message from an Invictus
doesn’t come as an impersonal email or memo: a courier
shows up at your door to hand you a letter handwritten
by the Prince’s secretary, sealed with wax and stamped
by the Prince’s ring.

However, the opulence and archaism of the covenant
often assumes darker shades of decadence and tyranny
— the heavy hands of those who stayed in power far too
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long can fall unchecked on the serfs below. The finery
of centuries past becomes soiled and sodden in horrific,
gluttonous blood feasts. Breaches of antiquated proto-
col are met with equally antiquated tortures: beatings,
flayings, the stocks, the rack. Nobility goes hand in hand
with savage cruelty among the Invictus.

Mood For Players

As a participant in the larger play of the chronicle,
the character you design as a player is an important con-
tributor to the overall mood of every story. As a pro-
tagonist in the story, your character has the power to
help define — or ruin! — the mood of the story as well.
Don’t be irresponsible with that power.

When you play an Invictus character, other players
and their characters are likely to make assumptions about
the attitudes and style of your character. Likewise, the
Storyteller may expect certain behaviors, goals and meth-
ods from a Kindred of the First Estate. Although you’re
not obligated to play an Invictus character that thinks
and operates completely within the stereotyped bound-
aries of Invictus behavior and philosophy, you should
know how those expectations affect your character’s role
in the larger chronicle.

A character that defies expectations and breaks the
barriers of stereotypical roles can be great fun to play,
can vitalize stories with unique viewpoints and spark
exciting new takes on common Vampire stories. But such
characters can also muddy the common ground other
players in the group need to feel like they have a strong,
shared mental image of the game world and wither the
mood the Storyteller tries to set when involving the
Invictus in the chronicle. The easy fix to this sometimes
difficult to foresee problem is to communicate the style
and attitude of your character to the Storyteller as soon
as possible. Rather than trying to surprise her with a star-
tlingly strange vampire aristocrat in a city of modern
undead executives, work with the Storyteller to find out
how your character — unusual or not — can enrich the
mood of the chronicle. Storytelling games work best
when they’re a cooperative process, rather than
adversarial. Working against the atmosphere crafted or
expected by the Storyteller and the rest of the players
breaks mood — collaboration expands the mood.

One key to understanding how your character affects
the mood of the chronicle is recognizing the difference
between the concept and the portrayal. Any concept can
fit with any mood with the right portrayal (and the right
audience), but conflicting portrayals can be disappoint-
ing or disastrous to the narrative. A treacherous, crooked
Invictus Sheriff with no regard for the well-being of Kin-
dred below a certain age could be portrayed as a dark and
violent bastard prone to strong-arming, extortion and
back-alley threats or he could be played as a foppish, self-
serving weasel that'll do anything to anyone for even a
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cosmetic advancement of his station in city politics. Ei-
ther style could undermine a story’s mood if the Story-
teller is attempting to create a particular atmosphere
around the vampires of the First Estate. If the Storyteller
wants the Invictus to appear, in the current chronicle, as
a dangerously outdated political ruin from which riches
and power might be excavated, a lively and jovial aristo-
cratic playboy can go against the feeling the Storyteller is
after. By working with the Storyteller, you might find a
way to use your contrary character concept to create con-
trast — and thereby better reveal the style of the rest of
the Invictus — rather than creating conflicting moods.

Remember that, as a player, your character might be
seen as a representative of the covenant to the “audi-
ence” of the game: that is, the other players and the
Storyteller. Your character is a part of the covenant as
much as it is a part of her. The covenant is a fabric of
ideas the Storyteller can use to dress settings and con-
jure certain moods in the story, just as you can use it
costume your character in the trappings of power, tradi-
tion and history. Don’t dress your character in clothes
that clash with the stage.

The General and The Syeciﬁc

This book is biased. What you'll find in these pages
is what you might expect to learn from Invictus vam-
pires themselves. Reading this book is a way to get into
character. It’s not necessarily the final word of truth
on the First Estate — the Storyteller gets to decide what
that is.

Without examining every domain in the World of Dark-
ness, all this book can do is present some of the facets of
Invictus culture, society and philosophy that are com-
monly found in cities where the Invictus holds ground.
Remember: There is no central Invictus headquarters
sending out talking points and strategies to Princes in sat-
ellite domains. Invictus culture is spread by practice, by
word of mouth and by personal contact and conduct.
Though the Invictus of one domain may be politically
descended from an Invictus traveler from another city,
it’s very likely that the two cities have no formal connec-
tions or even regular communication at all.

When an Invictus vampire gets off the plane in
Montreal, he can’t just look up the local consulate or
call City Hall — the Invictus are agents of the Masquer-
ade. They’re secret.

Even if one Invictus Prince has a phone number for
an influential Invictus in a nearby city, no formal proce-
dures exist for one dynasty of Invictus to respect or main-
tain the relationships of its predecessors. A new admin-
istration has little reason to maintain diplomatic ties with
another — these aren’t formal, public nations, after all.
It’s more likely that, when that Invictus contact in an-
other city is displaced or ousted, one night the phone
just keeps on ringing; no answer, no news, no word.



Thus most vampire domains develop alone, like oases
of blood in a desert at night. Massive trends in Invictus
culture develop by happenstance or coincidence rather
than design. Though commonalities can be seen and
described from one Invictus domain to another, do not
mistake such vague uniformity for homogeneity; do not
mistake patterns for design.

If anything, many Invictus domains that operate simi-
larly do so through a quirk in the development of im-
mortal societies: the effect of one trend can take many
mortal lifetimes to run its course. One kernel of wisdom
passed from one Prince to another can take a century or
more to pass to a third ruler, and even then the informa-
tion is only second-hand. Invictus domains are always
changing, always moving apart from one another, but at
a glacial rate.

A handful of foolhardy or hard-working nomads might
see enough domains to draw broad conclusions about
the nature of the covenant across the country or the
continent, but most generalized information about the
First Estate comes from small numbers of tales and gos-
sip spread by messengers and rumormongers over the
course of decades or centuries. Many of the stereotypes
Kindred have for the First Estate are decades old but not
yet out of date — the Damned change slowly, the
Invictus almost not at all. And yet, if the last word from
another Invictus domain were a century old that would
not seem altogether peculiar.

WE, THE InviCTUS

Throughout this book, you'll find references to
what “the Invictus thinks” or how “an Invictus
behaves.” Don’t be mistaken by such phrases. Such
statements are descriptive of the way the
covenant is seen to operate, not indicative of some
mandate prescribed and engraved in marble by
some King of the Invictus. The language is
decidedly deceptive, and by design.

Many Invictus elders say things like “the Invictus
can't condone such behavior,” or “the Invictus
have never believed such lies.” Who are “the
Invictus” in those sentences? That depends on
who's doing the talking. When a Kindred says “the
Invictus,” he might mean “most of the Invictus
I've known,” or “the one or two vampires who
taught me,” or “my sire.” The eldest among the
Invictus, who know (or can claim to know)
vampires who walked the earth in ancient nights,
might refer to ancient Invictus Kindred when they
say “the Invictus” — or they might simply wrap
their own wishes in the esteem that comes with
the Invictus name.

This book provides Vampire players and Storytellers
with information many Invictus vampires may not have.
Certainly it grants a broader perspective on the Invictus
than most Kindred have the resources or experiences to
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develop. Remember that when conceptualizing your
characters, stories and settings. The Invictus gets its
image from the importance its members put on tradi-
tion and stability, from respecting and upholding what
has come before — not from a constitution or national
figurehead.

First: the Masquerade, Then: Everything Else

Although a great deal of the resources amassed and
manipulated by the Invictus are put toward influencing
Kindred and mortal society, the First Estate cherishes
and protects the Masquerade. No failure, no incomplete
plan, no misstep can bring ruin to the Invictus so long
as they have the shield of the Masquerade. It is the wall
around their city of secrecy. Within its protection, all
other concerns can be managed and recovered with time,
patience and ingenuity. As long as the Invictus have
the cover of mortal ignorance, they can carry out all
their other works with some measure of confidence.

The overwhelming importance of the Masquerade is
sometimes under-appreciated by neonates, and even
some ancillae, within the covenant, who make the mis-
take of pursuing their goals and expanding their power
bases at the cost of secrecy. They reveal themselves or
their monstrous natures to the mortals they seek to in-
fluence, expecting fear to render their investments in-
vincible. It’s a foolish mistake, and wise Invictus do ev-
erything they can to make sure their charges, vassals and
childer avoid it.

Revealing the truth about the existence of the Damned
to any but the most loyal and secure retainers only weak-
ens the position of the Invictus, and indeed all Kindred.
An asset with knowledge of Kindred society becomes
more susceptible to the influences of other covenants.
Worse, they come to think of themselves as powerful by
extension. Eventually, such awareness leads to betrayal,
breakdowns or perilous curiosity. One night, some mor-
tal comes asking questions about the occult or the Blood,
or he calls crying in the middle of the night, unable to
deal with the lies and the blood anymore. One day, the
mortals think they’ll take what they want from their
undead masters and come with shotguns and crowbars
into the haven of an Invictus who thought immortality
made him invincible. The Invictus know better.

Several familiar Invictus proverbs remind all Kindred:
nothing can be gained by breaking the Masquerade that
cannot be gained some other way. Whenever the Mas-
querade is broken, the transgressor has surrendered a field
to the mortal world. Mortals can only ultimately gain by
knowing the truth. Kindred can only ultimately lose by
revealing themselves. Though every vampire is sure to
make “a mistake of the Masquerade” on some night of
her Requiem, every Invictus should be ashamed when she
does. Every mortal who knows the truth is a living defeat.



It is not Damnation that makes a vampire immortal,
that much has been proven countless times throughout
history. It is not perfection that makes the covenant
unconquerable; no vampire is perfect. It is the beating
heart of immortality in the deceptive flesh of the Mas-
querade that together enable the Kindred of the Invictus
to endure for eternity.

Fendalisin and Storytelling

Feudalism is good for telling stories. The idea of feudal-
ism might bring to mind images of specific historically
feudal societies, like medieval Europe, but the social struc-
tures of a feudal society don’t have to come with all the
baggage of manorialism and serfdom. The neofeudal soci-
ety of Vampire — which revises or updates some of the
old-fashioned “givens” of traditional feudalism — is about
private social contracts and loyalty, allegiance and mu-
tual opposition, and servitude in exchange for rights,
wealth or protection. The emphasis on personal territory,
lineage and fealty makes feudalism ideal for social crea-
tures like vampires, who sustain themselves by hunting
and define themselves by their blood.

More importantly for social creatures like game-play-
ers, a society built on these ideas makes a great environ-
ment for tales of intrigue and personal horror. The
neofeudal order of Kindred society in general, and Invictus
culture in particular, puts the focus on individual rela-
tionships between characters rather than overarching rules
of governance and elaborate systems of law. Fealty is about
allegiance, and any diagram of a feudal society is also a
diagram of personal loyalties and formalized — though
sometimes improvised — power structures. Stories of poli-
tics and intrigue are about what characters that want some-
thing another character has — or can provide. A feudal
hierarchy is built on these relationships.

By building Kindred society on a system of personal
contracts, every relationship becomes subtly distinct but
intuitively understandable, like a family’s. Tales of in-
trigue arise out of the need to escape or change the terms
of a feudal contract or the effort to uncover the private
alliances between local Kindred. The presence of the
Invictus in a chronicle adds weight to the neofeudal sys-
tem by providing greater material benefits for participa-
tion (like dominion over a city park or skyscraper) and
multiple ways to formalize, legitimize and dramatize the
social contracts between characters. Blood Oaths are just
one extreme example of this.

The things vampires do to survive are inherently hor-
rific. The neofeudal society keeps it personal. The re-
sponsibilities of a liege or vassal aren’t something she’s
born into — they’re something she chooses, something
she swears to do.

Fealty grows naturally out of these personal contracts
(though with a Vinculum involved, it may be magnified
supernaturally). Fealty is, broadly, just a kind of devoted
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loyalty to a partner, leader or “team.” Without any clear-
cut good guys running around in the World of Darkness,
fealty helps organize characters into many different, man-
ageable factions. To tell stories about politics and intrigue,
Storytellers need different factions to play against each other
— whether they’re covenants, coteries or something in
between. With fealty as the standard political relationship
in vampire society, new factions can be created across cov-
enant and coterie lines by allying characters with one an-
other based on their personal goals and needs, rather than
their religious or political affiliation alone. A whole other
dimension is added to the Danse Macabre.

Fealty and Secrecy

Fealty doesn’t only manifest as a formalized social con-
tract. Fealty is about being faithful, not about formality.
Remember that fealty doesn’t have to be common knowl-
edge. Vampire stories are rife with deceits and betrayals
— secret pacts and hidden loyalties are an integral part
of the Danse Macabre. Every domain’s political map
should be rife with secret passages of hidden loyalty and
private bargains.

Forbidden affairs, behind-the-scenes allegiances and
secret pacts carry just as much political weight in the
Danse Macabre because personal relationships are the
fibers in the tapestry of vampire society, rather than the
rule of law. A decision made out of some personal bias
may be unfair, but it might not be possible to overrule
such a decision simply because it was biased; the Prince’s
reasons are her own, and she is entitled to make deci-
sions based on whatever factors she sees fit. Power
branches out from her. Thus, secret pacts and invisible
alliances may be substantially more valuable than pub-
lic relationships, for they have as much power to affect
those involved as any public relationship, but without
the hindrance of attracting attention from an unwel-
come audience of meddlesome monsters.

Fealty and Territory

In the world of Vampire, territory is a practical con-
sideration meant to keep ferocious xenophobic monsters
from slashing each other’s throats. Beyond that, it clearly
delineates authority and blame — a Regent is respon-
sible for what happens in her territory. This territorial
system also reduces the volume of bureaucratic flotsam
that could otherwise entangle the mechanisms of Kin-
dred society. Bureaucratic entanglements can be followed
like roots back to the tree, and that’s not what the rulers
of a masquerading society of murderous liars want.

Kindred culture is spread through word of mouth and,
especially when the Invictus is in power, personal mes-
sengers — binding rulers directly to their territories is
leaner and simpler to understand for common folk. Leave
bloody fingerprints in Wicker Park and get in trouble



with its Regent: that’s easy to express, easy to remem-
ber. Instead of representatives and districts being a tangle
of positions, people, terms of service and redrawn dis-
tricts, there is only the territory. The domain and its
Regent are the same thing. The Prince is the city.

In the stories you tell about the world of Vampire,
neofeudal territorialism involves characters with the
setting in an immediate, intimate way. It transforms the
political landscape into a physical landscape: to see the
Invictus leader, go to her part of the city.

By giving the figures in power a direct relationship with
the game world, the Storyteller gains new tools to use to
enrich the narrative, too. Neighborhoods and nightclubs
linked directly to a character become easy tools for sym-
bolism. An Invictus Regent who holds audience in a rot-
ten tenement apartment seems very different than one
who receives guests in a Turkish bathhouse. When a rival

The language of the Invictus is drenched in tradition
and shot through with subtle, coded terms meant to aid
in expression while remaining within the bounds of strict
etiquette. It serves as a doubly-enforced slang, exclud-
ing outsiders who cannot understand the Covenant’s
rules of communication, and then excluding those who
learn the rules but cannot interpret the detailed, com-
plicated vocabulary of its Kindred.

The following terms are but a sample of the multilay-
ered idiom of the Invictus.

angel: A vampire who supports artistic endeavor as a
means to achieve status.

aspiring: Scheming, overeager or difficult.

blooded: The condition of pure lineage, though the
definition of “pure” varies from domain to domain.
Generally, a line of Kindred in which all members are
Invictus can be said to be blooded. Likewise, a Kin-
dred is said to be “blooded with” or “blooded to” other
members of her same bloodline. Usage: Careful what
you say: she’s blooded to the Prince. or Prior to his Em-
brace, theirs was a blooded line.

breathing: Panicking, acting irrationally, being
emotional. Implies weakness. Usage: You should’ve
seen Matthew last night; I've never known him to be
such a breather.

castle: To fortify one’s position. To withdraw
from a debate without conceding the point. From
the maneuver in chess. Usage: Something must have
gotten to Edgar for him to castle like that.
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Kindred goes from meeting with the protagonists in park-
ing lots to hosting them on his roof deck with a skyline
view, the players, as participants in the story, experience a
change as well. Use the territoriality of Kindred society
to control the mood of stories, then: a chronicle that be-
gins by examining the Invictus who preside over the most
filthy and miserable crack dens in the city can be ener
gized when the characters later set foot on the wooded
lot of the posh, overwrought mansion maintained by the
Inner Circle. Thus characters themselves become char-
acteristics of the game world, and vice versa.

The Invictus make it easy for Storytellers to use por-
tions of the game world itself as a prize for success in a
story: “Get the Mekhet Priscus to sign on with us and
I'll give you this city’s subways.” There’s no better way
to give characters a chance to change the city than a
piece at a time.

drab: A lazy or unskilled vampire. May also be used to
refer to the majority of Kindred, i.e. those who are not

“Kindred of Quality” (see below).

dynastic compact: The binding contract or oath that
forms the foundation of a cyclical dynasty and establishes
the rights and responsibilities of each of its members.

eccentric: One who is insane and/or overpowered by
the Beast. An unreliable vampire.

eclipse: An Invictus euphemism for torpor. May also
refer to the time spent in torpor. Usage: The eclipse has
claimed her. or: The nineteenth century was eclipsed for me.

exercise: A period of elementary training in Guild
membership. Also used in reference to an unskilled or
amateur attempt. Usage: My debate with the Bishop was
exercise, I should not have attempted it.

fast honor: An title or reward that, once conferred,
cannot be stripped.

familiar: Being friendly or on good terms with, but
short of true allegiance. Usage: Marcus is familiar with
the Crone, but that's all. or Aren’t you being very familiar?

First Estate, the: The Invictus.

flower: As a verb, to encode or obscure meaning.
Derived from a reference to Victorian floral code sys-
tems. Usage: The message was flowered.

foreigner: Any supernatural creature that is not
a vampire.

Guild: An officially recognized school orga-
nized to provide professional training, eliminate



unacceptable practices, and preserve knowledge
within the Invictus.

Guild War: A competition between Guilds to prove
superiority of technique. May or may not involve physi-
cal violence.

House, or Dynastic House: A cyclical dynasty.

humility: A term that has variable meaning depend-
ing on who it is applied to. If used in reference to an
elder vampire, it indicates a display of weakness. If used
in reference to a neonate, it indicates intelligence. Us-
age: His humble display was well noted.

innovate, to: To create an inferior version; to destroy.
Also expressed as an adjective: innovative. See: refine,
to. Usage: The Prince insists on innovating with respect to
his defenses.

I serve at the pleasure of the Prince: A function-
ally vague statement that acts as a catch-all response
to questioning. May be used to abdicate responsibility
(by shifting it upwards) or to claim it (by suggesting
that one is empowered by order of the Prince without
stating it explicitly).

Kindred: A vampire that participates in the social play
of the city’s covenants. A vampire with membership in
any covenant or a vampire that is familiar with civilized
covenants. (Typically, as opposed to an unbound vam-
pire, which should never be considered Kindred.) See
also: familiar

Kindred of Quality: Invictus vampires.

knight: Any Kindred of the Invictus with a responsi-
bility to engage in violence. A Kindred with a sworn
oath to hurt or be harmed on behalf of a superior, whether
landed or not.

Knight: A knight whose sole or primary duty is to serve
in combat. Any professionally militant Kindred who
belongs to a Knightly Order. Any landed knight. (His-
torically, this term was reserved for knights with other
Invictus titles, but modern nights have seen the term
applied to sworn combatants of other covenants who
fight on behalf of the Invictus as well.)

landed: Having a granted feeding ground or territory
of authority and responsibility, customarily awarded by
asuperior in the city’s Damned government. Usage: The
Viscount’s a landed vampire. Everything south of the airport
is his domain.

largesse: The currency of the Invictus. Favors, ter-
ritory, money, honors — anything of value bestowed
upon a less powerful vampire by his superior. Usage: |
bought the car myself. The house and the property it sits
on were largesse.

loud: Modern.

Manumission: The formal separation of a vampire
from her Sire, marking her qualification for the respon-
sibilities and rewards of full citizenship.
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Meister: An officially recognized professional expert;
the leader of a Guild. (archaic; also: master)

misstep: A harmless or forgiven breach of etiquette
or formality. Usage: Think nothing of it — just a misstep.

Monomacy: A formal duel with potentially fatal con-
sequences. Such duels may be fought to Final Death or
to simple injury. Traditionally such duels are a matter of
honor of trial by combat.

new: An equivalent term for “inferior”. See: old.

noble partner: Euphemistic term for a Kindred en-
emy of the Covenant. See: outsider.

old: An equivalent term for “superior”. Anything that
is old has survived, and is thus better suited than any-
thing that is not. Usage: You may find your gun quite ex-
citing, but my sword is old.

orchestra: One’s sphere of influence. The Kindred and
kine with which an Invictus vampire manipulates, in-
fluences or has pull. Usage: I'll be out with the orchestra all
night. or: He’s a member of my orchestra.

Order: A strict military-style Guild. E.g., a Knightly Order.

outsider: Any vampire who is not a member of the
Invictus. Distinguished from foreigner and noble partner.

petition: Formal request to become a member of

a Guild.

patron: The elder Kindred of a newly formed dynastic
house partnership; also a general term referring to an
influential member of the Invictus.

pretending: Acting beneath one’s station. (i.e. slum-
ming; archaic)

privilege: The inalienable right of an individual to
assert power over others. In keeping with Invictus phi-
losophy, privilege is pre-determined, limited, and static.
Usage: She may be Kindred of Quality, but the Inner Circle
is beyond her privilege.

protégé: The younger Kindred of a newly formed dy-
nastic house partnership.

provenance: Literally, place of origin or proof of au-
thenticity and past ownership. Among the Invictus, the
word is used to politely refer to the source of a Kindred’s
authority or lineage even in decidedly rude or gossipy
conversations. In some domains, provenance is only valid
if formally recorded. Usage: He may act blooded, but his
provenance isn't really so pure.

red book: A notional list of the Kindred power elite

in a city. May also be used to refer to the Inner Circle.
Usage: She is in the red book.

refine, to: To invent or improve while paying proper
respect to precedent; Also expressed as an adjective: re-
fined. See: innovate, to. Usage: The Meister’s technique is
not innovation. It is most refined.

rejuvenated: Returned to a state of youth (i.e. less-
ened in power) by torpor. This is not a compliment. See:
old, new.



right-thinking: Kindred ally to or supporter of the
Invictus. See: outsider. Usage: He is a right-thinking mem-

ber of the Circle of the Crone.

scratch: A minor betrayal or personal slight, often
thinly disguised as an accident or a brief indiscretion.
Also, to perform such an act. Usage: Bronwyn scratched
me last night in front of everyone.

Society: A euphemism for the Invictus. Usage: He is
not of Society.

stable: The maintenance of a herd. Also refers to work
involved in locating and preparing a mortal vessel who
matches the exacting tastes of an elder. Usage: The
Prince’s stable is quite elaborate and very costly.

summit: Any period of time in which all members of
a House are awake and active.

teeth, drawn: refers to a submissive, harmless state
imposed upon an individual. Does not necessarily refer
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to actual mutilation. Usage: After I dealt with her, she
returned to the Prince with her teeth drawn.

teeth, put: refers to an aggressive or defiant state im-
posed upon an individual. Usage: Something put teeth
into him before our meeting.

Tribunal: A trio of Invictus elders or established
ancillae who observe a House protégé after the patron
has entered torpor for the first time.

Tribune: A member of a tribunal.

Tribute: A noble title, bestowed upon Kindred by the
Inner Circle for deeds benefiting the Covenant.

vagrant: A vampire without a haven. Also, a Kindred
with no responsibilities to any covenant. (Often there-
fore synonymous with unbound.)

valea: A concubine, spy or seductress that uses sex or
other physical intimacy as a means of manipulation and
information gathering. (slang; male: valeo)
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The Invictus is the oldest covenant, dating back to an-
cient Rome and the nights of the Camarilla. The covenant
has persisted since those first nights, its longevity and power
demonstrating the fundamental truth of its precepts. It has
seen other covenants come and go, and will do so again.
The Invictus is unconquered and invincible.

That is the official attitude of Invictus history, and
many members of the covenant see no profit in investi-
gating in more detail. Even some vampires outside the
covenant accept the basic accounts of the Invictus’ his-
tory, although many see stagnation where the Invictus
sees strong tradition. Yet for all the shadows of torpor
and the failings of Kindred memory, there are elders who
remember traces of detail and believe that such things
matter as much to the success of the covenant as its
modern nights. Likewise, the formalities of the Invictus
generate many written records — some trustworthy and
some suspect — and many Kindred of the First Estate
choose to busy themselves with historical research.

All this gives the Invictus of many domains access to
centuries of information, but it does not always bring
the truth. A detailed history does not overturn the fun-
damental points of public perception. The record that
remembers a true history is often overlooked in favor of
the record that describes a preferred history.

The Invictus is ancient and deeply conservative. Its
customs and traditions have survived two thousand years
of daylight and fire, dissention and insurgence. Its name
is known and feared by some of the world’s most terrible
monsters, from the cold glass of the Atlantic domains to
the hot lights of the Pacific Rim. Though the Invictus is
often misunderstood and sometimes despised, it cannot
be ignored or denied. Even external historians concede
that the Invictus must be doing something right.

Classical Begfnnings
“I, Marcus Didianus Scipio of Milan, hereby grant
Marinus of the Invictus exclusive hunting rights among the

tenements of the East bank of the river, to be held for as long
as his House persists . . . ”

The oldest demonstrably genuine Kindred document
mentioning the Invictus is a grant of hunting rights to
House Marinus — rights that the House still holds and
defends whenever challenged. The grant is thought to
have been made in AD 84, when the Camarilla still held
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sway in Rome, and the document has been produced for
inspection by Invictus vampires in the court of Milan at
least once per century since. The Kindred of the Marinus
line claim that the Invictus of the time were a ruling
class of the Camarilla, the unconquered Kindred who
had risen to the top of the organization. Commonly,
covenant authorities officially endorse this view.

Unofficially, many historians in and out of the Invictus
doubt that claim. The reference to the Invictus in the
grant sounds more like a faction than a name for the rul-
ers of the world’s Kindred, and there is precious little sup-
porting evidence outside of the fog of Kindred memory.
Indeed, though there are other surviving documents from
the period, there are no known earlier references to the
name. The memories of other elders suggest the Invictus
were simply a group of Kindred seeking power within the
Camarilla, much like the factions of the Invictus tonight,
albeit a group that was ultimately to see great success.

THE PRIVILEGES OF CAESAR

A set of marble tablets, supposedly held by the
Invictus of Rome, carry an inscription granting the
Invictus rulership of the night as Gaius Julius
Caesar holds command over the day. The Latin of
the inscription is appropriate to the late Republic,
and the tablets have unquestionably existed in
their present form since the early Middle Ages.
The covenant, outside Rome, has never officially
endorsed the tablets, which leads most Kindred
to believe that the rulers of the Invictus suspect
that they are forgeries.

Another theory, however, is that the tablets are
genuine, and that the Invictus elders still include
Kindred responsible for breaching the Masquerade
to the extent of forming an explicit treaty with the
kine. Some Carthians who would love to turn the
Invictus' past into a tool for unseating some of its
greatest elders have spent time searching for
supporting evidence showing that the privileges
are genuine trespasses against the Traditions.

Ancient Lies

Whatever the details, the evidence that the Invictus ex-
isted in some form before the fall of the Camarilla is over-
whelming. If nothing else, the speed with which the cov-
enant was able to take advantage of the power vacuum left



by the collapse of an over-arching structure indicates that
the Invictus was already organized to a large extent. Some
Kindred believe that the Invictus deliberately overthrew the
Camarilla, expecting to take its place as the body ruling all
vampires but that the covenant was not as strong as it thought.

The question that all Kindred historians, both in and
out of the covenant of Society, must ask is, how reliable
is the evidence? For many vampires, the idea that evi-
dence may be fabricated, intentionally misrepresented
or erroneously interpreted is quick to conjure and hard
to dispel. Can the evidence be trusted any more than
the memories of the elders?

In the minds of the most conspiratorial of the Damned,
the question continues to tie itself into knots the more it is
handled. When dealing with the patience and the guile of
the Invictus, even unbelievable schemes become fearsome
— become terribly believable. Could the Invictus have manu-
factured evidence in the form of texts, tablets, legend and
folklore all those centuries ago for the very purpose of cor-
roborating the stories they and their childer would tell in a
thousand years? Is it possible that the eldest of Society had
the clever minds to plan so far ahead and the willpower to
pull it off? How much of the history that has been passed
down by the First Estate is propaganda? How much has been
slowly, painstakingly skewed over a thousand years for the
purpose of creating the very world all the Kindred beneath
the Invictus now dance and die in? How much of the intel-
ligence passed down by — or dug up with — the ancient
Invictus is an outright lie? How can anyone prove it?

As some scholastic-minded vampires have supposed over
the centuries, the Invictus have the Fog of Eternity in their
favor in such a scheme. Not only would the Fog of Eternity
cloud the memories of Society’s enemies and erode the facts
that rivals and skeptics could use to disprove the Invictus ac-
counts of history, but the Fog would aid the fablers among the
First Estate in the maintenance of their thousand-year lie.

Imagine an Invictus Prince commissioning his own his-
tories of the nights he rules — all life-like fictions, all
very nearly the truth — from the hands of loyal scriven-
ers. A dozen such texts are scattered, hidden and inher-
ited throughout the centuries. The texts age, become rare
and are gradually forgotten. Then, a millennium later,
vampires of every covenant awaken one by one across
the globe. In time, by plan or by fortune, those ancient
books are found. The books help the groggy elders fill in
the blanks in their minds, and the elders support some —
maybe most — of the history contained in those books,
which are now priceless artifacts. Without knowing it, a
handful of unwitting Kindred have become accomplices
in an ancient lie, bearing false witness against history.

If even the scheming vampire who hatches this plan doesn’t
recall the truth — doesn’t know what exactly he’s done —
how can anyone sniff out his lie? If he believes his own de-
ception, how can anyone know him for the pretender he is?
If the world believes his lie, is it truly a lie at all anymore?
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The Heroic Age

The early Middle Ages were the Heroic Age of the
Invictus, when individuals and cyclical dynasties performed
great deeds that set the covenant firmly on the road to
power. More than any other time, the stories of this period
mix history and myth in a way that is hard to separate.
Some of the greatest elders of modern nights have reputa-
tions founded on tales from this period, so objective his-
torical investigation can be dangerous to one’s social health.
On the other hand, conclusively proving that an elder never
performed the great deeds attributed to him would be a
valuable part of a campaign against him.

The Invictus tell many stories of this period, and only
a few representative ones can be recounted here. Mod-
ern Kindred, particularly among the Carthians and the
Ordo Dracul, have noted that some tales of the Invictus
do not fit with histories recognized by kine scholars. To
the Carthians, this is clear evidence that the history of
the Invictus is little more than a bunch of self-serving
myths, a tradition of oral propaganda. To the Invictus,
it shows the advantages of having eyewitnesses to events
over a thousand years ago still available for consulta-
tion. Over time, however, the kine do change their opin-
ions about history, often quite radically, and so debates
of historical continuity are unlikely to be resolved soon.

Some vampires, Invictus and not, believe tales such as
the following were always intended as parables of politi-
cal and social power, rather than accounts of genuine his-
tory. The facts of these stories may be open to interpreta-
tion — they may even be disproved outright — but the
boundaries of their truth extend beyond the realms of fact.

Quintus of Alexandria

When the Camarilla fell, the cities of North Africa were
among the first to fall into chaos. The nights ran with
blood and fire as Kindred brought old feuds out into the
open grounds of Kindred society and created new feuds
in the struggle for territory and influence. Not a dawn
passed that was not seen by at least one of the city’s Kin-
dred, and every day the kine became a little more knowl-
edgeable, a little more scared and a little more dangerous.

In the midst of this anarchy, Quintus of Alexandria, an
Invictus ancilla, set out to bring peace. A great Advocate
and Speaker, he warned powerful vampires of the risks to
their own holdings if the struggle was allowed to con-
tinue, and pointed out to the weak that they were dispro-
portionately the ones being sacrificed. He encouraged the
formation of alliances and negotiated settlements between
warring houses. Wearing the pure white cloth of a candi-
date for office, Quintus brought enemies together in front
of the churches of the city and brokered settlements wit-
nessed by “the stars above our heads, the sands beneath
our feet, the sea in our ears and the God at our backs.”



Moved by the terms of his oath, members of the Lancea
Sanctum came to see his mission as divinely backed, and
local Kindred of that covenant slowly fell into place be-
hind him. The Invictus, of course, had always worked for
order within the city. One night in December, the Kindred
of the city gathered in the Church of the Blessed Virgin,
and selected a Bishop of the Lancea Sanctum as their Prince.
Quintus pronounced himself satisfied with the restoration
of peace, and swore loyalty to the Prince like all the rest.

But, as might have been expected, a Prince with such strong
loyalties to a single creed could not rule peacefully over a
diverse city. Disputes began to flare, and the Kindred no-
ticed that the Prince always resolved them in favor of the
Lancea Sanctum. The Kindred of other covenants became
discontented with this, and soon took their disputes to
Quintus instead. They reminded the other parties of Quintus’
long strivings for peace and his failure to seize power as a
result, arguing that he was clearly a neutral broker.

Within a year, the Prince declared that Quintus was not
permitted to resolve disputes and was banished from the
city. Quintus responded by launching a bid for praxis, a bid
supported by many non-Sanctified Kindred and some of
the Prince’s own covenant mates. Within two nights, the
former Prince had fled, leaving Quintus in undisputed com-
mand of the city. The Inner Circle awarded him the title of
Marquis of Alexandria in recognition of his great actions.

Note: Stories of similar form are told about several other
cities within the former Roman Empire, but Quintus of Al-
exandria is the most famous. The Marquis of Alexandria
survives to present nights, although he is no longer a Prince.
Instead, he serves as an adviser to Princes, of whatever
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covenant, and most knowledgeable Kindred believe that as
long as he does so Alexandria shall remain an Invictus city.

Palladivs of treland

Remaining an island of barbarians on the edge of the
world, Ireland was never conquered by the Roman Em-
pire. In the last nights of the Camarilla, a vampire named
Palladius looked beyond its borders, reasoning that
strength was likely to be found beyond the increasingly
vicious political struggles of a dying organization. He took
a ship to Ireland and brought it to land in the middle of a
storm. He stepped onto the shore, planting his staff in the
sand and declaring, “From shore to shore, surrounded by
the sea, this land is the domain of the Invictus. Let none
challenge our mastery of the night.” The storm itself was
cowed by his words, subsiding in mere moments, the clouds
clearing to let the stars shine down on Palladius’ head.

By such an omen, the success of the enterprise was as-
sured, but it was not yet attained. Ireland had no cities
and few resident Kindred of its own. Some of these vam-
pires, unlike any in the rest of Europe, were said to take
the form of serpents when they rested by day, and in that
form basked in the sun. They held that this made them
superior to the vampires of the rest of the world, and re-
fused to negotiate in any way with the invader, Palladius.
Instead, they swore they would destroy him and all his
brood, wiping out the foreigners who dared to stain their
island. Regretfully, Palladius prepared for war.

Palladius needed cities for his bases of action, and so
his first act was to travel the length and breadth of the



island, encouraging the people to gather into larger settle-
ments. These settlements, for the most part, formed around
abbeys, and Palladius brought in allies from the Lancea
Sanctum to help the Invictus administer the land. The
relationship was clearly spelled out from the beginning,
as the Invictus ruled and the Sanctified provided advice,
and the two covenants worked harmoniously together.

Palladius himself sired many childer, the better to
spread his influence, and his battles with the undead
serpents became the stuff of legends. Finally, the last rem-
nants of the serpents made a stand on the Atlantic coast,
their backs to a cliff overlooking the ocean. Palladius
stood alone, his childer and allies spread out as sentries
to make sure that none of the serpents could flee. Call-
ing on all the powers of his blood, Palladius rent the
serpents limb from limb, and their magic was ineffec-
tive against him. He hurled the bodies into the ocean,
and left the heads on the cliff to face the sunlight, for
they would not be able to take refuge as serpents now.

With his final victory, Palladius was granted the title Duke
of Ireland, and took his place as Prince of the whole countty.

Note: Several stories of Invictus Kindred creating new
realms to rule emerge from this period, but the conquest
of the whole of Ireland is by far the most spectacular. There
are two surviving Kindred who claim to be Palladius of
[reland. Both are allowed the title Duke of Ireland within
their respective cities, and each one issues thunderous
denunciations of the other and offers a reward for proof of
his Final Death. Some Kindred believe that the two were
originally part of a cyclical dynasty and that it was the
dynasty that conquered Ireland. Others point out the plain
parallels to the legend of St. Patrick, and believe that the
legend of Palladius is wholly fabricated.

Valea ofozantium

When the Eastern Roman Empire being transformed into
the Byzantine Empire, there lurked a great but mysterious
Invictus hero called Valea. Little is known of her before those
nights during the reign of Heraclius when she seeped into
power, but some say she had lived all of her days in
Constantinople before her Embrace. Some take this even
further, to say that she had been in the city since its first days,
and that she slumbers there, still. The mystery of Valea’s ori-
gin isa part of her heroism: history forgets the powerful women
who operate behind the Princes and emperors of the past,
but history never forget the women’s work.

Valea was residing within Constantinople, in the rich,
palatial havens of ambassadors, diplomats, merchants and
advisors to Heraclius himself. In life, she was apparently a
homeless waif, begging for bread and stealing wine. In death,
she drifted among the wealthy and the powerful as an
odalisque, drawing tales of intrigue out of her lovers as she
had once drawn money from passersby and stealing blood
like she once stole wine. Valea was already smarter and
more insidious than most of her prey, but, after years of
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lounging in expensive private libraries and attending lav-
ish performances, she was more educated than her par-
amours as well. Decades of clandestine sex and spying with
the renowned men of Byzantium yielded her a collection
of information and insight into the city that no one mortal
man could ever have been able to accumulate in a lifetime.

In the middle of the 7th century, the Byzantine Emperor
Constans II divided Constantinople into a series of mili-
tary-controlled sections, called themes. At the time,
Constantinople was a swelling city — soon to be the larg-
est is Christendom — and this growing population of ur-
banizing farmers and craftspeople was taking its toll on the
Kindred of the city. The Invictus Prince of Constantinople
was facing a rush of new vampires bred by passionate neo-
nates who felt the city could finally support new Kindred
made by their hand. With the formation of the Emperor’s
new themes, the Invictus were also finding that they had
little familiarity and even less influence with the revised
municipal order. While Constantinople was solidifying into
a crowning city of the world — able to repel numerous
Arab assaults and internal crises of iconoclasm and reli-
gion — the nighttime city of the Damned was in turmoil.
The Prince feared that, without a new structure for the
Kindred of Byzantium to dwell within, the Masquerade was
at risk. Valea— who was nothing at court and had never
met the Prince — heard tell of this and agreed with him.

She also had a plan. She knew several of the Emperor’s
advisors and attachés very well — much better than they
knew her — so she had information about the philoso-
phy behind the themes and the social mechanisms that
made them work. She advised the Prince on ways to
organize the domains within Constantinople to keep
them from creating friction with the municipal order of
the kine. “How do you know so much, girl?” the Prince
asked her. “I listened,” she said.

Through the end of the reign of Constans II, through
the reign of Leo Il in the 8th century, Valea and the Prince
restructured the territories and politics of the Invictus in
Constantinople. Using the Prince’s experience and Valea’s
insight, they refined systems of action and responsibility
that reduced the maneuvering room within the covenant
for conspirators to plot against the Prince, as had been
common since the Damned population swell a hundred
years before. The Prince and Valea developed a series of
operational social units within the domain — populations
defined by their duties rather than their territory — that
had to answer directly to the Prince himself. Therefore,
conspiracies might swell within the individual compet-
ing units, called tagmata (regiments), but they could not
reach the Prince without first going through one of his
lieutenants who oversaw the tagmata. That lieutenant
— who had to report directly, and alone, to the Prince —
would be unlikely to face his lord during a formative coup
without revealing himself to the Prince’s formidable mind.

After the mortal Emperor Constantine V returned to
Constantinople following his own betrayal and subsequent



military vengeance, he also called for municipal reform. He
sought a system to replace the city’s themes and protect him-
self from further intrigues and would-be usurpers. Much to
the Prince’s surprise, the system that Constantine’s advisors
eventually brought before their Emperor employed a collec-
tion of tagmata, each of which reported directly to
Constantine — and several of whom were sharing beds with
Valea or her childer. “How you did manage that, girl?” the
Prince asked her. “I spoke,” she said. “And they listened.”

Note: Valea’s name is known in domains from Turkey to
the United States, but typically without much historical de-
tail. Among modern Invictus, she is known by name only,
like a mortal might know Joan of Arc without really know-
ing anything about her history or the period in which she
gained her fame. The broad strokes of Valea’s story — a con-
cubine feeding from powerful mortals shapes the society of
the Damned with the secrets she gleans — are common to a
variety of rumors and urban legends among Society Kin-
dred, as they are common among the kine. For a time, Valea’s
name was used (sometimes as the masculine Valeo) by nu-
merous Invictus spies in European domains, inspired into
action by tales of Mata Hari. Tonight, Valea’s name has be-
come a kind of crass Invictus slang for any undead seduc-
tress, from beguiling spies to treacherous whores.

The Enmperor Myth: A Cantionary T ale

By the late 11th century, the Heroic Age had drawn to
a close. The Invictus were powerful across Europe, and
should have been poised to bring back the unity lost in
the fall of the Camarilla. Instead, the covenant itself was
at risk of splintering into fragments. The followers of each
hero believed that they were the true Invictus, and that
they should be leading the others. When their claims were
denied, they rallied behind their hero, and they fought.

For a few decades around the turn of the 12th century, it
seemed that the Invictus would destroy themselves in
internecine conflict. An Invictus seer, Aelfgifu, had a se-
ries of visions of where this would lead, visions of European
cities drenched in the blood of a hundred, tiny nocturnal
wars, where monsters even darker than vampires came from
the wilderness to wipe out the remaining Kindred and feast
on the kine. Stirred by her vision, she began traveling in
Europe, calling on the Invictus to cease their fighting and
unify. Quickly, her call took the concrete form of a call for
a great council of the elders of the Invictus, at which all
disputes would be resolved and the Invictus formed into a
single force to lead the Kindred and defend against the even
greater threat of the monsters of the wilderness.

The First Council met within a few years of 1142, by mod-
ern reckonings. Most accounts hold that it was held in the
catacombs under Rome, in the old center of the Empire,
surrounded by the bones of the Imperial dead. Aelfgifu stood
before the assembled elders, and told them once more of her
vision and of the only chance she saw for avoiding such a
fate. Then she stepped back, to allow the debate to begin.
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The beginning was easy. The assembled elders quickly
agreed that the Invictus should be unified, bringing all of
the Kindred of Europe and, later, the world, under a single
set of rulers. The inevitable following question was that
of who should lead the Invictus, and here the expected
deadlock set in. Each of the elders, ruler of a city, believed
that he should lead the whole covenant, and no one was
willing to give ground. Throughout the debate, Aelfgifu
remained silent, seated on a simple chair in front of shelves
filled with the delicate corpses of the ancient dead. For
most of the debate, her eyes remained on the floor.

The Princes of Paris and Cologne strode into the center
of the hall, intent on fighting to determine precedence,
and Aelfgifu briefly raised her eyes. Abashed, the two el-
ders returned to their seats, declaring that they would not
sully this honorable location with violence. The Princes of
Greece made to leave, declaring that the Council was a
sham, and Aelfgifu looked briefly at each of them in turn.
Each returned to his seat, muttering that despite the best
efforts of others, he would ensure that the debate met with
success. The Prince of Rome itself declared that, as the
Council was held in his city, he would . . . . At which point
he realized that Aelfgifu was looking at him, and concluded
his sentence by saying that he would guarantee the Council’s
safety for as long as it took to reach a decision.

After many nights of debate, a decision was reached.
Each of the assembled elders was declared an Elector,
and the Electors would choose an Emperor for the
Invictus from among their number. The Emperor would
be the first among the elders of the covenant, with the
authority to settle disputes between them but without
the authority to intervene in issues within the realm of
a single elder. The Emperor would also be responsible
for the strategy by which all the Kindred of the world
were to be brought under the control of the Invictus.

The votes were made to Aelfgifu, who was herself nei-
ther Elector nor candidate, and the successful claimant
announced. He was anointed with blood, robed in Impe-
rial purple and presented to the Electors, who as one swore
fealty on his behalf and on behalf of their followers.

After electing the Emperor, the Council continued under
his guidance. The titles held within the Invictus, and the
criteria on which they should be awarded, were standard-
ized. Titles awarded during the Heroic Age were regularized,
and the systems of the covenant in different domains brought
into line with one another. The debates occasionally be-
came slightly heated, but, in general, the assembled elders
were content that the title of Elector out-ranked all but that
of Emperor, and so were happy see their underlings nomi-
nally demoted as the price of covenant unity.

The First Council dispersed a success and conflicts
within the covenant halted, as elders enforced the law
in their own domains and referred inter-domain disputes
to the Emperor. The Invictus began their push to bring
the rest of the Kindred under their sway, and for a time
they seemed destined for success.



THE EMPEROR OF THE NIGHT

The Invictus Emperor is one of the most important
figures in Invictus history. It is, then, surprising that
no one remembers who was elected. There are
surviving Kindred who were present at the First
Council, and all are sure that they were not elected.
That would be strange enough — but it is not that
the recollections of these ancient vampires differ,
but rather that they remember nothing.

They remember the ceremony, they remember
swearing loyalty and they remember the
continuing existence of the Emperor for decades
afterward — but they do not remember who
the Emperor was.

The Site #the First Council

While most accounts, and most Kindred memories, sug-
gest that the First Council was held in Rome, there are
differing accounts. A small but respected group of elders
clearly remember that it was held in Aachen, others report
that it was held in Constantinople. The elders who claim
the First Council convened in London — or a half-dozen
other personally favored cities — are typically discounted.

The Invictus of Rome sometimes show rare, cel-
ebrated visitors the chamber where the Council was
purportedly held, but the room is rather different from
the one depicted in either the Rome or Lake Cod-
ices, described below. Specifically, it is at the top of a
well and largely undecorated.
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The Book of the Council

The proceedings of the Council, and Aelfgifu’s visions,
were recorded in a sumptuous manuscript, illustrated
with scenes from the Council itself. All those who were
present remember the scribes creating this volume, and
recall seeing it complete before they left.

The Book of the Council may survive. In fact, there
are many surviving candidates, each claiming to be the
real thing. Some are obvious late forgeries, written on
paper manufactured in the 16th, 17th or even 18th cen-
turies. A couple of printed editions have even circulated.
These late forgeries include the name of the elected
Emperor and were usually traced back to their authors
by working out whose agenda was supported.

A handful of the surviving books are not obvious fakes.
There are three well-known volumes (the Rome Codex,
the Lake Codex and the Reilmeyer Codex), which have
been securely dated to the 12th century, both in terms of
writing style and the age of the materials. The Rome Co-
dex and the Lake Codex are extremely similar, although
both give slightly different accounts of the proceedings.
The vampires who were present disagree on the same sorts
of details as the two texts, so they cannot decide which is
genuine. In both books, the name and portrait of the Em-
peror have been cut out wherever they occurred. Some of
the text that was written on the back side of these cut por-
traits was written on slips stained into the books’ last pages
as haphazard replacements. The craftsmanship of these re-
placements is different from that of the bodies of the main
texts but is the same in both volumes’ replacement slips.



The calligraphy of these replacements is also 12th century
in style, and the slips of parchment are of the same age.
The evidence thus suggests that the Emperor was removed
from the record while he was still in power.

The differences between the Lake and Rome Codices
are mostly minor, with one exception. According to the
Rome Codex, the Kindred of the Invictus unified to con-
quer all other Kindred. According to the Lake Codex,
the Kindred of the Invictus unified to defend all Kindred
from the monsters warned of in Aelfgifu’s visions. Suc-
cessful modern authorities in most Invictus domains tend
to support the language of the Lake Codex.

The Reilmeyer Codex is even more different. Its account
of the First Council simply fails to mention the election of
the Emperor at all, although the Codex does cover the deci-
sion to give the members of the council that power and the
title of Elector, and the Codex provides much more detail of
Aelfgifu’s visions. Indeed, it is largely an account of those
visions. The book was almost certainly written some time in
the 12th century, but its highly accurate account of the Third
Crusade, as seen from a Kindred perspective, has led many
Kindred to believe that the Codex is, in fact, a very early
forgery, written to bolster a particular political agenda. It is
less clear what that agenda was, and the prophecies in the
book continue for centuries. The prophecies up to the early
21st century deal entirely with fairly minor events, and are
not specific about places. There are some Kindred who de-
vote their Requiems to tracking down the events mentioned
in the Reilmeyer Codex. As the next set of larger prophe-
cies, which do not bode well, approach their supposed time
of fulfillment, the number of Kindred trying to work out the
book’s trustworthiness continues to increase.

The Imyerml Years

The Emperor remained at the head of the Invictus for
over a century. At first, his rule was highly effective,
and the Invictus grew in power throughout Europe. Af-
ter a few decades, the Invictus truly thought of them-
selves as part of an organization that spanned the world.

And that was where the problems started. Individual
Kindred did not want titles that were recognized in one
city; they wanted to be recognized, and deferred to, ev-
erywhere. The number of disputes appealed to the Em-
peror steadily rose, as the Notary of one city tried to prove
his superiority to the Notary of another. Invictus Princes
who weren’t Electors petitioned for the title; Electors who
weren't Princes petitioned to have the “upstart” removed.

Things were finally brought to a head, however, by a
Guild War. The Guild of Speakers in Florence, led by
Meister Ottobuono, declared that the Guild of Speak-
ers in Pisa, led by Meister Beatrice, were a group of frauds,
unworthy to teach, and that the Florentine Guild should
have control over teaching in the other city as well.
Meister Beatrice responded that Meister Ottobuono was
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addled by age and megalomania, and should be stripped
of the title of Meister as he was a disgrace to his rank.

The dispute was appealed to the Emperor, and the two
Meisters began gathering allies. It is now, centuries after
the assassination of both principals, agreed that Meister
Ottobuono and Meister Beatrice were the two greatest
Speakers in the history of the covenant. Each traveled to
other cities, speaking persuasively of their struggle, and
linking it to the political issues that exercised the Kin-
dred of that place. In Cologne, Meister Ottobuono con-
vinced a leadership under pressure from the Sanctified
that a victory for the Pisans would result in the Invictus
submitting to the Lancea Sanctum in all things. In Paris,
Meister Beatrice convinced an Elector-Prince on the verge
of torpor that the Florentines were seeking to bring his
city under their personal control, so that he would awaken
in centuries with no power, no allies and no hope.

Within a few years there was no one in the Invictus
who was not either a Florentine or a Pisan. The dispute
between the guilds had receded to minor importance,
being nothing more than an occasion for differences that
had, frequently, been manufactured by the two Meisters.
When the case finally came before the Emperor, he was
faced with an impossible decision, as ruling in any way
would provoke civil war between Invictus domains.

The Imyerml Court

The Invictus Emperor presided over the Imperial Court, an
underground complex of unsurpassed magnificence. The au-
dience chamber, decorated with statues and illuminated with
hundreds of carefully shielded oil lamps, was as large as the
nave of the largest cathedrals in Europe. The Oath Chamber,
amuch more intimate room where individual Kindred swore
fealty and other oaths to the Emperor or their own lords, was
said to be plated entirely in gold, studded with gems and deco-
rated with panels painted on ivory. In the feasting hall, there
were fountains that nightly ran with human blood.

The complex also included hundreds of rooms, pro-
viding accommodation for the Emperor’s staff, his herd
and the retinues of visiting elders. Neonates and ancillae
were not granted access to the court itself, and even most
elders needed an invitation before they could enter. Ex-
ceptions were made for the Electors, who had the right
of access to the Emperor at any time.

The location of the Imperial Court was a well-kept se-
cret, with the Emperor sending guides skilled in misdirec-
tion to bring most elders before him. The Electors all knew
how to get there, but no two knew the same route. The
portals to the complex were disguised, and some people
suggest that the disguises were not wholly mundane.

The Imperial Court is now lost. The surviving Elec-
tors do not remember how to get there, and all attempts
to piece together a route have failed. It is almost as if
the place never existed.



The Final Council

At this point, Meister Ottobuono was found dead at
the Imperial Court, dismembered at every joint, his torso
sliced between each vertebra and his head cut in half.
The pieces were carefully arranged around his haven. The
ghoul guards, all under Vinculum to Ottobuono claimed
to have seen nothing, but were executed anyway.

The same sunset, Meister Beatrice was found dead, her torso
burned to ash, while her head and limbs, and the bed on which
she was lying, remained entirely unharmed. Again, the guards,
under Vinculum to Beatrice, claimed to have seen nothing,
and were executed for betraying their mistress.

As shock and fear raced though the Imperial Court,
the Emperor summoned all the Electors to a Council.
They came, and that is a mystery. The Invictus were on
the verge of war, an unstoppable assassin was at work at
the Court — and yet the most powerful elders came from
all over Europe, and some from beyond.

The Final Council’s decisions were simple. The Coun-
cil accepted the abdication of the Emperor and dissolved
the title. All Electors renounced those titles and re-
nounced any idea of a central government for the Invictus.
Instead, the Electors would return to running city fiefs as
individual realms, so that a Guild recognized in one city
had no claim vis-a-vis a Guild recognized in another.

The First Council’s decisions on regularizing titles and
etiquette were retained, however, as all recognized that it
was valuable for the Invictus to remain recognizably a single
covenant and for those few Kindred who did move between
cities to be able to integrate as quickly as possible into the
Invictus of their new home. As the Final Council closed,
the Imperial Court itself was closed, never to be used again.

Did 1t Happen?

The story of the Imperial Years of the Invictus is not com-
pletely coherent, as a number of young Kindred delight in
pointing out. Why would all the elders gather for two great
Councils, traveling impossibly across the dark between cit-
ies when civil war was imminent? The story of the First Coun-
cil strongly suggests that Aelfgifu was using the mystic force
of her blood to push all the elders into submission — why
did they accept that? Why is there no record of the identity
of the Emperor, even in the memories of those Kindred who
claim to have been there? Where, exactly, was the Imperial
Court, and why does no city claim it in current nights?

Some Kindred claim that the whole story is merely a par-
able, warning of the dangers of both excessive competition
and excessive unity within the Invictus, and thus serving to
prop up the regimes of contemporary Princes. This has a cer-
tain plausibility. Whatever the Emperor once was, tonight he
isa symbol of the terrible risk that comes with an elected ruler.

And yet . ... A few very old Kindred remember the
Invictus Emperor. No one remembers who the Emperor
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was, but even members of other covenants also remem-
ber him existing, although they had little to do with
him. Small references to the Florentine/Pisan division
in the last years of the Emperor abound in contempo-
rary documents. There are Invictus elders who believe
they remember being Electors and being present at both
Councils, and their memories agree as much as can be
expected after so much time and so many torpors.

Some Invictus Kindred believe that the Imperial
Years did happen, but that much more than the iden-
tity of 