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® Gothic cathedral amidst the ruins
® Squalor and lethargy

* Empty warehouses

® Pool halls

e Abandoned urban renewal projects
® Burnt-out street lights

® Greed

® Drugs

» Gangs

e Graffiti

® Projects

* Abandoned stores

e Unemployment

® Opulence and decadence

® Zombie people

* Aging, decaying mansions

® Filth-choked rivers

Premise

After brooding a while, and using the list of images to
build from, Mark invented the overall premise of the chronicle.
He decided that the chronicle would involve alot of intrigue,
and be crowned with such themes as betrayal and decadence.
He hoped that this sort of atmosphere would fit in well with
the ambiance of the setting.

Because Gary is too small to have much intrigue, he
knew that the majority of the intrigue would have to origi-
nate in Chicago. From that premise sprang the idea of
making the cities of Gary and Chicago arch-rivals. For
generations, their princes had fought, each with a different
power base, but with the collapse of the steel industry, the
power of Gary has fallen. Not only are the living of Gary in
misery, but so are the undead. By setting up Gary in
opposition to Chicago, Mark hoped to create a dramatic
situation from the very beginning. As a result of this basic
concept, he came up with a number of different ideas:

e (ary is in even worse shape than in our world. The
city is in a terrible state of decay — a perfect place for
vampires to hunt. Few notice any more how many people
disappear each year. Industry has completely fled the area,
leaving a desolate patch of rust known as the Wasteland.

® Gary is ruled by a prince who is something less than a
prince. Modius is the arch-rival of Lodin, the Prince of
Chicago, and at one time they were fairly evenly matched.
Modius controlled the unions while Lodin controlled big
business. However, Lodin purposefully destroyed the steel
industry in order to destroy Modius’ power base. He was so
successful that Modius lost almost all of his power. Today, he
is only a pale reflection of his formerly combative self. Lodin
has won, hands down.

* The success of Lodin over Madius peaked when Lodin
was able to win away a Conclave. Twenty-three years ago,
as a last-ditch effort to defeat Lodin, Modius convinced the




Toreador Justicar to call for a Conclave to be held in Gary.
It ended abysmally, and was reconvened in Chicago the next
day. Though Lodin wasunable to depose Modius, he was able
to secretly force Modius to agree to “confer” with Lodin onall
major decisions.

® The prince of Chicago has banned the creation of
neonates for the last fifteen years, in an attempt to gain more
control over the anarchs. However, this has simply led the
vampires of Chicago to bring their neonates to Gary to
release them. Modius is known to welcome newcomers.

¢ Chicago is known for the vehement and subtle in-
trigue of its inhabitants. The Jyhad is constantly in motion
in Chicago; some even whisper than an Ancient is active in

the city.

Setting

After completing his basic conception, Mark sat down
and got into the nitty-gritty work of designing the setting.
This was essentially the task of creating the city of Gary. The
characters could thus involve themselves in the riotous
Chicago politics without being swept away by them.

Gary is situated on the east side of Chicago, and was once
afairly prosperous industrial area. In the early '70s, however,
the steel industry fled abroad, and the city was left with no tax
base. Things spiraled downward and the area has today lost
nearly 50% of its population. Gary is possibly the most dismal
and decaying city in the nation — and for the sake of the
Gothic-Punk world, the squalor is emphasized.

The Kindred of Gary frequently go to Chicago for fun,
but they are severely harassed by the Kindred of Chicago.
The Prince of Chicago claims greater Chicago as his domain,
but accepts Modius as a lieutenant, while Modius is strident
in declaring that he is the Prince of Gary, not one of Lodin’s
lieutenants. They hate each other and have not met in years.

Some important “neighborhoods” in Gary are:

® The Wasteland: A huge tract of rusting and decaying
factories known as the Wasteland stretches along most of the
waterfront and east of the dockyards. It is bordered by Lake
Michigan to the north and the Indiana East tollway to the
south. From the highway, it is all too easy to see the
devastation, all eight miles of it. Flakes of rust cover every-
thing in the Wasteland, and drums of toxic waste can be
found everywhere. The federal government once attempted
to track down the ex-owners and force a cleanup, but they
were unable to locate any whostill lived in the United States.
These steel mills, factories and warehouses were once thriv-
ing economic centers; now they are almost completely
abandoned except for the presence of a number of street
gangs who use the empty buildings as their bases of opera-
tions. It is thought that some of the anarchs from Chicago
also have a meeting place in the Wasteland. It is difficult to
know for sure what lies in the Wasteland, since not even the
police dare enter it anymore.

* Dockyards: Ocean vessels can reach Gary via the St.
Lawrence Seaway. Almost all of the ship cargo bound to and
from Chicago is unloaded in Gary. The docks are almost the
only source of employment in Gary in these hard times.
However, they are not even located in Gary, but are found in
the Chicago suburb of East Chicago, which Modius also

claims.

® Gary Exports Co.: This company operates a highly
successful smuggling venture (mostly drugs and guns) which
will transport vampires on the side. Passengers are placed in
a specially-built container, and then loaded on board a
freighter. Customs inspectors are bribed not to look in the
container and the vampires get off in another country at
night — all without ever seeing the light of day.

® The Auction: Each Saturday night, a ghoul named
Williams holds an auction in an abandoned church —
human beings are the commodities for sale. It is a slave
auction, of a sort not seen for over 100 years. Men, woman
and even children are sold. Most often they are street people
rounded up by William’s men, but sometimes they are kid-
napped from their homes. All of them are tranquilized so as
to make less trouble. Many Kindred from Chicago come to
the auction to acquire vessels which suit their peculiar tastes
more easily,

Williams seeks both money and blood from the vam-
pires, for he wishes to preserve his ghoulish powers. However
he will not drink more than twice from any vampire, out of
fear that he will become Blood Bound once again. It is said
that he destroyed the vampire who first gave him blood.
Whatever the truth, almost all fear him.

This is one of the more disgusting and demented aspects
of the Gary Chronicle, and hopefully the characters will take
it upon themselves to end it. If the characters use the auction
to procure meals, they need to make Conscience rolls (diffi-
culty 10!) to avoid losing Humanity.

Characters

With only a few exceptions, the players may choose
nearly any sort of characters. Tell the players before they
create their characters that they need to make their charac-
ters fit the “Lords of the City” concept. They should feel
responsible for Gary, and strive to keep it free of the Chicago
Kindred. This desire can grow, but the seed should be present
from the very start.

There are only seven other vampires in Gary. They
include Modius, the prince; Allicia, his progeny; Michael,
who lives in a graveyard; Juggler, the anarch of Gary; Evelyn,
his childe; Lucian, the elder who controls the docks; and
Danov, who is a simple wanderer.

The general idea in this fairly simple chronicle is to set
things up with the characters, and then to let them pursue
and create their own goals and plots. The best way todo that
is to give each character a unique enemy, an antagonist of
some sort. In the “Cast Of Characters” section, we have
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described a number of potential antagonists, both mortal and
Kindred. Pick the appropriate ones for each character and
weave them into the chronicle ar opportune times. Youdon't
want to be too heavy-handed, though.

Each prelude should be private (though that may cause
the players to distrust each other) and should introduce the
player to the setting. It will give you a chance to implant
some of the crucial elements of the chronicle into the
character's personaand the player’s mind before the chronicle
even begins. Because the chronicle is complicated and
intrigue-filled, it isalmost essential that the players be primed
to participate in the great “Chicago Game.”

All the sires of the characters are from Chicago. Lodin
has forbidden the creation of neonates for the last 18 years,
so the characters’ sires went to Gary to Embrace those whom
they chose (for one reason or another). They have gone
against the wishes of their prince, but theircrimes are difficult
to punish.

Near the end of the prelude, bring the players together
and let them get to know each other before the chronicle
actually begins. Each character will know one or two others;
in this way a network will be formed.

The characters will have likely lived in Gary for only a
short time, though some of them certainly could have lived
here for up to 10 or 15 years, However, for this concept to

work best, direct the prelude so that most of the characters are
unfamiliar with the other undead inhabitants of the city. It
shouldn’t be too hard to do, for most Kindred live out their
unlives in near-solitude.

Character Contacts
Below are listed five different contacts you can give your
players during the prelude. They make it easier for the
characters to become a part of the chronicle. It may be
difficult to weave these situations into the prelude, but they
are well worth the effort. These connections are deseribed in
terms of the type of contact each will be, and you should judge
each character carefully when you decide what connection to
Lse.

* Romance — After the character first comes to Gary,
he may realize that he is being watched., Do not present it in
such a way that the character will be frightened or paranoid,
but make it seem beautiful, gentle and romantic. It is Allicia
who is watching him, though at first the character will not
know her name; he will only see a beautiful woman wearing
yellow lace. If approached, she will always flee, using her
Obfuscate to good purpose. She will never speak with the
character. Eventually, Allicia will reveal herself fully to the
character — using some dramatic means to do so, perhaps by
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