Red Sunset

by James O'Rance

The Sunset Plague


Throughout 1998, tensions between Iraq and the West have been escalating. Led by the United States, teams of UN inspectors attempted to determine whether Saddam Hussein had been developing biological weapons of mass destruction since the Gulf War of 1991. No solid evidence was discovered; however, paranoia remained high as Iraqi soldiers refused the UN teams access to some locations. On the 22nd of September, 1998, such suspicions were shown to be well-founded.


Apparently in response to a European Economic Union decision to impose further economic sanctions on Iraq, missiles exploded over many of the cities of Europe. Bucharest. Stockholm. Bonn. London. Ankara. Rome.

On the first day, people across Europe woke to the booming of missiles exploding overhead.


By noon on the second day, thousands were suffering from pounding headaches and hot flushes. By midnight these people were also complaining of severe cramps and blood in their bodily wastes. The evening news declared that the water supply of many cities had been contaminated by an unknown pathogen.


By sunset on the third day, the victims of Iraq's biological weapon were suffering from haemorrhages and open wounds all over their body. The blood refused to clot; most bled to death by morning. Newspapers and TVs screamed a name for this disease, a name coined by a Fleet Street tabloid: the Sunset Plague.

Panic in Europe


After the media caught on to the Plague, mass hysteria quickly spread. The initial round of contagion and death was repeated in increasing numbers; panicked citizens fleeing from the epidemic zones hastened the spread of the plague to other areas. Uninfected cities declare martial law and hastily set up quarantine camps to hold refugees; occasionally, this prevents the disease from gaining a foothold in the city.

The Camarilla


The Sunset Plague is found not to affect vampires, although they do on occasion act as a vector for the disease; a vampire who drinks from infected mortals may spread the plague to healthy mortals. More importantly, some anarchs are running amok, glutting themselves and bleeding mortals dry in unprecedented numbers; so far, these deaths have been attributed to the Sunset Plague. However, this calls attention to a dangerous threat to the Masquerade: as Europe's mortal population drops, it will become harder and harder to conceal the hungry Kindred from the rest of the world.

The Sabbat


Far from being worried about the Masquerade, the Sabbat initially welcomed the chaos of this plague. After all, it seemed to hurt the Camarilla far worse than it did the Sabbat; Although some in the Sabbat fear the effects of epidemics in vampires, the Sunset Plague did not seem to affect Kindred. Many young Sabbat even amused themselves by Embracing those who suffered from the Sunset Plague. However, such creations are weak things that rapidly perish; furthermore, the blood of plague-infected kine proves less nourishing than normal.


The Sabbat is beginning to suspect that the Final Nights of Gehenna are upon us: when the blood grows thin, and Kindred are forced to feed upon one another, the ancient Antediluvians shall awaken and devour all vampires.

The Conclave of Venice


This Conclave has been called by Democritus, the Ventrue Justicar, to discuss the crisis in Europe. Those who gather to witness the Conclave are part of what is known as an Assembly. In an unprecedented move, Democritus has thrown open the door for Kindred of all clans - not just the Camarilla - to join the Assembly. Members of the Assembly have the right to address the Conclave if supported by at least two others; each vampire who attends the Conclave gets one vote, with Princes receiving two votes and Justicars three.


Desperate action may be necessary to avert disaster; anything that could be a breach of tradition must be discussed to gain support by the Camarilla.

Europe Today


It is the 1st of October. The water is undrinkable. Death floats freely in the air. And Europe's population has dropped from 555 million to just 19,600,000.


There can be no easy answers to the Red Sunset.

How To Play Red Sunset


Red Sunset is a 20 player freeform; it involves characterisation, deal-making, and subterfuge. Each character has motivations and goals, and you can threaten, bribe, or convince other characters to help you achieve them. Note that the gamemasters can be bribed; this is a Vampire freeform, after all, and corruption is one of the important themes!


However, Red Sunset differs from other freeforms in that it includes elements of the Vampire: the Eternal Struggle card game (also known as Jyhad). Each character begins the freeform with 7 cards, which represent the resources and supernatural powers that you can call on during the game. Most times, when you use a card you will have to discard it and draw another one from a GM. Cards may also be given or traded with other players. However, it is possible to lose cards permanently, in a fight for example. If you lose all of your cards, you and your goals have been destroyed.

How To Use Cards


If you want to use one of your cards, simply follow the instructions given in the text. In some situations, it may be necessary to call upon a GM for assistance; if possible, players should attempt to work things out between themselves.


If a card has a Discipline symbol on it, then you must possess that Discipline to use the powers of the card. If you have the Basic level of the Discipline (symbol in a square ), then you can only use the weaker effect of the card. If you have that Discipline at a Superior level (symbol in a diamond) you can use either version of the cards effect. For example:
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   Basic Obfuscate
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Superior Thaumaturgy


Certain types of cards require a more detailed explanation: Political cards and Combat cards.
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Kindred Political Cards

Politics and intrigue are as critical to vampires as hunting and feeding. Like mortal society, Kindred society has its own laws, creeds, and customs. When Democritus called this Conclave, he attracted political heavyweights from all over Europe and even beyond. Politics come into play when a member of the Assembly calls a vote, usually with a Political Card.

To Call a Vote

1) You must have a political card in your hand.

2) Announce to the Assembly that you are calling a vote. Read aloud what the vote will be about (as printed on the card). If any choices need to be made, they must be made now.

3) You may allow the Assembly a period of time to discuss the vote and canvass support.

4) Each vampire who wishes to vote in favour raises her clan symbol. Cards which increase the number of votes or that affect another person's vote may be announced now and used. A GM tallies the number of votes in favour.

5) Each vampire who wishes to vote against raises her clan symbol.  Cards which increase the number of votes or that affect another person's vote may be announced now and used. A GM tallies the number of votes against.

6) Vampires may abstain from voting. If a vampire is too busy with other concerns to vote, then she is considered to have abstained.

7) If the number of votes in favour is greater than the number of votes against, then the effects of the political card take place. Otherwise, the vote fails. You must exchange the card for a new one from the GM.

Notes:
Certain votes do not require a political card. These are:

· Blood Hunt: If a vampire is considered to have broken one of the Six Traditions, any Prince or Justicar may call a vote for that vampire to be hunted down and destroyed. If the vote is in favour, that vampire may be attacked without fear of retaliation.

· Cancel Proxy Cards: Certain Kindred have the support of Princes who are not attending the Conclave, represented by a Proxy card that grants additional votes. A vote in favour of cancelling a Proxy card forces a vampire to discard that card.

· Amend the Traditions: The purpose of this Conclave is to determine how Kindred will deal with the threat of the Sunset Plague. If necessary, a vote may be called to reinterpret the Six Traditions or even establish a new one. A vote in favour of such a bold move means that the entire Camarilla will follow new laws.
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Combat

The Conclave is being held in Venice, traditionally the stronghold of the neutral Giovanni clan. For the duration of the Conclave the entire city has been declared Elysium, or neutral ground; Democritus has declared that the Camarilla will punish any incident of violence within Venice.


However, with tensions among Kindred high, there is a real possibility that this ruling will be disobeyed. Not all Kindred have respect for the words of a Justicar. In such cases, the resulting combat follows the following sequence:

1) Choose your strike. Each character chooses whether she will strike with her bare hands, or use a combat card.

2) Check damage. A normal hand strike does one damage. If a vampire uses a combat card instead of striking, assign any damage according to the card. Additional combat card effects are listed below.

3) Prevent damage. Some combat cards allow a vampire to prevent damage, such as Apparition ("Prevent 1 damage this round"). You may play these cards one at a time until all damage is prevented or until you have no more damage prevention cards.

4) Perform additional strikes, if possible. Some combat cards allow you to perform additional strikes during a single round of combat. In this case, repeat steps 1 to 3. Your opponent does not get to strike or play combat cards, but may try to prevent damage.

5) Discard cards. For each point of damage that is not prevented, each character must discard a card. These are not replaced! If a character is reduced to less than 0 cards, she has been destroyed.

6) Start another round, if applicable. If both characters wish to continue fighting, then they may do so. Repeat steps 1 to 6.

A character may force the other vampire to fight another round if she has played a combat card that allows her to Press Combat. If the other vampire does not wish to continue fighting, the only way she can escape is if she played a combat card allowing her to Cancel a Press.

Combat Cards


Combat cards are not discarded when used; however, you cannot play the same combat card more than once per combat. If you are damaged by an opponent's strike or card, you must choose whether to lose a combat card that has already been used, thus lessening your effectiveness in future combats, or lose a potentially valuable, unused card.


Certain cards have various effects. These are explained below:

· Cancel a press: If the opposing vampire attempts to force you into fighting another round using Press Combat, you may cancel the effect of that press.

· Cancel strikes: One or more of your opponent's strikes is considered to be cancelled. No damage is assigned, and any combat card that you opponent played is considered to be unused.

· Combat ends: If this card is played in the first round, the combat is cancelled and neither character receives any damage. If played in subsequent rounds, the combat is cancelled and neither character receives any damage that round.

· Discard after combat: The combat card must be discarded after the combat, and replaced by a new card from the GM.

· Dodge: You receive no damage from one of your opponent's strikes or cards. Any combat card that your opponent played is still considered to have been used.

· Press combat: You may attempt to force your opponent to fight another round of combat.

· Prevent damage: You may reduce the amount of damage you received this round by the listed amount. damage prevention cards may be played in Step 3.

· Steal a card: You may take a card from your opponent and add it to your own. This may be either selected or random.

· Strike: You strike your opponent for normal hand damage. Modifiers from the card or a special ability apply.

Note: Some combat cards have special effects not listed here; if necessary, GM discretion applies.

