Sovereigns of Night
A Modern Vampire TTRPG Setting

In the shadowed alleys and glittering towers of our modern world, an ancient secret persists. For centuries, they have
walked among us, unseen, unheard, yet ever-present. They are the Kindred, the immortal beings who have mastered
the art of illusion, their existence woven into the very fabric of human society, hidden behind a meticulously crafted
Veil.

This is a world where the whispers of ancient bloodlines echo through digital networks, where timeless traditions clash
with the relentless march of progress, and where the thirst for power is as eternal as the night itself. From the opulent
gilded cages of the oldest Houses to the gritty underbellies embraced by the Nomads, every shadow holds a story,
every alliance is fragile, and every drop of blood carries a legacy.

Prepare to navigate a labyrinth of political intrigue, moral ambiguity, and the constant, gnawing hunger that threatens
to consume your very humanity. Will you uphold the ancient laws, embrace the new era, or forge your own path in a
world that is both dazzlingly modern and terrifyingly old?

The night is long, and its rulers are many. Welcome to their dominion.

“Sovereigns of Night” plunges players into a hidden world of ancient vampiric societies thriving beneath the veneer of
modern civilization. In this setting, vampires are not mere monsters, but complex beings bound by ancient traditions,
fierce rivalries, and the constant struggle to maintain their existence while humanity remains blissfully unaware. The
setting emphasizes political intrigue, moral ambiguity, and the personal horror of immortality.

The World: A Shadowed Modernity

The year is now, or very close to it. Smartphones, social media, global finance, and rapid information flow define the
human world. Yet, beneath this bustling surface, vampires exist, masters of manipulation and secrecy. The core tenet of
their survival is The Veil, a collective agreement and magical compulsion to conceal their existence from humanity.
Breaching The Veil has dire consequences, often leading to swift and brutal retribution from fellow Kindred (as
vampires refer to themselves).

Technology is a double-edged sword: it offers new avenues for influence and information gathering, but also new
threats of exposure. Surveillance cameras, digital footprints, and instant communication make maintaining secrecy
more challenging than ever.



Vampire Society: The Kindred

Kindred society is ancient, stratified, and fiercely territorial. It's built on a feudal system adapted to modern times, with
powerful elders ruling over younger vampires, often through intricate webs of favors, threats, and blood bonds.

Factions & Houses

Instead of traditional "Clans,” Kindred society is divided into powerful Houses, each representing a distinct philosophy,
lineage, and set of abilities. These Houses are not necessarily monolithic; internal factions and dissidents are common.

The First Bloods (Traditionalists)

Descendants of the oldest bloodlines, they cling to
ancient rituals, strict hierarchies, and the “old ways."
They often control vast, inherited wealth and influence.
They believe in absolute secrecy and the inherent
superiority of Kindred over mortals.

¢ Aesthetics: Old money, classical architecture, tailored
suits, hidden estates.

 Abilities: Often possess deep knowledge of ancient
lore, powerful mental disciplines, and a strong
connection to their lineage’s unique vampiric gifts.

The Modernists (Innovators)

Embracing the new era, these Kindred leverage
technology, finance, and media to exert influence. They
are often entrepreneurs, tech moguls, or media moguls,
constantly adapting to stay ahead. They see humanity
as a resource to be managed, not just prey.

» Aesthetics: Sleek, minimalist design, high-tech
gadgets, modern art, exclusive clubs.

 Abilities: Skilled in manipulation, information
gathering, and often possess powers related to
speed, stealth, or subtle influence.

The Nomads (Outsiders)

Rejecting the rigid structures of the Houses, these
Kindred live on the fringes, often moving from city to
city, or operating in the shadows of society. They
prioritize personal freedom and survival above all else,
often acting as mercenaries, information brokers, or
rebels.

¢ Aesthetics: Gritty, urban, adaptable, often blend into
subcultures or the underground.

« Abilities: Highly adaptable, often possess powers
related to physical prowess, resilience, or sensory
perception.

The Cult of the Crimson Veil (Zealots)

A smaller, more fanatical faction dedicated to the
absolute purity of The Veil. They are ruthless enforcers,
hunting down any Kindred who threaten exposure,
often with extreme prejudice. They believe in the
ultimate separation of Kindred and humanity, and view
any interaction beyond feeding as a weakness.

* Aesthetics: Austere, ritualistic, often wear dark,
concealing clothing.

e Abilities: Excellent trackers, enforcers, and often
possess powers that instill fear or enhance their
physical might.



The Code & Traditions

Kindred society is governed by a set of unwritten, yet strictly enforced, traditions

The Veil

Never reveal your true nature to mortals.

The Domain

Every Kindred city or territory has a ruling Elder or
council. Respect their authority and their territory.

The Embrace

The act of turning a mortal into a vampire. This is a
serious act, often requiring permission from the local
authority. Unsanctioned Embraces are severely
punished.

Key Locations: The City of Whispers

The Blood Bond

A powerful, supernatural addiction and loyalty formed
when a mortal or another Kindred drinks a vampire's
blood multiple times. This is a tool of control and a
source of both power and vulnerability.

The Hunt

Feed discreetly and without drawing attention. Never
leave a mess.

The Elder's Word

The word of an Elder is law within their domain.
Disobeying can lead to severe consequences.

Let’s imagine a sprawling, vibrant metropolis — a hub of finance, culture, and power.

The Gilded Cage

A district of opulent penthouses, exclusive clubs, and
high-end businesses, covertly controlled by The First
Bloods. Beneath a historical opera house lies their
ancient, fortified chantry.

The Digital Sprawl

A bustling tech district with gleaming skyscrapers and
innovation hubs, where The Modernists hold sway,
manipulating markets and information networks from
their hidden server farms.

The Undercroft

A labyrinthine network of abandoned subway tunnels,
forgotten sewers, and derelict industrial zones, serving
as a haven and hunting ground for The Nomads.

The Sanctuary

A neutral ground, perhaps a grand, abandoned
cathedral or a forgotten library, where Kindred can meet
under a fragile truce, enforced by the Cult of the
Crimson Veil. It's a place for diplomacy, but also for
veiled threats.

The Human Heart

The vast, unaware human population, living their lives,
providing the lifeblood and the unwitting pawns in the
Kindred's endless games.



Humanity's Role

Humans are largely unaware, serving as

Prey

The source of sustenance. The best Kindred are those
who feed without leaving a trace, often cultivating
"herds" or specific individuals.

Pawns

Mortals with influence (politicians, CEOs, artists,
journalists) are manipulated to serve Kindred agendas,

often without realizing the true nature of their patrons.

Threats & Conflicts

Curiosity/Obsession

Some Kindred develop deep, often tragic, relationships
with mortals, risking The Veil for fleeting moments of
connection.

Threat

Occasionally, a mortal uncovers the truth, becoming a
hunter, a zealot, or a victim that threatens to expose
everything.

Internal Power Struggles

The constant jockeying for power between Houses,
individual Kindred, and generations (elders vs.
neonates).

The Veil's Integrity

Rogue Kindred, accidental exposures, or human
investigators threaten to shatter the secrecy.

The Hunger (Beast)

The primal, vampiric urge that constantly threatens to
overwhelm a Kindred’s humanity, turning them into a
mindless monster.

Themes

Ancient Enemies

Whispers of other supernatural creatures (werewolves,
mages, spirits) who may also operate in the shadows, or
ancient vampiric horrors thought long dead.

The Sun & Silver

The eternal weaknesses of vampirism.

The Scarcity of Blood

In a densely populated world, finding discreet, safe
sources of blood can be a constant challenge, leading
to turf wars.

The Burden of Immortality

The loneliness, loss, and psychological toll of living for
centuries. Watching loved ones die, adapting to ever-
changing human trends, and the slow erosion of one's
own humanity.

Power & Corruption

The seductive nature of power and how it corrupts, even

for beings already “damned.”

Secrecy & Deception

The constant need to lie, manipulate, and hide one’s
true nature, even from those closest to you.

Humanity vs. The Beast

The internal struggle to maintain empathy and
connection to humanity against the predatory instincts
of vampirism.

Tradition vs. Progress
The clash between ancient ways and modern realities.



Key Elements for Your Game

The Veil

This is the cardinal law of vampiric existence: humanity
must never know. Any breach of the Veil is met with
swift and brutal punishment, usually Final Death. This
forces vampires into a clandestine existence, influencing
society from the shadows and developing elaborate
means of concealment. Missions will often revolve
around maintaining this secrecy, covering up breaches,
or exploiting the rules for personal gain.

Feeding & The Beast

Vampires require blood to survive. The act of feeding is
a central tension point, balancing the need for
sustenance with the risk of exposure and the ever-
present threat of succumbing to The Beast—a primal,
uncontrolled hunger that can turn a vampire into a
mindless monster. This creates constant moral
dilemmas and moments of desperate action.

Political Factions & Houses

Vampire society is fractured by ancient rivalries and
competing ideologies. Whether it's the rigid hierarchy
of the First Bloods, the innovative spirit of the
Modernists, the rebellious nature of the Nomads, or the
zealous enforcement of the Cult of the Crimson Veil,
these Houses drive much of the game's conflict. Players
will navigate complex alliances, betrayals, and power
plays, often finding themselves caught between warring
ideologies.

Running Encounters

Modern Society as a Hunting
Ground

Today's urban environments provide both ample
opportunities and unique challenges. Cities are teeming
with potential prey, but also with surveillance cameras,
rapid communication, and organized law enforcement.
Players must use modern tools (technology, social
media, financial manipulation) to their advantage, while
simultaneously avoiding detection and adapting their
ancient powers to a contemporary landscape.

Elder Influence & Ancient Secrets

Older vampires, known as Elders, have amassed vast
power, wealth, and influence over centuries. They often
pull strings from behind the scenes, their long
memories and hidden agendas shaping the unlives of
younger vampires. Uncovering their secrets, serving
their cryptic commands, or even challenging their
authority can form the basis of long-running
campaigns.

Encounters in Sovereigns of Night are multifaceted. A social gathering at an exclusive nightclub might be a venue for
subtle manipulation and political maneuvering, a desperate hunt for blood could turn into a violent confrontation with
a rival, or a seemingly simple task might uncover a centuries-old conspiracy. Leverage the sensory experience of the
modern city at night—the pulsating neon, the distant sirens, the hushed whispers of illicit deals—alongside the
internal struggle of the Beast, the weight of ancient traditions, and the ever-present danger of exposure to create
immersive and thrilling scenarios. Remember, in Sovereigns of Night, power is gained in the dark, and survival means

never letting humanity see the true monster.



