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I remember my First Con. It was a Radcon back in the Dawn of 
Man. (After Dot system but before fire.) I had some good folks to 
walk me through the basics. I had an awesome time, and have 
been going to Cons ever since. But my all time favorites are Cam 
Cons. 
 
I strongly recommend hitting the major Cam Cons. Huge 
numbers of folks gathering together for Nerd Mecca!  The player 
driven plots come to a head. You get to meet “that guy/girl” that 
only exists on irc, or email, or rumor putting a face to the name. 
Yeah, you also get to “BE” your PC for a weekend, but really the 
social part of the club shines forth at the Cons. The oppressive 
tyrant from “CITY X”, is really just Bob who likes old movies, 
and Country music. Suddenly it gels that “he’s” not a jerk, the 
“PC” is. Then you can laugh about it and work on cool plot stuff. 
You get to catch up with folks you haven’t been able to call 
since…well last Con season! Even if you can only make one 
major con a year, please do. I would love to see you there. 
 
The secret to having a great time at Cam Cons: 
If you make your focus ensure other people have a lot of fun, the 
Con is guaranteed to be a success for you! Help that new guy/gal 
get into the plot.  If you are that new guy/gal, ask the “scary 
elder” to help you get into the story.  Believe it or not sometimes 
those “scary elders” need prompting to get involved, too.  Getting 
involved has always worked for me/ 

 
USCC 2008 at the Sheraton Cleveland Airport Hotel May 8-11, 
2008. Pre-registration is available on the White Wolf website for 
$20. 
 
SWRE, is being held in Phoenix, AZ on July 17th-20th, 2008. Pre-
registration is available on the White Wolf website for $20. 
 
ICC 2008 is being hosted in Detroit, MI, October 16th-19th!  Pre-
registration will be available soon on the White Wolf Website 
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When creating an entertaining character for you to play, many people forget to create character ties. Creating ties with 
other PCs in play is important not just for the development of your character, but the characters you tie in with and the 
chronicle as a whole. Ties you will expose you to PC, and ST, plot. You’ll also have the opportunity to create your own 
plots and intrigues that others will actually care about and interact with. 
 
Step one: Create a flexible background, or at least an outline, for your PC’s existence and life. Nothing will annoy 
potential ties more than you not knowing, or having an idea of, where your PC is/was throughout its existence. Flexibility 
is important, because you want to be able to make small tweaks to fit someone in. (Allow yourself to be available when 
someone else is available.) Another reason flexibility is important, when you are in play and someone looks to you for a 
tie in, you can have some space to return the favor that other people did for you. 

 
Be prepared to hear no, a lot. No is not the end of the world, not everyone will have space in their background for you and 
it is not an insult to you. Not everyone will have the time when you are looking for background ties to work with you 
properly to create those ties and make them the kind that create a lasting impression. 

 
When looking for ties, not everyone is your friend. This is a game of personal horror, just like in real life you don’t get 
along with everyone. While friends and allies are important, 
so are antagonists. If all of your ties are allies, you may 
open yourself to a lot of ST plot, but you will be denied a 
very large and fun part of the game, PC antagonism and 
corruption. I am not saying you should have a lot of PCs 
that want to kill you, there are different levels and forms of 
antagonism: An old friend who fell away or betrayed you 
but you still feel for, an old competitor, an old boss who 
you resent just for a few examples. 

 
Start to talk to people you want to have ties with. Ask your 
friends and people who you enjoy playing with not only for 
ties to their PCs, but if they know someone who they think 
would make a good tie with your PC. This will expand your 
horizons and people you know in the Camarilla. As well as 
expand the player base which you interact with. Once you 
have spoken to your friends, start reaching out to people 
you don’t know. Send a timeline of your PC that doesn’t 
have any deep dark secrets out to the OOC list for your 
clan, covenant, tribe, and general OOC lists associated with 
your PC type as well as the Camarilla Double Blind 
Exchange (CDBE), you can also ask on MiRC or at games 
you frequent. This will again allow you to expand your 
horizons of players and give depth and travel to your 
character. 

 
The most important in all of this is to have fun. That’s what 
we’re here for and this whole guide is here to help you have 
more fun in the game of your choice. Don’t forget, once 
you’re in play it’s not too late to add new ties. Don’t tie up 
every moment of your character’s existence; you want to 
give yourself to give others the opportunity that they gave 
you when you created your character.  
 
 

Photograph of Richard Barlett 
taken by Zarli Win 
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I never thought I would become a LARPer.  In fact, my 
friends and I used to throw pencils at each other taunting, 
“Lightning Bolt! Lightning Bolt!” as an inside joking 
mocking LARPers.  Watching people dressed up in 
costumes, assuming silly accents and acting dramatically 
made me squirm in my seat with sympathetic 
embarrassment whenever I would watch them on 
Youtube or on some silly show on G4.  The geek 
hierarchy even puts it near the top of the geek ladder, just 
below 13 year old gamers of any sort and those that are 
into furries.   
 
Then one of those friends, Tim, decided to check out the 
Camarilla.  I thought he was joking when he first 
mentioned it.  In fact, I remember tossing him a few 
pencils while laughing at our lightning bolt joke 
hysterically, but he was serious.  After his first session, 
he was all alight with gaming glowiness, percolating 
with geeky joy I had only witnessed whenever I saw 
people who had RPGd for the first time.  Then he started 

giving details regarding his experience about the 
political maneuverings, the intensity of the RPing and 
the general good time he had and how intricate it was.  
I was intrigued, but I kept my interest internal and 
began to berate him for his ascension up the geek 
ladder, finally surpassing my own station as uber geek 
of our small cadre. 
 
A few months passed.  We never saw him in WoW, 
we stopped discussing our MMO adventures with him 
but every so often, he’d offer up some stories, 
detailing what was happening politically and with his 
character.  He kept trying to draw me into the political 
side of things, knowing that I love politics in gaming, 
having led a thousand member guild in a now failed 
and best forgotten MMO called Shadowbane.  In case 
anyone has ever played that game, I played as Morgen 
the Nefarious on the Mourning server and led the guild 
Lex Talionis during beta and was one of the leaders 
when it went live.  My friend, Tim, knew this and so 
kept baiting that hook, talking about all of the intrigue 

and power players. 
 
This past January, I finally took the bait.  I agreed 
to make a character and go to a meeting.  I 
honestly had no idea what to expect, but I did 
keep it quiet from the rest of our group of friends.  
I was blown away.  It was not a great game.  It 
was actually not even an average game as some 
issues arose that shortened our play time.  
However, I was able to see through the issues and 
realize the potential of it.  I immediately signed 
up as a full member and within a handful of days, 
completed all but one of my Ordeals.  I got 
jacked up to MC 3 and spent those bonus xp all 
within a week of joining.   
 
Next game, I was ready. This time I wasn’t blown 
away by the potential of it, I was blown away by 
the entire night.  It was awesome!  When I got 
home in the wee hours of the morning, I couldn’t  
sleep.  I got to taste some action, some politics 
and some interpersonal intrigue.  It was like a 
giant pizza of gaming goodness with all the 
toppings.  Even the downtime actions that were 
flying around my inbox were filled with gaming 
joy that could not be ignored.  In fact, I’d be a 
hell of a lot more active online if only I could get 
the other players to do so as well.   

Continued on 4 Web Mage by David Holler 
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Now that our comic Stick Figures by Night has been 
featured in the National Newsletter, We have had several 
people ask us several questions regarding the comic.  For 
instance how to get into the comic, if they can use our 
comic for their very own newsletters and whether or not 
we are actually insane. 
  
Getting into our comic is easy actually.  Have a scene or 
idea that can easily be translated into comic format.  See 
how easy that was?   Oh wait, you meant how do you as 
someone who isn't one of us get something into a comic.  
Well you can talk to Matt or I on IRC under JennSFBN 
and Matt_Brooks_OOC respectively, or you can e-mail 
us at stickfiguresbynight@gmail.com (the e-mail is a 
better bet). 
  
Now onto using our comic in newsletters.  While we 
have no problem whatsoever with being published in 
newsletters we would like each person to ask us.  It's not 
that we would necessarily mind but we would like to 
know where our comic is being distributed off the 
internet.  Also for newsletters we are willing to do new 
comics that would actually pertain to your chapter, 
domain, region, or nation. 
  
Onto the final question, yes we are insane. 
  
Thanks for tuning in! 
 

(������	�!�(������	�!  (cont from 3) 
 
The last meet though, was a bit of a shambles.  In fact 
it was downright one of the worst gaming nights I 
have ever experienced in over 20 years of gaming.  
But they can’t all be bright shining stars, I suppose, 
but that’s not going to deter me from enjoying some 
of the greatest RPG playing I have ever had in my 
life. Now I just think of it as having a nice spectrum 
of experience to rate the rest of my LARPing games 
to.   
 
The only qualm I had, as a new player, was the lack 
of direction I felt coming into the club.  I’m not sure 
if this is by design, a whole trial by fire thing, or if 
it’s an oversight on the part of the club officers or just 
how it is.  However, I have volunteered, along with 
my friend, Tim, to put together a New Player 
Membership Packet for the Albany, New York 
Domain.  It’s still in development and when we do 
complete it, I’m sure it will make the rounds.   
 
For now, I’m figuring out what to do for my 
downtime actions while marking off the days until the 
next meet; the next hot injection of geeky gaming 
goodness and I’ve got lots and lots of pencils. 
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This Newsletter doesn’t work 
without you.  We need your 

articles, art work, blurbs, 
columns, commentaries, 
compositions, discourses, 
editorials, essays, features, 
haikus, ideas, items, papers, 

scoop, spreads, stories, themes, 
think pieces, and write ups. 

Send them to 
usnc.newsletter@gmail.com for 

tasty national prestige.  
Bat Reynolds as portrayed by Scott McQuiston of Monterrey; 

photographed by Corissa Hinkley of San Francisco 
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It’s that time again! You’ve joined me in the past to learn 
how to look like a walking corpse, a feral creature of 
magic, and a boogieman of the fae. Follow me for a 
couple more pages, and I’ll give you the knowledge to 
radiate the element of your choice. 
 

Elementals 
Unlike our two predecessors, this Seeming only has one 
common tie to all of its elements: The base element 
shines through. Unfortunately, with the myriad of 
elements out there, we’re going to have to simplify this to 
a base few.  
 
To help narrow down the possibilities and still encompass 
as many elements as possible, we’re going to divide 
elements into three categories: Solids, liquids, and gasses.  
      

Solids  
Solids would include Earth, Metal, and Wood elementals. 
These fae should have a visage of stability. Their 
demeanors should suggest a strong personality, and a 
posture with foundation. 
 
While there are some good potential make up 
opportunities with these elements, I’d like to start with 
clothing styles. In my opinion, a players choice of 
clothing will make or break any of these elements images. 
 

Clothing 
Solid elementals should wear heavy, durable clothing. 
Denims, leathers, even thin metals like chainmail will 
work. The clothing should hang heavy on the skin so it 
moves as little as possible. Your goal is for your costume 
to keep your form appearing as one mass. Observers 
should feel like it takes the changeling effort to 
maneuver, and when it does, it moves as one solid entity. 
 
Colors are also very important. Your color scheme should 
reflect your chosen element. Earth elementals should 
have warm, earthy tones. Brown, dark red, and black 
should make up the primary part of your outfit. Stone or 
metal elements should have a mixture of grays and black, 
possibly even a little reflective/shiny if you are leaning 
towards the metal elements. Wood elementals share a lot 
of qualities with the earth, though they might want to add 
some dark greens and dark orange into their repertoire.  
 

The makeup of colors in your outfit will give a great 
initial impression of your character. Looking at 
someone dressed head to toe in thick dark brown cloth 
screams a strong connection to the earth even for 
people outside of Changeling.  
 

Mannerisms 
Picture a giant made of rock (maybe who likes to eat 
limestone), or a walking tree from some famous fantasy 
movie which need not be mentioned due to copy write 
infringement. Imagine the precise movements those 
beings would take. Think of these characters, or another 
from your favorite fantasy book/movie which sold you 
on their character. Now focus on how they acted to get 
the reaction out of you. 
 
Think of the slow yet methodical gestures the above 
characters take to perform mundane actions. Picking up 
a rock. Leaning in to speak to someone. Taking a deep 
breath. Altering the manner in which you perform 
menial tasks can completely change the way people 
perceive you. Slow your general movements. Turn your 
body instead of turning your head. Pause an extra half a 
second before responding, and make sure to speak in a 
well paced, low tone. The oddities in your behavior will 
help you seem more alien, which will accomplish your 
goal of portraying a magical creature. 
 

Makeup 
Basic enhancements to any solid elemental can be done 
with Ben Nye creams and Ben Nye Plains Dust. The 
important technique here is to continue the theme of 
solidarity. Ensure you are not making chaotic splotches 
of color. Make sure your additions are well structured 
and give the impression of stability. 
 
Plains dust can be used to cover skin just below the 
collar-line, spreading up to the jaw line. This will give 
the player an earthy skin-tone and the suggestion that 
the skin underneath the clothing follows the same 
pattern. If you add and appropriately blend some black 
Ben Nye cream, small knotholes will seem to appear in 
the skin. Finally, with the application of some spirit 
gum, you can apply a couple small leaves (the smaller 
the better. Keep it subtle) to transition completely to a 
wood elemental. 
 

Continued on Page 6 
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Metal and stone elementals will want to keep to the 
grays and blacks. The primary difference between their 
styles will be their shine. Stone elementals should dull 
their visage with powder. Metal elementals should 
forgo the powder, as it will leave the cream’s natural 
shine on their face, which is appropriate for the Mien. 
 

Liquids 
These elements are a pleasant mix between the Solid 
and Gaseous elements. They have a measure of density, 
though freedom of movement. They are able to 
represent an imposing physical force, yet can also 
render themselves almost completely immaterial. 
 

Clothing 
Liquid elementals should also wear heavier clothing, 
though they should be looser than the solid elementals. 
Like the represented elements, the clothing should flow 
with the wearer’s movements. Beads, pleats, and other 
items which cause a cascading effect are ideal. 
 

Mannerisms 
The Liquid elemental should give a feeling of balance 
and dexterity. Try to keep your movements fluid, as 
jerky gestures will suggest tension and restriction, of 
which a liquid should have neither. When you turn, 
keep your arms loose. Your wrists should allow your 
hands to sway slightly with your arms’ momentum. 
Finally, cock your head in the direction you turn. The 
movement itself is alien, and will cause observers to 
notice a difference in the way you move, though they 
might not be able to put their finger on it right away. 
 

Makeup 
As always, Ben Nye creams can come in handy if you 
want to change your skin tone. However, with liquids 
you have an interesting opportunity. What if you could 
make yourself look wet constantly? The hair can be 
difficult, though gamers with shorter hair can use gels 
which keep that wet look even after the hair dries. But 
what about the face? How do you get that thin sheen on 
your face without carrying around a spray bottle? 
 
How about Vaseline? 
 
Yeah, it sounds weird, but it will work. A little bit of 
this lubricant spread thin across your face will give a 
shine to your skin which can easily be mistaken for an 
abundance of moisture. 
 

Gasses 
Gaseous elements comprise of your smoke, air, fire, 
and other ‘free form’ elements. Unlike their cousins 
in the previous paragraphs, these characters should be 
represented in a much more liberal manner.  
 

Clothing 
The dress for gaseous elementals should be free 
flowing and light. Light breezes and body gestures 
should be able to move the fabric around easily. Any 
articles that can hang from the arms, waist, or legs 
will also add to the affect. Anything which swings 
freely (without looking gaudy, which would detract 
from the outfit) adds to the open feeling a gaseous 
elemental should give. 
 

Mannerisms 
While solid and liquid elementals are generally more 
restricted, the gaseous elements should feel free to 
spread out. Extend your arms, make sweeping 
gestures, walk lightly. The intention is to give 
viewers a feeling of weightlessness and freedom, as if 
the only thing holding you in place is the confinement 
of the room itself. 
 

Makeup 
Lighter colors and highlights will help accent the 
wispy feeling these elementals give. Be sure to accent 
strokes upwards and away from the body to bring 
features out, not focus them in. The goal is the make 
the character look as unconstrained as possible to 
complete the illusion of a nearly incorporeal being. 
 
Alright my fellow fae, the hour is growing late, so I 
will release you back to your Hollows. Please join me 
next month, where we’ll go over those that inspire 
both the mind and the hearts of mortals and fae 
alike… the Fairest. 
 

Sunbathing by Jenn Stoltz of Portland 
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Yeah, that’s right, I said playing a ghoul. For some 
people “ghoul” is the opposite of “Cool”. It’s that 
little merit marked “Retainer” on your character sheet 
that the Invictus like, but most other players couldn’t 
be bothered to dump more than a couple of 
experience points into because they like the idea of 
having a flunky. Why the HELL would you want to 
play a ghoul? 
 
Many players want to be the centre of attention; the 
movie starlet, the quarterback, the action hero cop, 
the mysterious occult detective. Of course, not 
everyone can BE the center of attention, and concepts 
like this tend to crowd each other, as PC’s compete to 
see which of them can be the coolest. 
 
Ghouls are not cool. Once you accept THAT, there’s 
a surprising amount of liberation to it. You’re playing 
back up for someone else; the Watson to someone 
else’s Holmes, the Xander to someone else’s Buffy, 
the arm candy to someone else’s Austin Powers.  

actually run around and *do* all the stuff that people 
would like to have their Retainers do, as opposed to just 
being a mark on a character sheet.  As a PC ghoul, you 
are in demand, and for that reason don’t settle for the 
first player to make you an offer. Try to attach yourself 
to a high status Kindred like the Prince or the Primus of 
one of the Covenants.  It’ll increase your survivability 
and give you more to do. 
 
 “Wait, back up. More to do? How’s that?”, you say, 
suddenly paying attention? Y’see, the important 
Kindred usually have an awful lot of things piled on 
their plate, while many of a Ghoul’s jobs include things 
like “chauffer me around” or “fan me”, sometimes 
they’ll include things like “I don’t have time to look 
into this murder victim, do it for me”. The more 
important your Domitor in Kindred society, the more 
likely it is he’ll actually have you go and do something 
interesting on his behalf.  Now you’re not *looking* for 
plot to entertain yourself, its being *given* to you.  I 
often recommend playing a ghoul for new players since 
it gives them an instant link to someone in play, and 
usually something to do for their first night. 
 
The joy of the mystery Embrace- Picking the Clan 
you’re going to play is one thing, but personally I’ve 

Continued on Page 8 

 

Heather Davis as photographed by David Holler 

Your job is to make someone *else* 
look cool.  There’s a long 
professional history to it in comedy. 
It’s been said “a good straight man is 
hard to find”. Abbott got paid more 
than Costello. Why? Because in 
Comedy most people want to be the 
wacky, funny one, and so there’s a 
lot of demand for the sidekick who 
throws focus to his partner.  The 
same is especially true of LARPing, 
which leads me to my next point. 
 
 Instant connections/instant missions- 
You announce to the other players 
that you’re planning on playing a 
ghoul and you’ll practically see a 
bidding war to see who gets to have 
you play their sidekick. Why?  A PC 
ghoul is a retainer that a player 
doesn’t have to *pay* for. Better yet, 
since you’re also a player you can 
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The EC Region will be hosting USCC 
2008 at the Sheraton Cleveland Airport 
Hotel May 8-11, 2008. This is the same 
hotel as last year, but we will have the 
run of the ENTIRE hotel! To book your 
hotel room (and book them early), call 
216-267-1500.  The room block is under: 
The Camarilla.  The Room Rate is 
$86.00/night.  If you are interested in 
helping out, donating items or 
volunteering, please contact An Doyle or 
Ki Hauser at nca.office@gmail.com.  
They are looking for volunteers, so send 
your desired shifts and positions in NOW 
so you can arrange your schedule. Pre-
registration is available on the White 
Wolf website for $20. 
 
 
The South West Regional Event, SWRE, 
is being held in beautiful Phoenix, AZ on 
July 17th-20th, 2008.  Our “home” for the 
weekend will be the Crown Plaza 
Phoenix Airport.  Check out their 
webpage at www.cpphoenixaz.com.  To 
make reservations, call (602) 273-7778 
or (800) 315-2621.  The room block is 
under “The Camarilla Organization”.  Be 
sure to use this code to get our room rate 
of $79/night. Again this hotel block is 
filling fast, so please book your room 
now to avoid issues. Also, pre-
registration is now available on the 
White Wolf Website for $20. 
 
 
ICC 2008 is being hosted in Detroit, MI, 
October 16th-19th!  It is being hosted at 
the Hyatt Regency Dearborn. Because 
we are expecting another big crowd for 
ICC this year, be sure to book your hotel 
room early!  The room block is under the 
“The Camarilla”.  Call (313) 593-1234 or 
check out the hotel’s website at 
www.dearborn.hyatt.com to reserve your 
room. Pre-registration will be available 
soon on the White Wolf Website. 
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Release                        Scheduled Release Date 
Kiss of the Succubus: Daeva (Requiem)                               May 14 
Mage: Grimoire of Grimoires (Awakening)                          May 14 
Lords of Summer (Changeling)                                             June 11 
Savage Macabre: Gangrel (Requiem)                   June 11 

(Continued from Page 7) 
 found it a lot more entertaining playing a ghoul first since you’re 
never quite sure who’s going to Embrace you.  Most times, the 
Kindred to turn you will NOT be your Domitor (Why would he? 
You’re his useful ghoul).  The reasons can be varied and create all 
sort of interesting stories; my own PC was Embraced as a sort of 
“Political Marriage” between my Invictus Domitor and another 
Invictus whom he wanted closer ties with, and so he offered up his 
most promising ghoul.  Recently, a PC playing my own Ghoul was 
sent as part of an entourage to the US, and got Embraced when a 
local player thought to “get back” at someone by Embracing his 
ghoul, not realizing that the ghoul didn’t belong to the PC he was 
with. 
  
See? Interesting, huh?  Now instead of having one PC you’re 
connected to, you’re connected to two or more via your PC 
Embrace, and the relationships involved become more interesting 
and more tangled. 
  
Another part of the fun with the mystery Embrace is that your own 
concept becomes more interesting because you get pulled into a 
Clan which might not seem to be the most suited for your character.  
A socialite who becomes a Daeva? Eh, that’s been done. But what if 
that aforementioned arm candy is turned as a Nosferatu? In the 
second example above, the PC ghoul was a lawyer who got 
Embraced into the Gangrel. Now the story is going somewhere 
more interesting, and because you didn’t optimize your stats for the 
Clan you knew you were going to be playing, now you genuinely 
get to have the experience of a regular human who suddenly finds 
himself having to pick up the skills to make himself a better 
predator (because you ARE playing that as a newly turned ghoul). 
  
Before you let this starting skill deficit scare you away, remember 
that by and large ghouls usually wind up being better Kindred on 
the whole than other Mortals. Since they’ve already been introduced 
to Kindred society, becoming part of it isn’t such a big shock, and 
most of them have already seen how the Court operates and so are 
more easily able to fit in and rise to a position of power within it 
since they don’t have to contend with that rocky first year transition 
period in which most neonates sink or swim. 
 


