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Recently there have been a lot of changes in the Camarilla which 
is causing a lot of excitement!   
 
We have had a change in the MST’s office.  Michelle Webb, an 
Atlanta Cammie, is now leading the ST’s and I am sure will 
come up with some wonderful plans to make us all pull our hair 
out (but only in the good way)!  Also Jon Herrmann has stepped 
down from NST to put more focus on his real life, so we also 
have a NST election underway.  Hopefully by the next edition of 
the Mortem Post, we will have an interview with our new NST!   
 
There is also a USNO (US National Ombudsman) election going 
on.  This election is open to all US Cam Members in good 
standing, so let your voice be heard.  If you think Mickey Mouse 
is a way better candidate than Daffy Duck, email the proctors 
(clubdirector@white-wolf.com, jwhite316@cox.net, AND 
pearce@tampabay.rr.com) and let them know! 
 
Also there have been changes for ICC!  With Michelle Webb 
being “promoted” to MST, it left an opening for a new ICC ST 
Lead.  This has been filled by former NST, David Bounds.  This 
left open the ICC Requiem Lead slot.  That has been filled by 
Canada’s NST, Leanne White.  So with a bit of new blood and 
plenty of experience ICC is bound to be a memorable time. 
 
Besides new faces, there have also been some policy changes.  
The one that makes the biggest impact on the general 
membership is the “Summer 2008 Travel” initiative.  With gas 
prices nearing $5 in parts of the country, more people are 
watching their gas tanks when deciding whether or not to go to 
game.  So the Cam Council decided to encourage us to carpool, 
even to local games, by offering 5G.  All you need to do is take 
yourself and 2 buddies (heck, they don’t even need to be 
buddies, just hitch-hikers with Cam memberships will do), to a 
cam game.  When you get there let your DC know, “Hey I drove 
Bob and Tim to game.” *POOF*! Magic!  5G Prestige!  How 
easy is that? 
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I have always been a fan of the Vampire genre 
of the World of Darkness, ever since I was 
first introduced into the game in 1998.  I have 
gone from seeing the characters in that Genre 
as antagonists; to the deeply conflicted 
viewpoints they each must internally resolve 
from night to night.  They struggle, not just to 
exist; but to find identity within their world. 
 
It is no surprise then that, when the “old” 
World of Darkness was replaced by the “new” 
World of Darkness, I was immediately drawn 
back to Vampire:the Requiem.  Of all the 
changes and similarities that I found in the 
game, perhaps the one that struck me as the 
most interesting was the removal of the 
“meta” plot as we understand it.  Gone were 
the days of shadow corporations and 
Antediluvians controlling all of our efforts in 
some imperceptible way.  The struggle 
stopped being one of world domination, and 
focused back into city control. 
 
Now, don’t get me wrong.  The stories and 
characters that were in the “old” World of 
Darkness were fascinating characters; and 
their efforts were the stuff of countless 
storylines and novels told time and time again 
by story tellers and authors everywhere.  But 
honestly, how many children of Lucita could 
there be?  How many times would Pentex be 
discovered to have its maniacal grip on some 
other aspect of industry; and how many times 
would the Technocracy be shown to influence 
the world as we understand it?  In all of these 
things, the individual cities became far less 
meaningful under the weight of such a tightly 
constrained script, the players merely set 
pieces in a play that was far grander scale than 
any of them. 
 
This is the reason I enjoy the current 
Camarilla and World of Darkness.  As a 
player, I feel a far more “real” connection to 
the overall storyline than I did in times past.  I 
am no longer some simple outsider, but 
someone who can mold and shape my destiny 
as my opportunity allows me.  I am not just 
reading about the characters in the World of 

Darkness, I am meeting them, becoming a part of their world.  
Exodus Celestine is not simply an individual with a write up in a 
novel, he becomes an actual person that you could walk up to and 
shake hands with.  King Corporation is not merely some shadow 
corporation that can’t be understood, it is a force driven by the 
efforts of specific peers.  And, when players do encounter a 
character that is a product of story teller design, they have the 
capacity to permanently change the outcome of the world.   
 
When I think about the potential that each of us has to impact the 
game around us, at the local level and beyond, it’s very thrilling for 
me.  I realize that each game I show up for, each convention that I 
attend, all of it is another opportunity for me to formulate new 
plans, strengthen existing ties; and most of all, to make new friends, 
people I would not have met without the opportunity afforded to me 
inside the Camarilla. 
 
I am changing the world, one weekend at a time, both as a player 
and a character.  That’s what makes the Camarilla exciting for me. 
 

Photograph of Buddy Jackson taken by Dave Holler 
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I've been to a couple of Camarilla Conventions now, 
and feel that there are some things I've noticed that 
aren't conducive to a good gaming atmosphere.  If you 
take offense to this, then I apologize, as this is meant 
more as constructive criticism with a dash of dry 
humor then as an insult.  I would ask that responses to 
this be in the same vein... constructive, not destructive. 
  
This document is based solely upon my own 
observations, courteous nature, with an eye towards 
things that seemed obvious, but no one ever really 
says.  Of course, this could mean that if my 
observation is off, this whole document is entirely 
void, but I recognize my own imperfections in this. 
  
In no particular order... 
  
1 - Personal Cleanliness - We all have different levels 
of personal cleanliness.  However, when crammed into 
a hotel with four hundred other Cammies, common 
courtesy dictates that one should be clean enough to 
not impose upon the olfactory sensitivities of others.   
  
I'm a big guy, and I shower once a day at minimum... 
sometimes once a day just isn't enough for me, though.  
When you're running around all day, every day and 
don't shower daily to begin with, a plethora of odors 
can begin to suffuse the area around you.  Yes, 
deodorant is awesome.  No, the mix of Eau de 
Outhouse and Axe isn't any better than just Eau de 
Outhouse. 
  
Someone had to buy a can of Febreeze for 
Hospitality... that's not a good thing.  If someone is 
following you around and Febreezing the chairs you sit 
in, it's time to take a bath.  While the swimming pool 
and Hot tub are chlorinated, leaving a film of Gamer 
on the top of the water is considered bad form.  
Courtesy dictates that you shower before getting into 
the pool.  I'm actually not making that up. 
  
I suspect that with appropriate levels of hygiene, we 
can also cut down on 'Con Crud,' and help everyone 
around us enjoy their time as much as we do.  Not to 
mention the obvious benefits of people being more 
willing to talk to you - which leads me to my next 
point. 
  
2 - Not everyone wants to hear your character's life 
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story.  Yes - tales of heroism are fun.  Yes - our 
characters can often do great things that give us a great 
sense of accomplishment and importance.  No, that 
doesn't mean someone will be more into hearing what 
your character did five minutes ago.  No, that doesn't 
make you more special than anyone else... because their 
characters have done things on a similar level of 
greatness.   
  
Times where this is important include when speaking to 
a storyteller, particularly whilst they're trying to ST or 
otherwise organize/work.  I imagine it's harder for 
higher level STs, as they have a wider array of people 
mobbing them, and I won't dare speak for them, but a 
gaggle of Cammies telling stories of their character's 
latest point of excitement is sure to interfere with a 
Venue Lead, even if they're not obviously in the middle 
of something... sometimes, it's nice just to let them 
enjoy their moment of silence.   
  
This also falls under the 'No one likes a braggart' social 
rule.  Consequently, I don't believe this applies when 
telling stories about other people's characters... so long 
as it's not over done.  For the sanity of those around 
you, just because someone doesn't run right away 
doesn't mean you shouldn't take a break from speaking 
every once in awhile. 
  
3 - Making an antisocial character in a social game 
means people won't talk to you.  That means you won't 
be in the game, and consequently won't have fun.  This 
isn't a complex concept.  Bear this in mind when you 
make your characters.  Don't go to a con and feel like 
you wasted money because people didn't notice you 
weren't trying to be noticed. 
  
4 - It's not cool to form a conga line of ogglers behind 
an attractive Cammie.  I wasn't aware of this 
phenomenon until a friend of mine pointed it out.  Even 
as a guy, it's kinda creepy to see. 
  
5 - The rules are there for a reason.  This applies for 
Con rules, Handbook rules, and game rules.  If you 
don't understand why a rule is in place, please don't 
make other people around you miserable.  If you're on 
the wrong end of a rule, please - for the sake of 
everyone else - understand that it's there for a reason, 
and that you might - MIGHT - just be wrong.  There are 
proper channels to go through if you don't agree with a 
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rule. 
  
6 - Don't overdo the Corset.  Corsets are very nice, I think 
we can all agree there.  When you tighten it up to the point 
where the assets you're trying to showcase have more 
visible ridges than a seven layer cake, there's something 
amiss.  As with all things - makeup, hair, jewelry, and 
clothing - use it to accentuate, not distract from your natural 
beauty.  Leave the Attack Boobies at home. 
  
7 - Treat the hotel with respect.  Don't damage the room, do 
pick up after yourself, don't treat hotel staff with 
unnecessary disrespect, do recognize that we all represent 
the Cam when dealing with people outside of our 
organization.  This is a lot more responsibility than I think 
many of us recognize. 
  
8 - Leave the Drama behind.  If you have a problem, be a 

Comic Relief 
 

Why did Count Dracula never get 
married? 

          He wanted to remain a bat-chelor
  
What is it like to date a vampire? 

         Ehh … a pain in the neck
  
What do you get when you mix a vampire 
and Sir Lancelot? 

         A Bite in Shining Armor
 

Don't take life too seriously,  
you won't get out alive. 

 

grown up and talk about it.  Don't backbite, rumor 
monger, socially backstab, etc.  Talk to the person.  
Have someone else present if it's needed.  The Cam 
doesn't let anyone under the age of 18 into its 
membership.  That means everyone here should be 
mature enough to resolve most issues amicably, if 
not in a way that minimizes collateral damage. 
  
9 - Respect, respect, respect.  Pay appropriate 
respect to all ST side and Coord side staff, as well 
as your fellow Cam members.  If I have to explain 
what this means, there's something very, very 
wrong. 
  
10 - IC fun.  Not everyone has the opportunity to 
get hit by the plot bus.  This is unfortunate, but 
there are ways to get involved that don't involve an 
ST directly handing something to you.  First, ask 
your friends if you can get involved in things 
they're involved with.  Failing this, try to work your 
own way into the plot - resolve to follow a lead, put 
together some people, and notify an ST.  If this 
fails, let the ST know that you're feeling left out 
and want to contribute to the game.  The STs don't 
read minds (or at least if they do, I haven't bought 
that discipline yet), so they need feedback from 
their players, particularly if there are those who 
aren't having fun in a game. 
   
Hopefully everyone will take these things to heart, 
and we can each make a great Con an even greater 
Con! 
 
 

St. Peters Ceiling by J. Kovach 
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One of the largest departures from the setting provided 
in the books, for all venues, is the existence of a global 
mailing list.  While the nature of these lists in never 
defined, they do exist for every venue, every faction, 
and every species of supernatural critter.  These lists 
provide an invaluable tool for communication and 
foster the sense of a Global game.  They allow 
characters to make reputations, forge alliances, engage 
in debate, and socialize in a manner unlike anything 
else in the chronicle.  They can also destroy your 
reputation and leave you open to scathing criticism.  
Such is the World of Darkness. 
 
That doesn't mean that the lists are to be avoided, or 
feared.  Some of the most rewarding role-playing will 
emerge on the lists and social characters find them a 
continual asset in expanding their networks.  Often 
times name recognition alone will be equated with 
influence and power.  The perception is that the more 
well known a character is, the more social and political 
capital they have at their disposal.  This perception 
often leads to the reality. 
 
That being said, how should a player utilize the lists to 
their fullest potential?  The most important thing is to 
ensure that anything you say over the public forum is 
carefully considered.  This doesn't mean write a draft, 
send it to an editor, revise it for contend, and then, after 
the moment is long passed, release it to an uncaring 
audience.  It means that you should keep in mind a few 
rules before hitting send.  To help out, I am going to 
detail my personal checklist of items that I run through 
before making a public declaration. 

1) Spell check. - I can't stress this one enough.  If you 
can't spell properly, and most of us can't, then at lease 
use a spell check to catch the most obvious errors.  
You won't be able to get everything, but it will 
prevent you from making a total fool out of yourself. 
 
2) Error check. - This is like a spell check, only you 
have to do it manually.  Read through your post and 
make sure that you are saying what you want to say.  
This is going to take a few seconds, but once you hit 
send it is too late to make a change.  Read twice, post 
once. 
 
3) Devil's Advocate - Look at you post from the 
opposition's side.  How would you respond if you 
were them?  Is there an obvious insult, or error, that 
you overlooked?  Can one of your phrases be turned 
into a pun?  If you find these kinds of things, take a 
moment to fill in the holes.  The less room you give 
the other side, the better.   
 
4) The Machete - How long is your post?  If it is over 
half of a page, it is most likely too long.  Everyone is 
familiar with the common "TLDR, or Too Long, 
Didn't Read".  Avoid this like the plague.  If nobody 
reads what you have written, then its like you never 
wrote it in the first place.  The only time this won't 
happen is when you make a mistake in you six page 
treatise.  Then everyone will read it, and mock your 
character for the mistake.  That is what rules 1,2, and 
3 are for. 
 
You will notice, I hope, that number 2 and 3 can be 
done at the same time.  They should be.  This whole 
process will take you less than 30 seconds once you 
get the hang of it and that is enough time to keep up 
with the fastest paced e-mail thread.  The important 
thing is that you don't give the impression of 
incoherence before they read you post. It doesn't 
matter if you wrote a masterpiece if you appear to be 
illiterate after three words. 
 
That should give you the basics of posting to the list.  
Once you have these steps mastered, or even well 
understood, you can begin to break the rules.  Things 
like that will be covered in the next installment of 
Snark.  
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If you need examples of great snark,  
here are some classic examples: 

 
Always remember you're unique, 

 just like everyone else. 
 

He who laughs last thinks slowest. 
 

We are born naked, wet and hungry.  
Then things get worse. 
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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!  Besides doing all of the usual, great 
convention stuff, ICC is also hosting an OWoD 
Sabbat Game for charity on Thursday evening. 
The convention is being held 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. 
 

One of the main things that I've always seen occur in Live 
Action games is the focus on the amazingly cool powers 
and the particulars of a given power set, especially in 
Awakening. To be honest, who wouldn't? We play games 
to get away from the norm, and outside of a few crazy 
Mortals players (you know who you are), most people 
want to play something with awesome powers because 
we, as humans, lack awesome powers. 
  
So we end up with games where the focus is either on the 
darkness, or lightness, of those powers and how they are 
used. In my always-so-humble opinion, however, this is 
selling a very rich and diverse venue thematic short. Yes, 
one aspect of Awakening is the manner of awesome crazy 
powers that a mage does, and what they do with them, but 
the important thing to remember is that mages, for all the 
phenomenal cosmic power they possess, are still regular 
everyday humans.  
  
I've heard people talk about the Wisdom table as if it were 
a standalone affair, however we have to remember that it 
does stack with the normal, core World of Darkness, 
morality/humanity table. So with that said, one of the 
main things that we appear to be discussing, ICly, across 
the venue currently is about when it is right to kill. A high 
wisdom character, with a morality trait of six or seven, is 
roughly approximate to you, me, or anyone. 
  
Take a moment and think about that. Police officers go 
through weeks of IA review and psychological assistance 
when they discharge their sidearms, if not months if they 
actually kill someone. So a regular person, again - you, 
me, anyone - who makes their wisdom challenge should 
not, necessarily, be blasé about the experience. 
  
Let's focus on that again. We make such a point of the 
penalties of loosing morality traits, but consider that 
making your wisdom challenge means you regret the 
situation, feel guilty about having done it. A mage who 
kills another person and makes their wisdom challenge 
should, theoretically, react as horrifed as you or I would if 
we suddenly found ourselves in a situation where we've 
killed another person. 
  
While, of course, your mileage may vary, take some time 
to consider the psychological ramifications of guilt or 
remorse in soldier's or police officers, and take some of 
those elements into your roleplay. 
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Release                      Scheduled Release Date 
Lords of Summer (Changeling)                      June 11 
World of Darkness: Dogs of War                   June 25 
Silver Ladder (Awakening)                               July 9 
Hunter: The Vigil      August 14 
Equinox Road (Changeling)     August 14 
Savage Macabre: Gangrel (Requiem)   September 10 
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Photo at Left Taken By J. Kovach in London 


