Gangrel

Description:

Gangrel, like the Brujah, are among the best vampire fighters. Unlike the Brujah, their ferocity
stems from their animalistic instinct and rage, rather than anarchic anger. Gangrel are loners and
prefer solitude; they're also the closest to nature and the beast than all the other vampire clans.

Nicknames Disciplines Clan Bane
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e Animals e Animalism In frenzy, Gangrel gain one or more

o Bétes e Fortitude animal features: a physical trait, a

« Outlanders e Protean smell, or a behavioural tic. These
features last for one more night
afterward, lingering like a hangover
following debauchery. Each feature
reduces one Attribute by 1 point - the
Storyteller may decide that a forked
tongue or bearlike musk reduces
Charisma, while batlike ears reduce
Resolve (“all those distracting
sounds”). If nothing immediately
occurs to you, the feature reduces
Intelligence or Manipulation. The
number of features a Gangrel
manifests equals their Bane Severity.
If your character Rides the Wave of
their frenzy (see p. 219) you can
choose only one feature to manifest,
thus taking only one penalty to their
Attributes.

Clan Affiliation: Anarchs

Archetypes:

Uncaged Jailbird:

This Kindred spent most of their mortal life in prison or was once incarcerated for a severe crime.
Such a past conveys a reputation and a jaded attitude toward authority leavened with a desperate
taste for freedom and opportunity to exercise liberties formerly denied them.

Adventurer:

The Gangrel are no strangers to the wild, spending much of their time beyond city limits and
communing with creatures and clans outside those in the Camarilla. In life and undeath, the
adventurer has seen and experienced something few could comprehend. They have walked from
place to place, spending their life on the road, living only by wits, a stranger’s kindness, and a rich
curiosity. This wolf has no fear of the path ahead, wherever it might lead.

Folk Favourite:

Clan Gangrel practice the traditions of storytelling around the fire, although they are the furthest
from boy scouts. Whether around a burning barrel, tire fire, or at a great convocation, this animal
knows the songs and the stories to celebrate the names of fallen heroes and enemies who must
never be forgotten. In their mortal lives they might have been singers, entertainers, or independent
artists.

Director of the board:
This Gangrel believes in power wielded not merely with physical blows, but through social
presence, authority over others, and command of a group of people such as a club or a




corporation. The boardroom Gangrel is an alpha who thrives on causing fear and respect, who does
not play by the rules, and who is capable of commanding others to perform the most unethical
actions with threats of personal and professional losses. They stalk their prey through office
corridors at night and in five-star hotels paid by company card.

Unrepentant beast:

The Gangrel relish their animal features and feral natures, and many behave as wild beasts do,
leading unlives dominated by immediate physical drives and desires. The unrepentant beast
behaved like an animal already before the Embrace. Perhaps they were a predatory criminal or an

individual who used legal means to let out their dangerous desires. As a vampire, they are little
better.
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