
 

 
 
 

Family R eunion 
 

Player ’s Guide 
 
This guide serves as the setting and rules for the event. Our safety and game mechanics, and 
standards of behavior guidelines haven’t changed for this event and will be shared with 
everyone.  
 

C r eator ’s Note 
Vampire the Masquerade is a game with the focus being on personal horror. Together we will 
explore one of my absolute favorite genres in the World of Darkness. Our team has worked 
incredibly hard to bring you an event unlike anything we’ve produced before. While this is the 
highest production event we have produced thus far our goal is to take it even farther in the 
future. Almost all of the money earned has gone towards paying for the entertainment and food 
expenses. This has been a labor of love and we thank you for participating.  
 
Even though we will explore very dark and horrific subject matter we want this to be a personal 
and intimate experience. We want you to explore who you are and what matters most to you. 
Through the close and personal experiences you will share with others you should make new 
friendships that will last a lifetime.  
 
Finally, I’d like to thank everyone who helped write, build, and create this amazing event.  
 

- Tandy Moore 
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Pr acticals 
 
Tickets 
 
Tickets will cost $40 and can be purchased at https://imagiconnd.com/larp/ 
 
 
Location 
 
The game will be held at The Grand Hotel in Minot, ND. Click here for Google Map. Parking is 
available at the Hotel.  
 
Schedule 
 

When What Where 

April 30th 3:30pm-5:30 Workshops Imagicon (Minot Auditorium) 

April 30th 7:00pm-8:00pm Registration Grand Hotel 

April 30th 8:00pm-9:00pm Dinner Begins Grand Hotel 

April 30th 9:00pm-10:00pm Burlesque Show Grand Hotel 

April 30th 10:00-12:00pm Family Reunion Grand Hotel 

 
 
 

https://imagiconnd.com/larp/
https://www.google.com/maps/place/Grand+Hotel/@48.2516394,-101.2987168,17z/data=!3m1!4b1!4m8!3m7!1s0x52df29f1ba9d60ed:0x90c8c6500d514480!5m2!4m1!1i2!8m2!3d48.2516394!4d-101.2965281


Communications 
 
You can email us at minotdst@gmail.com. You can also send us a DM on our Facebook page 
at Unforgiven Chronicles.  

 

C ontent E xpectations 
The Family Reunion is an adult mature game. Certain topics that will come up during this game 
may be uncomfortable. You are encouraged to bow out of situations and/or scenes that make 
you uncomfortable. Communication is key.  
 
There are forbidden topics that can never come into play. They aren’t written into the scenarios 
or character backgrounds and players are forbidden from introducing them. Other topics may be 
included in character backgrounds but may or may not be introduced into the game directly.  
 
Topics that may arise during game include: physical violence, physical intimidation, vampire, 
simulated corpses, religious behavior, verbal aggression, fictional bigotry (vampire towards 
humans), partial nudity, drugs and alcohol. 
 
Topics that are banned during the game: sexual assault and violence, use of sexual/racial 
slurs, homophobia, transphobia, ableism. 
 
 
 

T he Setting 
 
The Family Reunion will take place at the Grand Hotel on April 4th 2022. 
 
The Promise of 1528 expires soon, 2028 to be specific. The Hecata must put aside their 
differences and coalesce their power to stand against the Camarilla and the war they will wage 
against the Hecata. Family is all we have. Family is the only thing that matters.  
 
Now we have an opportunity. The Elders are now gone. We can take what was once in the grips 
of the Camarilla. We can grow our power, influence, and riches. We have to come together. 
Now more than ever we need our own Elders. It’s time to bring them back. Why? Because you 
have the family your born into and the family you create.  
 
Why Minot? 
 
It’s odd that more Kindred haven’t discovered this Magical City. It sits almost right on the 
geographical center of North America. Due to its location, many ley lines converge in Minot. 

mailto:minotdst@gmail.com
https://www.facebook.com/groups/389465768477935


This Nexus is vital to the success of the ritual to call back our Founder, Augustus Giovanni. 
Without the power of the Nexus the ritual will fail.  
 
 
 

T he T one 
The Family is filled with individuals who have been downtrodden, forgotten, ambitious, deceitful. 
It is full of individuals looking to leave the past and forge a new destiny where they are known 
within the Family. The Family is the mirror of the American Dream. Everyday life within the 
Hecata is more dangerous and real than the vast majority of mortals will ever experience. Foul 
deeds are committed just to get a leg up over your siblings and cousins. Getting caught is 
something you don’t want. The punishments doled out in the Hecata are fate worse than death. 
With death your service ends. In a family of necromancers your death guarantees your service 
will last for eternity.  
 
You can feel the gravity of the situation permeate everything around you. At no time in the 
history of the world has there been a time such as this. The power vacuum that exists in 
vampiric society must be taken advantage of. Negotiations need to happen soon to renew the 
Promise of 1528. By growing and becoming more powerful we can move the negotiations to our 
whim and will.  
 
This is why it’s important to bring back our Elders. They have dealt with the Camarilla before. 
We must use their experience and knowledge to our advantage in negotiating with the 
Camarilla.  
 
 

Acts 
 
The night will be broken into four acts. Each act will be distinct and mark the actions that all the 
characters can take with each other.  
 
Each individual Act will have clear markings and the tone of each act will change.  
 
Act 1: The Last Supper 
 
We begin the night with you enjoying your last meal as a mortal. Soon, you will feel the embrace 
and become a vampire. This is the time to connect with one other. Building the relationships you 
will take with you into your new life. Feeling the bond of human connection one final time. This is 
your last chance to make a first impression.  
 
 
Act 2: One Last Vice 
 



Once the dinner is completed the show will begin. A burlesque group, Black Veil Burlesque, will 
allow us to indulge in one last vice before you are Embraced. During the show you are 
encouraged to meet with the Family Heads and do your best to select the Family you want to 
join for the rest of your undead life. But also enjoy the show!!!! Black Veil is going to rock the 
night!!! 
 
 
Act 3: The Embrace 
 
Now is the time of judgement. Who will select you for the Embrace? Will you join the Family you 
want? Will you join the Family you are meant to?  
 
 
Act 4: A Ritual   
 
This is the moment of truth for the Hecata. This is the reason we are here. Will the Giovanni be 
successful in their ritual? Will you choose to put the past aside and make a future as one 
family? 
 
 

T he Family L ines 
 
1. The Dunsirn 

 
The Dunsirn are a family originally from Scotland. They were once a nuisance family 
of powerful bankers that blocked the Giovanni’s attempts at gaining power in the 
financial and fashion markets in the New World in the 1700s. The Dunsirn owned a 
major shipping company that was known among aristocratic and royalty of Europe. 
The Giovanni were able to forge a very powerful alliance with the Dunsirn when they 
learned this family were cannibals.  

 
Today this alliance remains strong. The Dunsirn continue to generate vast amounts 
of wealth that the Giovanni and now other families have no problem spending. While 
the Dunsirn only occasionally indulge themselves in their family secret they have no 
interest in Necromancy and rituals. They would much rather continue bleeding 
people dry.  
 
 

2. The Pisanob 
 
Spanish Giovanni discovered the Aztecs when they explored South America during 
Cortes’ expeditions. They discovered a tribal cult in Tenochtitlan (now part of Mexico 
City). Once discovered, these Aztec people were brought into the Family. The 



Giovanni dubbed these people “Pisanob”. The Mayan translation for Pisanob is 
“ghosts of the dead that walk the earth”. The Giovanni didn’t care at all for these 
people’s culture, language, legacy, name, or beliefs. This is evident in their very 
name which is Mayan even though they are Aztecs.  

 
The Sabbat clan known as “The Harbingers of Skulls”, another death cult from 
Mexico City, have continually attacked and attempted to wipe out the Pisanob. The 
patriarch, Poctli, offered his life as a peace offering to save his clan. The Pisanob are 
currently looking to replace their leader.  
 

 
3. The Cappadocians 
 

The OG clan of death who was betrayed by August Giovanni through his diablerie of 
Cappadocius. The Giovanni and the Cappadocians have been waging war since the 
Renaissance age. No two families have fought longer than these two. The 
Cappadocians even changed their name to “The Harbingers of Skulls” and joined the 
Sabbat.  

 
Now the Sabbat has been ripped in half with the exiting of the Lasombra. The 
Cappadocians/Harbingers came to terms and rejoined the Family. To say the 
Giovanni take pride in lording over their “Older Brother” is an understatement. The 
Cappadocians will make every effort to embarrass the Giovanni so long as it doesn’t 
hurt the other families’ interest. They don’t want to make to many enemies.  
 
 

4. The Giovanni 
 

The “Devil Kindred” are the family that is thought of first when someone mentions the 
“Clan of the Dead”. The Giovanni are master politicians that strike the right balance 
of fear and respect from their rivals and relatives.  

 
The Giovanni family have branched out for a millennium selectively choosing new 
blood to join “The Family”. With the restructuring of the Clan of Death in recent nights 
the Giovanni are looking to maintain their status as the leaders of the clan. They 
won’t just stand on the sidelines as their cousins try to usurp their claim as the 
familial head. History is more important than political convenience and the Giovanni 
will do anything, murder anyone, to remain the top dog. They understand that 
nobody fights like family. 
 
 

5. The Gorgons 
 

The Gorgons, also known as the Lamia, are a female only line of warriors tasked 
with protecting the Hecata. They worship Lilith and sometimes refer to themselves as 



Lilins. They believe that pain brings enlightenment. They have perfected a higher 
pain tolerance through ancient Bahari rites and rituals.  

 
Originally, the Gorgons protected the Cappadocians but were thought to be extinct 
when the Giovanni began their crusade against the Cappadocians. The last Gorgon 
was believed destroyed in 1718 but the Giovanni were wrong. Now the Gorgons are 
back and growing. These extremely proud women are once again protecting the 
Hecata. The difference now is they don’t tolerate the chastisement of their faith or 
insulting their martial skill. They prove hell hath no fury like a woman scorned. 
 
 

6. The Puttanesca 
 

These leg breakers joined the Giovanni in the 1660s. Sicilians by birth they were one 
of the first families the Giovanni made familial ties with. The Giovanni needed the 
mob to do the dirty work the Giovanni didn’t want to do. And they have done it well.  

 
The Puttanesca have long been the embarrassing joke within the Hecata. The 
beatings they’ve taken have made them stronger. They’ve also built a massive 
network of spies within law enforcement. Double crossing the Puttanesca isn’t wise. 
They don’t want to be a “little brother” any longer. They want to take the family over. 
They want to be “The Big Guy” 
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