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Letter frrorn the Chail:

Why is it that anyone is still ptaying a game that
suffered through a string of welt-intentloned
mistakes in Wizards of the Coast'srM tumuttuous
early years? Shouldn't Varnpire: the Eternal
Struggleru hawe gcrne the way of Galactic Emplres,
'Wyvern, or the Sim City card game? Yet somehow,
V:tES has not only surviwed, but thriwed.

Years ag'o, rny friends and I used to play Warlords
on rny Atari 26oo. trt was a si.mple garne that was
essentially a four-player variant of Pong. Yet, we
ptayed it for many years and ewen participated in
orrr own day-long tournarnents. The best thing
about Warlords was that it was a multi-ptayer
g'ame. It continued to prowide enioyrnent as the
skilt of the other ptayers constantly created new
challenges. V:tES atso has this qualiry. trts

cornplexity and depth of design allow its many
enthusiasts to create new decks and raise new
threats to chatlenge one another.

After Wizards of the CoastrM put V:tES on their
inactive products [ist after the release of The
SabbatTil, players joined tog'ether to create
their own'support for V:tES in the form of
Vampire; Etder Kindred Network (VTEKN).
Players in warious cities around the world
volunteered to run tournaments and demos
in their communities. In 1997, tournament
coordinators in ower 2o cities around the world
agreed to run tournarnents on or about the
Halloween holiday. These events came to be
knorr.n as Crusade; World, the first in an
ongoing series of coordinated worldwide events
sponsored by V:EKN.
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Wizards of the CoastrM and the Duelist
Convocation trnternattonalTM \\rere not btindl to
the rabid loyatty and perseverrance of V:tES
players around the world. [n late 1998,
'Wizarde agreed to resurne the sarnctlon[rmg of
VrtES tournaments and everl reversed arr eartien
decision by announcing the prirnting of new
cards by the end of 1999. Whilte the rnew cands
witt Likety be few in ntrmber and fall wetl short
of a futl-expansion, we atre atl looking fo'nward
to seeing thern.

So, here we are, nearly five yeais after the
reteaee of ;yhadrla, and Varnpire: the Eterna[
StrugglerM ts getting its flrst dedicated
prrblication. It is our hope th,at thls newsletter
wi[[ keep atl of you informed and excited about
the current state of the Varnptre: the EternaL
Struggle. With inforrnation ahotrt the latest
rulings, successful tournarrxerxt dectr<s, cornirrag
events, and helpful hints, I suspect yor.l'tl Look
forward to receiwing each issr.re of the )Fnagment
of the tsook of Nod.

Robert Goudie
Chairman
Vampirel Elder Kindred Netwonl<
The Official Vampire: the Etenna[ Stnuggle
Players' Organization
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It-he Vr'll'ES Tourruarrternt hv-ts
So youVe declded to attend a VITES tournament.
Participating in a WTES tournarnent is great fun,
as you g'et to ffreet new ptayers, see new decks, and
play an awful tot of V:TES. Going in blind, with no
idea of what you are likely to run in to, howeven is

tikety to g'et you }<ilted. To prevent this from
happening to You, I present an overwiew of
ef f ec tiwe (a nd consequent[y comrnon) tourname nt
lewel deck designs, including what to [ook for as

warning sign of such a deck, how these decks
tend to work, and how to defend against thert.
These are by no means all the deck types you
wi[[ run into in a competitive game or
tourrmmerrq+ut some of lhe rnorscorr{morr tyPes. -

Stealth and Bleed: The old standby that pretty
much everyone is famitiar with. Stealth and
Bleed (or S+B) decks aim to oust their Prey
quickty with regular large bteed actions (3-6

poincs, genera[[y), gaining stealth frorn
Obfuscate cards to avoid getting bl.ocked.
S+E decks are usualty Pretry straig'ht forward
and can be very deadly if you are unprepared
for thern. They often pack Bleed defense in
the form of Deflections or Telepathic
Counters, and occasionally have light intercept.
S+B decks do tend to be fairly weak in terms
of combat defense, rnaking them very
vulnerabte to Rush combat decks. Common
defenses against S+ts decks are Deflection,
heavy interceptr and Rush cornbat. A very
important aspect of defending against S+B
decks is that you should never try and btock
them if you don't have reliable, heavy intercept.
tsy not trying to btock thern, you tend to fi[[
their hands with Stealth cards, slowing them down.

What to look for: MaLkavians are the obvious
choice for this type of dec[<, but the Setites atso

rnake for strong S+ts decks. Presence [s atrnost as

good at bteeding as Dominate, and Presence giwe

the Setites access to Malesty for combat defense.

Weenie Voce: Weeni.e Vote decks attemPt to oLrst

their prey by bringing out countless [ittle
varnpires and calling rnuttipte darnaging votes ar

turn, such as Kine Resources Contested. with the
recent rules chang'e on Vote Pushing', now such a
deck needs to hawe Presence to be wiabte, but
there are enough Caltiff, Pander, and other smal{
'rraurpires with Presence to make such a deck work
wetl Yeenie Vote decks tend to be very singte
minded, with [ittte in the way of combat, vote, or
bleed defense, retying on their owerwhelming
spered-arrdlrumoers'-tomakempf orarytISf tciencies.
It is untikety that they witl have any steatth
available so retiable +r intercept can himder ttris
sort of deck. Comrnon defenses include kitling at[
their vampires through intercept or Rush combat,
Delaying Tactics to hold off their important votes,
or owerwhelming vote superiority.

\Yhat to look for: A first turn Info Highway'
fotlowed by 5 or 4 srnall vampires with Presence
witl probably be your first cltre. Once they start
catltng Praxis Seizures on Caitiff, yorLr should
be pretty certain that you hawe found a Weenie
Vote Deck.

Weenie Bleedr A Weenie lEteed decl< tends to bre

very similar to the Weenie V<rte deck above, but
aims to ou$t its prey through overwhelming
numbers of srna[ vampires wi.th Presence or
Dominate constantly bleeding for 3 to 5 polnts,
if not more, per action. Again, there [s tlsulatly
little in the way of defense in this sont of deck,
as it hopes to win througtr sheen speed. )tt a[s<>

has littte in the way of cornhat de{ense, ]b,l,eed

defense, or vote defense. Whi{e thene is rare{y
stealth availabte tn this type of deck, [t oftern
packs multipte Mi.sdtrections to tap out any
possible blockers. The Weenie tsteed deck and



the Weenie Vote deck tend to be wutnerable to
the sarne defenses, so tf you plan for one' You
are usualty pretty well prcrtected against the
other.

What to look for: Much ltke the Weenie Vote
deck, the earh Info Htghway followed by a large
nurnber nf Caitiff, Fander, and 2 or g potnt
varnpires with Presence or Dominate. If they alt
hawe Presence, it is just as likely that You are
facing a Weenie Vote deck, but Weenies wlth
Dominate are usuatly PrettY obvious.

Pool Gain: As opposed to rnost of the above deck
types, the Pool Gain deck tends to be very slow
and defensive, hoping to I'enerate huge amounts
of pool and using this to ewentually orrerwhelrn
their prey. One common tyPe of Poo[ Gain deck
inwolwes t"tg* titted vampires g'ettinB' Minion
Tapped and consequently fitted up again with
5th Traditinn. Another type inwotwes making lots
of kid vampires through The 3rd Tradition and
The Embrace, and then calling multiple
Consangrrineous Boons. Offensiwety, this sort
of deck tends to either use large, infrequent
bleeds (ustng either Dorninate or Return to
Xnnocence) for the large deck6' or one point
bleeds en ma$s for the Embrace styte deck.
The large wampire style Poo[ Gain deck tends
robe wulnerable to theinrarnpires getting
kitted before they are Minion Tapped, hawing
their 5th Traditions intercepted, and having
their bleeds Deflected. The Embrace style Pool
Gain deck tends to be slow to set up, is
wulnerable to having any big vampires g'etting'
killed, and will hawe a g'reat deal of trouble if
you can intercept their Ernbraces.

What to [ook for: A deck that brtngs out [arg'e,
titled vampires and isn't acting particularly
aggressive is [ikety to be a Pool Gain deck. A
deck that starts spawning rapidly wtth Ernbraces
and such is also ltkely to be a Pool Gain deck.

Rush Combat: Rush decks plan on winning'by
destroying all the vampires of their prey and
then bleedtng thern out slowly while kitLing
enough vampires of their predator to stay alive.
Often, the Rush deck uses srnail vampires and
retrtes on Potence to power their attacks. The
Rush deck tends tn be wery focused, using
cornbat as both its rnain offense and defense,
and rarety has much in the way nf bleed or vote
defense other than preemptivety kilting
threatentng vampires. Decks with ltttle or no
combat defense tend to be rnangled by Rush
decks, so packing a good supply of lFortitude

or Obedience ls helpful. As Rush decks tend
to re\ on trmmortal Grappte as a main cornbat
staple, Majesry and Dodges tend not to work
real wel[, but the ablltty to rnaneuver can be
veny waluabtre.

What to look for: Srnall wampires with Fotence
are a good indicator, usually Brujaftn *rr
Nnsferatrr. t{awi.ng your flrsc vamp[ne ernd up i.n
to torpor before he even takes an actlon is
another good sign that you are sittlng'next to
a Rush deck.

Agaln, while these deck designs are not the on[y
types of decks you will run lnrto at a V:TES
tournament, they are fatrty cornrnon and you
should take them into account wtrern declding
what deck to play in a cornperittwe envlronrraernt.
Going in to a torimrafirent knowi.ng what yor.l are
Iikety to face means you cari ptarr accordtngty,
and witl generatly be rnore successfut.

New Candls [rm lggg
by M[ke lEotntrrtarmun

Itt hao been over two years slnce the v:TES
community has seen amy new cards pnirnted fronn
Wizards of the Coast. It says a lot about thts
g'arne of ours, the players, wfien [t contirnues to,

thrive without the tnfl"ux of new cards.

Soon after a change tn managernent of the
V:TES product [ine, t[re announcrnent cafire
that new cards woutd be produced towards tfre
end of rg9g. Then the nlrnon wi.L[ went to work.

trn the L-[K, one tournarnent o,nganizer wars

reportedly totd hy a Wlzards of the C,oast
representative ttnat the expansion wourld incttlde
forty to fifty cards distributed im boosters.
These boostere woul.d corne in boxes thrar atso
lnctude Spetlfire and l.Ietntnnner cands"

Wkrat has Wizands sai.d offlciatly? Onty tJh(s

statement: t'lMe can te[[ yo,ur rrFnar thene [s rno

fi.nal deciston taken in negards to ttrre new
V:TES cards in regards to fonnrnat, quarntlty or
anything other tharn that tt witt happen fo,rr

sutre.tt

7\s rnore detaits becorne ava[{ab,[e, y,ouir cam bet
we wi[[ cover it hene in1the Frag':rruenrt-.



Wtnat thre lt'aL,ebeaner S,ees

by FLob Grau

ln this s'eg'ment, I will focus on an individual card
each issue. For the first issue, it seems only fitting
that I focus on Fragrnent of the Book of Nod.

The Book of Nod is an ancient text of varnptric lore
and prophecy. It contained the earty history of the
lKi.ndred, chronicttng the origins of the ]yhad.
{-lnfortr.nnatety, it was accldentalty lost artd no
[onger exlsts iln tts ortgtnatr forrn. Onty btts and
pteces or {nagmleruts o{ the origtnal work survtved
rhe ttrrnun.tuot-us trip througfr the ages.

Possessing a Fragment of the Book of Nod adds
to a player's knowledge, and in Varnpire: The
Eterna[ Struggle, this roughly becomes the card
drawing rnechanic. A rare frorn the basiclyhad
card set, Fragrnent helps atteviate nasty hand
jarns. Of course, the best solution to a hand jarn
is to buitd your deck so that you won't get stuck
in one. However, if youtve ever €xPerirnented
with deck building, the abowe staternent is less
than comfo.ti.g.

Fragment of the Book of Nod is one of several
master cards (see Table r) designed to help card
ftew {n your hand. l\lthough ehe card is unique,
the card is not a [ocation, and lends a powerful
effect to your deck. The card has a downside, too,
the directed action "gain contro[" text rnakes the
card a juicy target for any other Methuselah
with card cycling problerns of her ourn.

lFragrnent of the Book of Nod works so wetl
because you first draw the cards and then discard.
This rneans you can choose the seven cards you
tike best [n your hand and keep them. The
Barrens and Dea[ with the Dewil function like your
discard phase. You discard the card(s) and reptace
them. You do not hawe the same control over Your
final hand with these masters as you do with
Fragrnent.

The rnaster cards that increase your hand size
functlorn in ttre same waY as lFragrnemt does. You
draw the cards, and discard them at whatever tirne
your hand size decreases again. The strategY for
g'etttng the rnost out of your Fragrnent of the Book
of Nod involves rnore deck construction than
garneplay.

)First[y, you can't hurt yourr dectr< badty by pLaying
with the lFragrnent. Yot-u can't hurt i.t hecause that
card usage doesn't requtre a deck to have hand

Illustration Rob Aluander @ 1994 r#iards o{ the Cest, Inc.

cycling quagmire, and decks iust run better whern
you can choose the best seven of nine cards. Jtrsc
play it during your master phase and go on witftr
your game plan.

So why ien't this card in everyone's deck? The
rqrity i!r-an issrre for sure,-brrt-beyond the
economics of ptaying V:TES, sorrle decks
shouldn't include the card. You'tl want to pr.!t [n
a deck that stands a fair chance of holding onto
the card. If your ptan is to play it once and then
not worry about who steals it, you're helping other
peopte in the g'ame more than yourself. Certainty,
you dontt need to guarantee that you can keep (t
foreweS but you shoutd consider some ptan for
retaining the Fragrnent.

Decks with lots of untap or combat defense ane

good choices for inctusion. trt atso compllme:nts
rush decks designed to enter combat because
the steal action ls btocked frequentty. If you
dontt think you can retain the lFragrnent for [ong,
constder reptacing it wtth one of the other hamd
cycting master cards. Another hint is to atways
tlse the Fragrnent during your turn, in case iLt

gets stolen. The Methusetah that steals it wit[
have to wait a turn to use the tapped Fragrnernt.
FLay strategy invoLves tapping the Fragment [f
sofileone attempts to steal it, so if the action is
successful, the Methuselah is llorced to wa[t
until her next untap phase to use the Fragrnerrrt.

Once you have decided that Fragrnent of the ]Eoolk

of Nod betongs in your dectr<, how rnany shourtrdl yol:r
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incltlde? ]For a totrrnarnent-sized deck of slxty to
ninety cards, I woutd say that you woutd tike Lo

have 2 or 3 at a rnaximum. Obwiousty, the
uniqueness of the card limits the nurnber, but you
want to be sure trrat you arentt using the card as a

crutch for a poor deck destgn. If your deck won't
run un[ess you g'et a Fragrnernt irn your opening
hand and continue to require 5-4 discards a turn,
you shoutd exarnine your discards, it is Likety that
you don't need the cards anyway. If you reatty
want that rnuch discard power in your deck, don't
go and trade away rare cards to 8'et that extra
Fragrnent, put in a few of the other good rycting
rnasters such as Elder Library, Drearns of the
Sphinx, or the Barrens. Still, if you only have
one Frag'rnent, I'o ahead and put it in. It will
work the same, you just won't see it as often.

'lt'ahte r

Master Card (Cost) Screngths Weaknesses

Fragrnent (o) Draw then discard t cards. Can be stoten ty anyone

Elder Library (r) Increases hand size \ r. Location

The Barrens (o) Discard then dra*rz r card. Location. Cornrnon in tournaments

Secret Library of Alexandria (r) Cycle many. Unlikd contesf. Location. Requires Nosferatu.

Dreams of the Sphinx (r) Increase hand size by 2 for one turn. Ternporary.
Can do other thinge.

Dea[ with the Dewil (o] Entirely new hand. May not atways want new hand.

Vrll'lES
Q lrve heard that the rules for aggravated damage
aren't the sarne as they used to be. How do I burn a

warnpire now?

A: You are correct. The rule regarding aggravated
damage uras modified lastJuly. Now, to burn a neady
vampire with aggravated damage, you need to tnflict
X+2 darnage, where X is the amount of blood on the
opposing vampire, and at least one point of the
damage must be aggravated.

Why X*2 damag'e? Here is how it atl works: A
varnplre burns r blood to tthealtt each point of
nornlal darnage dealt to it. Note that "healing"
damage is different from "prewenting'r damage.
A varnpire is "wounded" if it has unhealed
darnag'e, is in torpor, or is going to torpor. A
varnpire which cannot heal darnage g'oes to torpor-.
A varnpire cannot heal aggravated damage done to
it. lFor: each point of aggnavated darnage done to a
wounded warnpire, that warnpire must brrrn one
blood to prevertt destn-uction. A vamplre which
cannot prevent destntrcrion i.s burned

q&A
Qli Can X use skin of steen to prevent the r potnt
of darnage from a grenade strike when ['rn rursl.rng

it at ctose range?

A: No, you cannot use Skin of Sreel, because the
trstrikeil it refers to onty lncludec darnag'e done
to the rninion you are in cornhat with. You rnay
use other fortitude cards wtthout the "damage
frorn a strikerr wording on it to prevent darnage.

Flere is the ruling frorn lL. Scott ]oftrnson, ttre
official V;TES Net.lRep, perta[rmlng ro y@ur
question:

"Darnage from a strilret'onty incttrdes darnag'e
done to the opposing' targ'et. Side effect danrnage
is rnot coumted as ttdarnage fro,nn a strr[[<ett.

'lltnenefore, setf-inflicted darnage frornn Z[p Gtnrn,

Grenade, l&urst of SunLigfrt, tsody of Sun, etc.
i.s stde effect darnag'e amd is xrot prevenrabte hy
"prevent darnage frorru a st;r[]k,e" effects [[ke
Skire of Steet, lLeather /ac)ket, etrc"



to#ftctar{ lEr:nata
Combat -
Cards which are not usable \ vampires going to Torpor are nor
usable by vampiree bumed in combag either.

Damage (Combat) -
Ammo (Dragon's Brcath Rounds, Glacer Rounds, Manstopper
Rounds) are played "before reeolution of a gun'a atriker', not "when
damage from a grrn is being remlved". That is, it is played after the
strike ic announced, but before rhe strake resolution phase.

Damage Prevention carde are not restricted to strike resolution. tn
particutan combat carde which prevent damage (like Skin of Rock)
can be used any time damage is taken in combat (subiect to card text),

Equipments which are Locations (Loquipment) -
Loquipment doesn't count as equipment while it ie in play.

Terminology -
'Before Combat Beg,insr actually means tAs Combat ie Entered,.

Vampires/Crypt./ Uncontrolted Region -
A vampire who gets a bleed bonus if your prey mntrcls a wampire of a
certain clan (or other sect) gete his bleed bonus if the Methueelah he
bteeds controls a vampire of that clan (or sect).

Academic Hunting Ground -
Gives blood to vampira during the untap phaso not the master
phase. (The V:TES vereion is misprinted),

Anarch Trcublemker -
Can onty b€ u6ed dwing your untap pham.

Antedi luwien Amkening -
A plzyer can burn e nmpire (to burn the Anteditwirn Areting) onty
during her untap phese,

Archon -
Attempting to blmk
woutd-be blocker, not

Army of Rats -

the Archon eauses the loss of a btood frcm the
. a pml frcm hie controller

Hawing muttiple copies out are not cmulathae.

Asytum Hunting Ground -
Coste two pool. The V:TES card ie misprintcd-

Beast, Leatherface of Detroit -
Reptace card text with rBeaat ennot pcrfom actiorr<nd.ctions or
recruit allies. He qnnot havc or uee equiprnent or rct inerc As a (D)
action, Beast can enter combat with any Ready minion conrrolled by
another Methuselah. +r hand damagc,"

Blmd Doll -
The Methusetah contrclling the Vampire g.ets rhe benefit of the
Blood Dolt.

Blood Hunt -
The Blmd Hunt (action card) cannot target an Inner Circle membcr

Blood Rage -
Requires thaumaturgy, not fortitude.

Blmd to Water -
Blood to Water canrt be ptayed until range is determined,

Blythe Candelaria -
Blythe Candelaria ie mia-pri.nted. She should have inferior, not
superior, Auepex.

Catatonic Fear *
Catatonic Fear's damage is dealt just after the combat cnds.

Change of Target -
Will not untap a t'locker who was tapped trefore the block.

Charming Lobby -
The'rnext. voterr vote to be called is played,/named when the action is
declare4 and ie called (by the acting'minion) by the resolution of this
action. This action is a political action,

Dariue Sryx -
Darius'ability annot target his controller,s hand.

Deflrction -
Cost is paid from the vampire, not fronr your pool.

Disguised Weapon -
Cannot be played i{ you don't have a weapon in your hand. Erratared
Card tst "Usabte onty before range is choserr. Chmse a weaporr in
your hand. Equip this vampire with rhat weapon, pay cost to equip as
rrormal. Superior: As above,, but umble wlren choosing a strike."

Dreams of the Sphinx -
Increased hand size only lasts until the end of the current turn, r]ot
urrtil the end of your (next) turn.

Etder Impersonarion -
The failed blocker iB nor unrapped, but rather "not tappedt - if the
bloclcer was rapped origirrally, he will remain tapped.

Fame -
When the wampire goe6 to torpor, the controller (not the prey) loses 5
pol. (Fame is still unique.)

For@ of will -
lgrue the "untap this acring vampire" on Fore of Will. The tapped
acting vmpire bleeds at +r/+2.

G.ntrel Atryicm -
Doesrr't require control of I rcdy Gangrel

The target is remove.d from play, not burned.

Goth Bend -
The ounter mced to your master ard ty Goth Band is transformed
into rhe type of mnter nomally u*d by the targer master card.

Your Goth Band cannot moye a c(xrnter from a erd you control.

FI"*g, -
Grants one (oprional) Press each combat, nor each rurn (Iyhad) nor
ach round (V:TES).

Hector Sosa -
V:TES version ahould hawe superior potence, as in Jyhad.

Heidelburg Caarle, Gerrnany -
Heidelburg Casrle may not be used during arr acrion (including
during combat).

Hidden Lurker -
Is an action modifier played by a vampire other rhan rhe acting
wampire. Card text: "Usable onty by an untapped wampire other tharr
the acting minion after the acting minion is blocked and ccrnbat is
over, Tap this vampire- This vampire now enters combar with the
blocking minion. The ftrst round of combat. the blocking rninion
cannot uae any strikea Superior: As abowe., trut with an optional
press."

Immortal Crapple -
The "only hand strikes'r effect lasts only for the current round.

Legendary Vampire -
Legendary Vampire is onty usable i{ the vampire was mwed into your
active region during your last influence phaee. (Not usable for simply
winning a contest or on stolen vampires)



0fftcial lEnrata
Maior Boon -
Arry player (not just \out') carr modify the bleed after the Boor\
subieot to the norrnal rutc. Major Boon ennot be played by the
concrcller of the acting minion.

Malkavian l)emerrtia -
I)osn't rcquire corrtrol of a ready Matkaviarr.

Malkaviarr Prarrk -
The other Methuselahs hold between one and four courrters, Thic
nray tre in excess of their current pool. lf you g'ue6c eorrectly, they
lose that arnount and you gain that amount. If you guess incorrectty,
they gain that anroqnt.

Malkawian Time Auction -
The Methuselah playing the Time Auction annot bid.

Mind Rape -
New card text for eupcrior: i(D) put this crd on a younger vampire
and tap that vampire. The wrnpire with this card doc not untap as

normal during his controlter'e untap pha*. Duing the acting
wrnp(re's controtlerts next minion phaao she must burn this ard to
untap the warrrpire and take control of the vampire until the eRd of
her turn.n

Obedience -
Will not untap an acting vampire who had been tapped when he began
the action.

Of Noble Btmd -
Of Noble Btood cannot target a titled warrrpire.

Pariry Shift -
The reallocatiorr of pool is specified before votes are cast.

Pulled Fangs.
Ttre douge dore \ Pulled Fangs is not:ggrawted-

Rcform Body-
Reform Body en be used as a combat card or a reaction card (everr
frorn torpor). Effective card texu oThis card can bc played as a combat
card or a reaction card. Only uxbte by a vampire being burned. This
vampire goes to torpor in6(ead of beirrg burted. May be played by a
wampire iil torpon Srrperior: As abwe, and this vamplre gaine 2 blood
frorn the blood bank."

I{etunr io Inllocence -
New card tqt; "Bleed. If you cuccmfulty bteed your Prey for one or
more, put this card on the acting vampire. Burn this card if this
vampire loses any blood or goes to torporr or if your Prey is ousted,
During your next untap this vampire is removed from ptay and your
Prey burrrs X pool, where X ic the capacity of this vampire."

Ritual of the Bitter Rose -
New card textr "This card can be played ae a combat card or an action
modifien Each of your ready wampirc gains an amount of lrlood fronr
the blmd bank equal to the amount of blood on a wampire being
burrred either \ diabterie or while in combat with this vampire.r'

Rutoy'c Hand -
A wampire cannot have mor:e than one Rutorts Hand.

To prevent the damage frcm Rutor's Hand (superior version), you
must brrrn three blood (in addition to the cost of the action). This is
errata. (No other methods of prwerrting the damag€ c'an be used.)

Secorrd Thadition: Domain, The -
Correctcd card tex.t: trRequires ready Prince or Justicar. +2 interc€pt.
Atso umbte by a tapped Prince or Justiar, even if intercept is not yet
needed, to untap and attempt to btock with *2 intercept,r

SrnilingIack the Anarch -
The second rentence should refer to tteach other Methuselahtr,

Soul Gem of Etrius -
Does not cost 2 pool (has no cost).

Soul Stealing -
'fhe rrormal version can only be used ac an action nrodifier (<:ard text).
Add Superior: As atrove, and this card can also be played as a <:ombat
card,

'faste of vitae -
Onty countc blood that the opposing varnpire burnal ar a result of
damage. It witl not, for uanrple, give bl.ood for blood spent playing
combat cards or stoten lrlood.

A Taete of Yitae will not count any blmd loss courried by a pre.wi.ous
'f'aste of Vitae.

'fhoughts Betrayed -
Clrange icannot use any cards" to nunnot play any rtrike car<Is[ in
the euperior.

'I'onrtr of Ramsee III -
New card text: rtWhen this card is brought i.lrto play or the corrtroller
of this card changes, you (the rrew corrtroller) choose a vampire irr
your unco[trolled region. For each blood counter you transfer to the
chosen vampire, put a btood counter on the'fornb from the Blood
Rank, At the end of youn inflrrence phase, if the rornl nunltren of
counters on the clroserr varnpire and on the'Iomb ecJuals or exceeds
that vampire's capacity, you may mowe the wampire ro the ready
region. Burn the'fomb (and the counters on it) wherr the clrosen
wampire leawes the urrcontrolled region."

'forn Signpost -
Setd a vampire'e base hand damage to 2 (or 5 if superiorl.

'Iiagic L,ove Affair -
Doeenrt require control. of a ready'f'oreadon

TrcmercCormcdtim -
Second sentence of TLemere Convocation should read: rrVanrpires

with basic Thaumaturgy may play comtrat cards requirirrg
'fhaumaturgy as if they had superior1'haumaturgy.,,

Wakc with Everringrs Fresluress -
Wake i* not repla<rd urtil your nexr untap phase.

White Phosphorus Grenade -
'I'he White Phrxphorus Grenade inflicts damage to thc bearer wtren it
is ueed at close range, regardless of whether ir irrflicts damatre or rror
(is dodged, preYentd, etc.).

Zip Cun -
Amnro cards cannot be rrsed to modify a Zip Cun,s strike.

To receive a full copy of atl errata, nrling,s,
clarifications, send $5 11.S. check or rnorley
payable to:

V:EKN Productions
So7 W. Clark St. Suite ro3
Champaign,IL 6182o
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0rder
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)Ey )L. ScottJohnrson, V:TES Net.Fl"ep

l\ [ong g'anxe is cornlng to a cllose. Only two
rnethtrselahs rernain, Kyle and R"ick. You hawe
both exhausted youn tribraries (Sabbat
withdnawat rutes are r,.not bet:ng ulsed). Soune
rnyster{ous card nra}res you ho,rfrr pllay w[tJln open
teands and Cnypts. R[cX< has jusr ftmished hriLs rrrrn.

Qrestion: Who wins (assurn[ng. tteey Lrorfe rnake
their best plays for the nernairnder of thoe, ganne],
and how?

Kyle:5 pool

Controlled,/ Ready:
The Edge
Salbatore Bokkengro. Tapped. 5 blood-

Fortitude discipline card.
Seima rhe Repugnant. Tapped. t, bl,ro.l.

Fortirude discipline card.

Hand:
Delar-ing Taccics
Freak Drive
Goodnight, Swet Prince
Kindred Inteltigence
Mernory's Fading Climpse
Nosferatu Perforrnance Art
Sensory Deprivation

Crypt (top-co-bortom):
Natalia
Nikolaus Yermuelen
)oaquina Amawa

Rick: i poot

Controlled,/ Ready:
Anneke. Tapped. 6 blood,

Pulse of the Canaille (sup).
Obfuscate disclpline cand.

Dorian Strack. {Inrapped. g btood
Mr. Winthrop. I [ife.

Ftrandr

Forgotten Labyrinrh
Maiesry
Majesty
})ortrait, The
Frecognizant Mobil{ty
Frot,ect Thine Own
Scorn of 7\don[s

Crypr: (empry)

Watch for tlhe amswer irl the niext [sstlel



Fltow to Rurn a Sanctiorued Vamlpi,re: the Eternal StruggLe Tournamexlt
Ey )Robert Goudle

Before anything el"se, you rnay need to convince
younself that you can run a Yampire: Ttre Eternal
Struggte tournament. If you have a good handle
on the rules yor.r are probabty a capabte
tournarrrent official. Dontt let your fean of making
a bad ruling keep you from putting'on a

tor.rrnatrnent, V:tES is a complex g'arne and even
seasoned tournament offiaials will rnake mistakes.

r Iust do your best to prepare and giwe it a go.

The first thlng you'll need to do is choose a

location for vour e'vent. There are a number of
I' inexpensive or free ptaces you can setect for your

tournament. Try libraries, schoolg community
centers, universities, or g'arrte stores. Some
parks even hawe buitdings awail,able to the
communiry. If you are fortunate enough to have
a local I'arne conventionr ]ou can run your V;TES
tourney there and possibly ewen earn yourself a

free adrnission to the conwention. Make sure that
any location you setect is avaitab[e for at least
nine hours" Thie is the minimum amount of tirne
you'tl need for three preliminary rorrnds and a

finat. Try to have a ptan for how you'tl do the
seating for various sized turnouts- Rernernber that

--J4IES 
tournarnents require you to hav-e table sizc

of 4or 5 ptayere.

Next, you'll ]vant to select a date and tirrre for the
tournament and get the word out to local players.
Try to eelect a date a month or two in advance.
Adverti.sing the first event is the rnost difficult
After you create a contact list of all of the local
players, notification of future tournarnents i:s much
easier. Create a sirnple flier and mail it to garnes
stores and place it in places ptayers are known to
hang-out. Contact area g'ame stores and see if theytd
be tnterested in advertising or sponsoring your
event. Al[ advertising should contain the date, time,

. entry fee, and your contact inforrnation, Players,
especiatly first-ti.mers, are likely to have questions
and witl want to talk to you before the day of the

i event. Also, be sure to indicate that you'lt be using
the officiat tournament rulee, errata, and rulings
as of a certain date. [f you have Internet access,
you'll want to advertise your tournarnent by posting
a messag'e to the WtES newsg'roup
( rec.gam es. tradi ng-ca rds. jyhad).

You'll also want to g'et your event sanctioned by
the Duelists Conwoca tion International (DCI).
Sanctioning will afiow you to receive prize
support from the DCI and witl let each of the
ptayers hawe the opportunity to obtain a DCI

Ftayer Rating. You can g'et a sancttoning n<it by
contacting the DCtr at 427-Lo4l-8ogz or by
downl.oading it frorn the Wizards of the Coast
web site (www.wtzards.corn).

If you hawe access to the nnternet, there ane a

number of great resrrurces availabte frorru the
Wizards of the Coast web site, lncludtng the
revised rutebo<.rk, add ltiona[ tournarnerrlt
inforrnation, and exhaustive ltst.ings of enrata
and rulings. The rrore nf this stuff you strxdy,
the more comfortabl.e yout[l be at the tourna]ru.rent.

At the tournarnent, be srrre to g'et contact
inforrnation from a[[ of the attendees. Itf you
atready have the date and tirne chosern for a
second tournament, you can distribute a handfurtr
of fliers to each participant. A{ter ptaying in
thelr flrst [oca[ tournarnent t)hey'l[ atrnost
certalnly be excited and looklng {orward to the
next one. Keep the momenturn going

Wizands of the Coasr amd lDclt
Contact l[rnfonmatiorrn

Off icial Ptayers' Orgran izati.on
Vampire: Elder K[ndred Network
Web si te: mad nessnetwork.hexag'on.net

Official Rutes Authority
L. ScottJohnson
E-mai[: vtesrep@wizards.corn

Wizards of the Coast

Jennifer Clarke Witkes * gad get@wizands"cornr
Web site: www.wizards.cofiI

DCI
Phone: (425)to4*8,qt
E-maitr dci@wtzards.corn



So you'd like to contribute?

Are you interested in seeing your writing'or
ilttrstnations in print? We can't offer you any
money, but we'd be happy to look at yorrr
material and possibly put it into a future issue
of The )Fragment.

Al[ subrnissions L'ecome property of VTEKN
Productlons and wil.l not be returned trntess
your inctude re(urn postag'e. You can send
your ffraterial to

V:EIKN Productions
SoT W. Clark St. Stri.te rog
Charrnpaign, IIL 6182o

UISI\

or yorr can e*rna[l thern to rnbohtrnan@shout.net.

' New llear.g'rlxes

IFrorn wtes*t@orra,c X.,e. w tzarrds.corrn as p,os t,e dl

hy j,e'rrnmi.ferr Cl[ar]<.e \W[i[]k,es

['m happy to say that Wizarr<trs'Organized Jfftay

diwision is beginning worl< ro estabrntsl'r

Netnrnner and V:TES League ptay. T)hese g.affres
will finalty take their officiaI place alongsi.de
the others we produce in a casual-ptay
envtronrnent to hnirng ptayers togethen anr{
support their retaiters.

I'rn in discr-rssion with the Ongantzed F[ay
people now, but ome thlmg they nealty would
like to tnear about [s where the netailers a]re

who sel{ these products and would he g'oodl
pl"aces for X.eag,ue ptay" We'ne atso [oo[<img'at
intenestlng ptay forrnats, b,eyornd tlne existing
aonstnucted (amd lirnited, for Netnurnner)
sanct[oned deckbutlding ru-utes.

Anyone who'd It}<e to prowlde (mfonrnrart[om arnd
make sugg'estions is welcorne to contact
-Iessica Lawson at <fesstaw@vr.izards.com>-
Ptease cc me as r*'ell--I'rn vert' inrerested in
ho*' these leagues devetop.

ED: I{opefully we'll hawe Etore details by nexc
e'ssrre.

Fracrmenr of the Book of NodD
Inforrnation

trub't(shen and E<Jlitor: Mike Boh{rnann

tContrihrutix, g' Wn(tensr Roberrt Goudie, Rohent
)F. Grar-r, Davld McCanry, Peten D. tsaki]a, ]L.

Scott JoFrnson, and N{tke lBohlrnanrE.

It[lustrations hy lPeter D. tsail<ij;a

Copynight rg99, V:EK}{ Froducti.ons.

Varnpi.re: The Eterna{ Strugg[e,.[ylead, amd
The Sabbat are tradernarks of Wizards of
the Coast, llnc. and \Mlhit,e Wo[f, nrnc. l\nrci.ernt
F{earts arrd Darlk SowereLgns are tradernanks
of Wi.zards of the Coast.

V:IEKN lProdluctioms

5o7 W. Ctark St. Strite rLog

Charmpaign, ]l[- 6182o

UtSI\



Subscrrtpt i.orrn Fonrn"t

Subscrriptiorus irrn North Arnerica are $6 Ltr.S. for four issues, olme Yeatr. For outsi.de North l\m,eri.ca,

subscriptions ane $lz U.S. for foun issues, one year, amd are alrrnaiX.ed. Send claeck on

momey onder payabte to:

V:EIKN Productions
So7 W. Ctark St. Suite ro5
Charnpaign, IL 6182o
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To{arm,e:

l\dldness:

Cityr

Smre/Frrovfi.rruce!

IPosta[ tCod[,e;

Courmtry:

Ultra Pro'Black'Deck Protectors (10/100) $+O
Ultra Pro'Gaming' Deck Protectors (10/100) $39
Ultra Pro'Magic'Deck Protectors (10160) $31
Ultra Pro'Red'Deck Protectors (10/100) $40
Ultra Pro Deck Boxes (12175l. $65
Ultra Pro Magic Counters (18/-) $27
Uttra Pro: Portable Gaming Case (-/-) $17
Ultra Pro: Portable Gaming Cases (6) (J-) $79

Magic: the Gathering . Star Wars . Star Trek . Overpower . Middle Earth . Legend of the
Five Rings. Rage. Battletech. Highlander. X-Files. and many more!!!!

We carry over 300 different boxes of CCGs. Please call or visit our web site for prices on these products.

t-]
IJ4LI
@tm

NO
Fees!

UNOPENED BOXES
SuppliesJyhad/Vampire Boxes

Jyhad: Booster (36/19) $11
Jyhad: Starter (10176) $9
Vampire: Anc. Hearts (45112) $68
Vampire: Dark Sovereigns (36/15) $36
Vampire: Starter (10/76) $53
Vampire: The Sabbat (24128) $56

POTOMAC
DISTRIBUTION

(703) 883-3999
FAX: (7OB) 883-3997
848O-D Tvco Ronp
VIENNA, VA 2218.2

E.MAIL: POTDIST@CAIS.COM

Visit our Web Site at
www.potomacdist.com

On-Line Ordering
Updated Prices

Package Tracking

TERMS: Ad placed: O??4BS
1) Ilinlmum order - $f 00.00
2) No shipping fee in cont. U
3) Msa/tdastercar{/Discover

accepted - no fee
4) C.O.D Cash .- add $4.75
3) Checks-2 weeks to clear.
6) Prices subjec{ to change.
7) All sales final.
8) Hours: 10 - 5 EST Mon-Fri



V:EKN Productions
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Next Issue - Irly tggg

' More lnforrmation on leagr.res

' l\re you g'oing to GenCon?

' l\ \larnpire: The Eternat Stnrgg{e cartoon

' Another lrew deck, another card focus

' More tournarnent inforrnation
' 'Wortdwide ptayer rankings
' arnd much more!

lttll,ilt,r',11,*rlll,,i,,lritl

Fhorne:
lE-rna[.t:

Inforrnation frorn Your lPri.mrae


