
The Kiasyd

“Do you like making deals, Mr Mainway? If you would like to make one, it always pays to be very  
clear about what you want, and what you're willing to do for it. Please be certain of what you wish for.  
I can't be blamed if things... go wrong.”

While they like to think of themselves as the top predators of the night, only a neonate Kindred would 
think that vampires are the only strange thing in the world. Often a vampire will go her entire unlife 
without meeting anything supernatural that isn't Kindred, but sometimes these cousins can end up 
walking the danse as well. 

The Kiasyd are strange Kindred that come as a result of the mingling of vitae and faerie. More a 
mistake than a true bloodline, the weirdlings are the result of vampires attempting to embrace those 
with a connection to the faerie. Usually, this fails disastrously, but once in a blue moon the Beast takes 
hold. When it does, the result is an alien creature not quite at home among either Kindred or Fae.

Background: Kiasyd don't have any real history, owing to the unusual circumstances related to their 
Embrace, but that never stops a weirdling from trying to learn more about her unusual bloodline. They 
collect stories, often about whatever they can find, but a weirdling would be very remiss if she failed to 
catalogue her cousin's exploits. 

One such story—the earliest that anyone of the Kiasyd can find—provides a possible origin. Once upon 
a midnight darkly, a young woman was taken away by one of the Kindly Ones and a creature of snails 
and leaves was left behind. Her beau was killed protecting her, but within a week he returned from the 
grave and, knowing the thing he saw was not his love, murdered the doppelganger left behind. For 
quite some time he searched the woods and faerie rings, and distraught he made a bargain with the 
woods. He would trade his unlife, he said, in exchange for the woman he loved. Always one for a 
bargain, the Faerie appeared to the man and asked him to repeat himself, and if he was sure. The 
agreement was struck, and the young vampire met his Final Death. His dear lady was returned to the 
world and not only was she changed, she had been given the vampire's unlife. This, it is said, was the 
first Kiasyd. While none tonight can claim direct lineage to her, ever since she was brought back to the 
world a vampire has been able to embrace those who have been touched by the Others. 

It's through this story that the Kiasyd take one of the most important lessons. The importance of clarity 
in asking what you want. 

The Becoming: The nature of what the Kiasyd was before her Embrace is left up to the Storyteller and 
the Kiasyd's player. If your troupe has access to Changeling: The Lost material, the Kiasyd could be 
Faetouched or Enscorcelled individuals, Cambion, or even Changelings themselves, although the last 
option should be used with caution. In your Requiem game, you could even choose to use concepts 
from Changeling: the Dreaming. If you don't have Changeling: The Lost then it could be as simple 
as having the Unseen Sense (Faerie) Merit. Thief of Fate or Omen Sensitivity are also good options, 
though any number of Dread Powers could work. Whatever you choose for fae touched to be, their 
former abilities are useful to keep in mind, but regardless of what supernatural talents they had before, 
the weirdling loses them.

Because of their unique nature pre-Embrace, sires rarely choose a Kiasyd childe intentionally. Instead, 
the blood of those touched by Faerie is an addicting thing. Each drink of blood brings with it 
hallucinations and strong emotions, though even the painful ones are exciting and desirable. The 



visions and sensations are strong enough to give a Condition (Intoxicated, Confused, or Distracted as 
the Storyteller feels is appropriate) and every vampire who drinks the blood is treated as if they had the 
Daeva's Wanton Curse, rolling Humanity to avoid getting the Dependent Condition towards the vessel 
(though the Serpents are at no greater risk than any other Clan). As with the Wonton Curse, the 
Condition only goes away with the death—or Embrace—of the mortal blood doll.

Those few Kiasyd who do choose to sire childer of their own intentionally look for mortals who while 
not touched of faerie themselves are still outcasts and “weirdos”. While they get stereotyped as 
choosing rather young mortals, more often they look for people with the mind of a child, who can see 
the world without the pretenses that most adults have.

In the Danse Macabre: While the Kiasyd were a diverse group before their embrace, afterwards they 
tend to fall into the same roles. They're strange, even among the All Night Society, and tend to be 
isolated, if not intentionally. Often their sires, on seeing the alien thing their blood created, will kill 
them. A Kiasyd who isn't destroyed (or in the case of many Dragon sires, experimented on) is likely far 
too aloof to maintain proper relations with her sire, though if asked she might express friendliness and a 
likeable attitude, even if she hasn't spoken to him in decades.

What the broken butterflies do keep track of is information. Something about their nature calls to 
stories, whether they're fiction or reality. With the gifts of their blood, the Kiasyd are also adept at 
manipulating the strands of fate, which means that often times they'll be sought out by people who 
expect to be able to gain power.

Clan: Any

Nicknames: Weirdlings, Broken Butterflies, Fairies

Bloodline Bane: Kiasyd don't gain the Bane of their Sire's clan. Instead, they suffer the Arcadian 
Curse. Every Kiasyd is otherworldly and alien, often looking pale and willowy, with black or purple 
almond-shaped eyes and pointed ears. Some can be tall, up to seven feet easy, though most are only a 
few inches above what they were in life. For the most part the kine don't seem to notice the oddity of 
the weirdling but when her vitae is low the otherworldly mien is revealed, as if she had the Face of 
Hunger Bane. In addition, due to their faerie heritage, the Kiasyd have the Repulsion Bane towards 
Iron. “Cold” Iron is worse for them, and any damage from pure, cold forged, or meteoric iron is 
aggravated.

Bloodline Disciplines: Auspex, Obfuscation, two from Parent Clan (one of which must be a Physical 
Discipline).


