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! . ‘i!ou who dre ‘gathend/ths mght to \hear my sermon "and share this sacrament,

[‘ | you' who haye coma from, domams and battuf»dds far and wide, do not lock on
me as as ‘sav,or ('.-kc you, Imm but one\ of the' Darbned,

f

‘bui; v ‘ Damned can pfay for%alv::xt-on [ walh the Road of Heawen in
seavch . of saluqhdn and every mght that manage tc‘ stay upon this road
constrbute‘,‘v anat‘rwr act’ of penance. Is not. repentance 'Phc purview of the Danmed?
If one ngt been tast’ fto the bzllg of s, tHen what is there to repent? |

]

for it ragas n us,"We call this roiling | 'sin' the Beast, and it drives our 0
kmd to- murdew lc‘;wzs-t and ‘war. mam_y of\ ydu hawve 'sen wars that grip i
our kind, hav seer undead princes ¢ ‘lq.‘:-h i the names of th(m‘ cl‘ iths or moenarchs,

frh.s.sﬂwﬂmstatworec ¥ W \,
- . ._ » " ; ".\

F\nd the Beast is 'ﬂmz, as wull, ot this halg chol-ce & # s, blood taken from
., breathing men dnd wornun whe have angamd‘ C!dd 5‘3 M so that He cast them
m front of a monstar such as [. And to' st. f add'h' "dt\op‘ of ™ ‘oywon cursed blood.
Thus i this chalice 5 the sin \;f breathing, \:larl ap4u unbrcqthmg vamifed

i | 0 -
wf" thc ‘mght am:'- fm:l from tha lmmg. undm?tand sin like none other,

®{am Fathar Anatole, and T beg you canqa Nwa} qﬁd sty from this chalice,

for it is ‘the repoétoru of all that has dammed! \.\‘ and ef o that can save-us.

Such was revealed to my by the angd, and ﬂh?*[ ppsa on, to Yyou.'
R
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Drmh and 1 tOfIl tozll qou cf\my Visions. i"..y
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The angd’s fast wisitation cane m the carly nmights of my danmation. Cke all of
us, [ had once baen a ving man, descended from Seth, breating the vich an and basking
m the day’s sun. Then, some forty wars age, a monster decided to make e as e
) was, An unmwitting mstrument of God’s great madhmations, ke dramed my ifd’s blood
& and fed me a tiny fraction of b own. From that droplet of unholy wvitae T gamed
' a kgacy of pam, of sm, of power and of sight.

Pam, as my bving heart stopped its beatmg, my organs stwivded and my bumors
axpdled themsdves m rackmg spasms, Sm, as a bunger for more blood to jom that droplet
rose m e and kd ne te murder mmocent and guity alike. Power, as T draw demoniac
might from that very blood, makimg me bunger for it all the more

Sght came only on the twadfth mght, when 1 dared asked God Above why he had
remade me thus. Then the angd came, and spoke thus:

X two btothers lived,
and enjoyed the light of the lasting sun Py
- One a farmer, the other a herder. ooy NI AA
Byth knew G99, and Ged looked bomn and knem t ey |

., P And knew what was to come. Cbm two were cal e el X
| Callie amd Abel, born of Abam and €e. ) A
God asked for a sacrifice, { A
~ And Calime gave of his brother’s blood 1o “ AN
. e let bis brother’s blood seed the ground, 1 411} N
A 1 W\ 'f‘
: And rejoin with his creator above, while m A B

] Tow alone, like Gd, bis brother's blood oub?
| thought he understood God.

s Displeased: Death was. bwmﬁm 1315 @; Y
t'b take, and so a batﬁness came owrm :
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None can undarstand God. That was the sm of Came, owr forefather, and it 15 owrs as .
wdl. From Adam and €ve, we mherit the Origmal Sm, but from Came we mharit our Curse
This was the lesson of the angd when t came agam_on the” day after my seventemth
mght. [t spoke thus:

-} ©8d spoke thus: /
' “Calme, you who have taken my gift, will be cnrée‘b‘by it.
Its embrace denied, for as long as the sun buens in my glovy.

| You are outcast. (1% ‘
Banished for all eternity from my light, : ,{ :
§rom the race of Abass and €pe e ] |
And condemned to blood, pride'and darkness. :
Now leave, leave to walk the wastelands and knq;v %‘\t
A mark exists over you,
' And all of my creatures shall know this mar} =3 2-4*“‘
Cbcy will shun you, fear you and never give vou:’ f‘ﬁ
Cbe peace you will desire.
bgyonb here, to the land of aothing -im

Cke Came, our Dark Father, | too wandered m the land of nothingness that s the night.
[ karned that the sun’s vays burned my cold flesh, and 1 feared. But still, T had sen the
angd of God twice m my danmmed existence (1 canmot ever call it life, for that s bdwmd e
now), and [ fought despam with prayer.

Travdmg along pigrms’ routes rendered empty by the comng of night, through towns
and fars abandoned by the living for the sake of ther beds, T sought a road thwough the
etermty that lay before me
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Come, drimk anew and hear further revelation. For, in the second year of my
travds, the angd came agam. [t spoke thus:

On Calag, his shadow rushed out
- Co greet him, and the Enbdless  began.
Chree angels came to Calme, and three times
- Caine cast them away.

And three times they echoed Ged's Curse.
~ Callme walked alone until he came

Co a hut, and within it, awaited LHiD,

Sbc, like him, an outcast.

geoet she wrapped the darkness about her like :ﬁbaml
- And taught Calme to do the same,

Knowing it would displease €99, filling Him mith;calousy
| Sor three brief nights, Cale knew no hunger, no pain.
| He was whole but also cursed, and LI knew ‘thi

| In time, they parted, vowing to return
| In nights distant to right the wrongs

{ Chat ‘A@ visited on them.

e |

As the angd had prophesied, T also found my dark lady and took comfort m
her. She too wore shadows like a gown of fimest sk and widded the blood-hunger
ke a fme dagger. From her, T lkkarned that the Curse could be a blessing as wull,
and from me she lkkarmed to pray anew, She deivered mg from fear, but unlike
Came, owr Dark Father, [ would not abandon Ged for her sake.
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We parted after years of trave, and T was alone once more. T han. the angd canw
agam and spoke thus:

i, o
m came upon a ci

Wbete the children of bis second brotl)et S

——

| DA Tk = Sromabisumebe :
| BGNSSIARNEP Den 4l Enthralled
Butalsolou Anb ight.

Cﬁ Oecided that the time had come to sto wa ’ 'i ring.
In this valley, he built mystical —the Sirst Gity
Here Calle did not hide bis mark, tulev AS AT

T ——

| And knew bappmess But soon, sotrom nfllmb B e S 22l k8 i
o Sor he was truly, terribly alone in Seth’s city. | |70 A/

- He longed for& but knew nothing of her. | (|

In sorrow and longing, he committed a second sin, <

Chose were chosen by Calme, and so three bntamb

And the Second Generation was botn >

And in time, the Chose sired tbose of tbe C’blﬁ} G )

ventured once more-te
and Cbilber

From this fourth revelation, capwe my %irﬁt u'.nddrstanding l:f God’s plan. Came,
’ our Dark Father, had simmed angw by ¢reating the lne of blood-hungry Darmmed that
! [ now numbered amongst. As bad always bfen s iy, he reacted to his sm by
turning away frcm'l' it lmv-ng is own brood tf s dark fate.

[ would not do the samw. J ust ‘as 1 hqd guided mg dark lady, T would guide
others to see the rvole of God thair owh cursed existence, My read was cdear, and
[ took to it with vigor, seeking out’ those who had walked it before me and taking,
m the thirteenth fucar of My curse, the frock of a prust of our kmd.
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Frocked and cassocked, T made a fine fugurc among the courts and churches of
Camites. [ gave the sacraments and shared my wvisions, as [ do with you now. But
still, the angd was not done with me. He returned and spoke thus:

In tim, a Second City was born,. anb
- Sive distrusted childe, childe slem *;'
. Chis time, as has been ever since, €
-t was Caine’s childer, prophets of.
b ‘the Second City to ¢o
A all clans to scattet.
 In tbelr ourney, the
~ Sethy's Children, who had crafted emp across th
~ More uujtsnc and mighty than €noch orthe Seco
| Here, incities of gold, the Children of Caltne flocke:
" In great numbers, ignoting Cﬂ 10,
" And set themselves as kings, que
- And like kings, queen and gobs he
Seuded and sftbm;% lahg;ains]; eacgb ther, )
frus nga an ng the night with tears an
\way, from sig C*weptfotthe ) "%
he cur: rsed. 515 race, bab begnn. .

. With the fifth revelation, my mmistry changed. Where once T bad warned our kind not
to repeat the sms of Came, the Dark Father who spawned us, now [ called us to attest
te the wisdom of Came, the Wanderer whe found a measure of wisdom m (ilith after
tws exile. Tt was m his settlement m the First City that he simmed anew. After the Flood,
he wandered agam afd saw with fresh eges s own sms repeated by his progeny.

~ e And this revdation, Ca:im becarme a wandering penitent and showed me my path.
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Drink one last tme, my brothers and sisters, and sak your own forms of penance. For those who
(- vefuse to atone for the sins, both ancient and fresh, that flow in" thar cold vens’ will meet Came anew,
¢ @5 the Dark Tyrant. For the angd has come to me agam, he has brought me a fmal revdation:

Ab became angry.

Angry with bis race for damning him with tbei,i’ si"
And thus, he spoke: “You are all cursed, as | was<it

L] have seen the future, writ in blood, mben the ni' ts
L And will come. ==
" Not Ge¥'s ub% ment but mine, and in it my absolus
Che signs will be clear, the world will become as
Che worthy will be spared, the others will be consum
Of my Sirst Damned whom ] know by name,
'ou will know this time, because mortals will
uen down your cities of gold and bury yout dre
- With ashes and soil. A time when Seth’s Chilore
| Will veclaim their world casting light inte <.
| Che darkness, and the Blvod mtll weaken, begemilg
g Sledglings, impure in damnation = ’
_Anbrdc af Seth’s Lot. /= “i,,, ) ‘s;,..
Know these for they will signal tbe w .

The angal’s holy words show us the truth, Mighty Constantinople, the City of
Gold, has burned, and Seth’s Children stir against the monsters who rule the night.
Cook grommd®and know that all our kind know tiws time has come. The princes and
knights ofgour kind vide to battle lke never before, because they know the final war
5 coming. The schemers im courts across the lands weave schenws more mtricate and
murderous than ever before. With every monwnt, Came’s tyrannical final judgment
draws closer, and we all struggle to prove oursdves worthy of his gaze

Ask yoursdves, my brothers and sisters, are you
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INCRODUCTION

He set the crown upon my head

He called for incense and musie and offerings
He told the city I was to be their King,
And those who I‘ﬂi‘f’ht bpedk against me did not,
For | showed them one portion of my power,

and they feared me.
—The Erciyes Fragments. IV (Enoch)

The Dark Ages.

Those words conjure images of ruined castles and dark forests,
both foreboding and mysterious; of hilltops where armies clash
amidst a sea of mud and HUUL]; a time when monsters are made real
and terrifying by the simple words, Here there be dragons. They paint
a picture of a Europe shrouded in mists and superstition — an era
when both kings and serfs fear the spirits of the night and pray for
dawn to arrive. They speak of the darkness, both physical and
spiritual, that descended across Europe during those long centuries
between the fall of Rome and rhe Renaissance. This is the setting
of Dark Ages: Vampire, a shadow play projected against the
backdrop of the bloody 13th century — a time when vampires
walked the lands as true masters of the night.
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This is not the 13th century found in history
books, at least not quite. It is a portrait reflecting the
fears and superstitions of the age. The landmarks are
the same: Rome, London, Paris and Constantinople
stand, but their streets are narrower still and filled
with shadows where cutpurses and unspeakable things
lie in wait for the unsuspecting. Kings and queens
rule in castles and palaces, but they rule over king-
doms divided and at war. It is a time of heretics and
crusades, when the fires of the Inquisition are just
starting to burn. For the most part, life is dirty and
short—even for nobles, who spend less time at court
than riding into battle. Peasants clutch their rosaries
at night praying for the promise of salvation. The
true darkness of the age, however, emerges when the
sun has ser, and even the light of torches and hearth
fires fails to keep it at bay. The undying stroll
through the crowed city streets and gather in maca-
I‘[-L' courts away t‘r()"‘l mUI‘l’;ll L'YL'.\.

Dampires

If the daylight world of Dark Ages: Vampire is
akin to our own history, its nighttime is a wholly
different affair. Once the sun goes down and most
God-fearing folk retire to the safety of homes or
hovels, vampire come out. These blood-drinking
creatures have existed from the dawn of time, and
they rule the medieval night. They have courts and
kings of their own, and they fight wars and negotiate
treaties unknown rto rhe living.

These predators in dead flesh, these immortals,

these lords of the night, are the stars of our theater of

the macabre. Itis their roles, that you and your friends
undertake in Dark Ages: Vampire.

But who — or more properly, what — are they,
you might ask. As with all good protagonists, there
are several answers.

Nionsters and Fiends

At the most basic level, vampires are the blood-
drinking monsters of myth. Garbed in cold, dead
flesh, they have to feed from the living in order to
carry on. Their hunger is so strong that it can easily
reduce them to savage, unthinking fiends who drain
their victims dry in sanguine gluttony. Vampires call
this hunger and its accompanying savagery the Beast,
and it is their constant companion through eternity.
It makes them quick to anger and fierce in battle,
often closer to predators than to humans.

Rage and hunger are only part of vampiric dep-
redation, however. The constant pressure of the
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Beast within couples with the dead, cold nature of
the vampire's soul to create an insidious craving for
sensation. The joys and sorrows of life are missing
from undeath, and vampires replace them with ob-
session, lust, hatred and envy. As the nights wear on,
these illicit urges erode away any vestiges of human
morality. Most vampires become fiendishly cruel
and evil things — some despite themselves, others
quite willingly. Mortals become more than prey,
they become playthings to be tortured and mangled
like flies in the hands of a demented child.
Cursed and Forsaken

The flip-side of the depths in which vampires
wallow are the heights from which they have fallen.
Vampires are not a natural part of Creation. They are
not a species of predators so much as a brood of
people who exist under a great curse. Every vampire,
no matter how ancient or fiendish ir is, was once a
living, breathing person. That person was killed by
another vampire, drained of her mortal blood and
fed some of the vampire's own blood. This process
(called either the Embrace or the Becoming) causes a
dark resurrection: The murdered mortal continues
to exist, animated now by monstrous hungers but
remembering her days in the sun.

This process of making other vampires is willful —
simply feeding froma mortal, even to the point of death,
does not make another vampire — and it goes back to
the first vampire, Caine. The eldest son of Adam and
Even, Caine, was the first murderer, and God punishec
him for this ancient crime. That curse became vampir-
ism, and blood-drinkers call themselves Cainites in

recognition of him as their ultimate progenitor.

The Curse of Caine, however, is a subtle thing.
It is absolute in a physical sense — the vampire
emerges from the Becoming as an unliving, noctur-
nal thing — but not in spiritual or mental sense. The
vampire is frozen in the moment hetween life and
death, her soul trapped between Heaven and Hell.
She is damned to an earthly Hell in which her dark
urges slowly overcome her sense of self.
Warriors and Priests

Thus balanced between the moral beings they
once were and the raw beasts they are becoming,
Cainites walk a precarious road through the night.
There wasatime, itissaid, when Cainitesdid thisalone,
existing in isolation deep in the wilds or among the
mortal herd, never dealing with their own kind save
those whom they themselves Embraced. Such is no
longer the case, and with good reason.
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Alone, the Beast has time to wear away at the
vestiges of the soul. Alone, the Cainite has no one to
turn to who might understand his situation. No
mortal can truly understand the rigors of unliving
damnation and thus isolated, the Damned can only
go mad. And so, the get of Caine come together.
When mortals flee to their homes at night, it is
vampires who walk through the cathedrals, castles,
fairs and villages of Europc.

In these gatherings, Cainites find some measure
of solace. They look to their elders and those more
enlightened to provide guidance in their immortal-
ity. From these discussions arose the roads, vampiric
faiths and philosophies that teach Cainites to con-
trol their savage natures enough for the vestiges of
their living will and mind to survive. Teachers of the
roads take the frocks of ashen priests and lead noc-
turnal congregations in unholy sacraments.

Yet reflection suits the Beast no better in a
pathering than it does in isolation. The endless
hunger for blood must be sublimated with action as
well as thought. If the Beast cannot feed endlessly on
the blood of the living, cannot destroy everything in
sight, then Cainites must feed it with action and
conquest. The battles within become wars without.

In ages past, these wars were simple things.
Broods of vampires would go into the night, fighting
one another for the right to prey on the primitive
living. Now, the battlefields are larger and more
complex. The breathing descendants of Adam have
prospered and multiplied, building cities and king-
doms, trading across counties and continents. Just
like the feudal kings of the mortal world, Cainites
have become warrior-princes, fighting their battles
with arms and intrigue. They erect great courts of
their own, protecting domains akin to nocturnal

kingdoms. Some of these princes act through catspaws
in the Church or in the various guilds; others march
onto the field of battle with their swords and fangs
bared. All are dangerous and potent, or they are
quickly eliminated by their peers.

As Christians reckon such things, it is the
year 1230. As Cainites do, it is the era of the
War of the Princes.

The Storytelling Game

Dark Ages: Vampire is a game more pre-
cisely a storyrelling game. With it, you and your
friends cooperate to tell a tale (the storytelling part)
and overcome L'h;l“t'ﬂ;jt‘.\ (rllc game part ). [t's essen-
tially a game of make-believe, in which almost
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everyone portrays a specific character who grows and
Taken together,
the experiences of all the characters form a story.

evolves thanks to his experiences.

The plalycrq ut'u storytelling game are both the
actors in the “play” and its audience. Unlike most
other games, lhc players are not playing against each
other (or against anyone, in fact). The objective is
not to score a certain number of points or be the first
to achieve a particular goal. The players’ objective is
to have fun telling a good story and to have their
characters get what they want. There certainly will
be opposition along the way — from rivals and other
threats — but the players often cooperate to over-
come those Cl"l;l“t:l“lf_‘,‘t.‘:i.

One player takes on a special role and is called
the Storyteller. She acts as the narrator of the story
and plays the roles of all the other folks whom the
players’ characters might encounter. So if the players
decide that their characters enter a monastery, the
Storyteller describes the monastery (including de-
ciding just what it looks like, who's in it and whether
it's busy or quiet.) and portrays the monks. From the
stoic prior who gives them a quick grunt to the gabby
initiate who wants to talk about theology, it all
comes out of the Storyteller’s mouth. In effect, the
Storyteller serves as the players’ characters’ senses.

The Storyteller then uses all this information to
present challenges and opportunities to the players
(through their characters). The players then react,
moving forward and creating a whole story. Usually
the Storyteller has a rough idea of the plot (or at least
its set-up) in her mind ahead of time — “The
monastery is supposedly haunted, but it is actually
the home of a feral vampire who'll need to be
reckoned with.” — but the details emerge from the
players’ actions. Some might want to destroy the
rival vampire and claim the monastery as their own
domain. Others might seek to befriend him or trade
information for safe passage. Thus, acting together,
Storyteller and players create a unique tale.

Dark Ages is a game because it uses rules to
define how and whart characters can do. Unlike a
board game, these rules are very loose, and every
character can do a wide variety of things. But when
a chance for failure arises, the rules call for the use of
dice to determine what happens. Various traits (such
as Strength, Etiquette and Courage) measure every
character’s capabilities, and players roll dice based
on those traits. Of course, much of the game happens
without dice. The best play often occurs with the
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Storyteller portraying an informant or “bit part” and
engaging the players in lively conversation. There's
rarely a need to roll dice then.

Chapter by Chapter

Chapter One: A Dark Age reveals the hidden
world of vampires. Their history, abilities and cus-
toms are all explained along with the battles of the
War of Princes.

Chapter Two: The Clans of Caine examines
the 13 clans (major bloodlines of vampires). These
clans are divided into the High Clans, who see
themselves as the rulers of the night, and the Low
Clans, made up of foreign bloodlines and those
considered cursed or taboo.

Chapter Three: The Roads goes into the faiths
of vampires. Just as mortals turn to the Mother
Church for guidance through their difficult lives,
Cainitesfollow their roads of enlightenment through
the night.

Chapter Four: Rules of the Game provides you
with the basic rules of astorytelling game, explaining
how to undertake basic tasks.

Chapter Five: Characters and Traits takes you
through the process of designing your own charac-
ters with which to play Dark Ages: Vampire. All
the character traits are explained here.

Chapter Six: Disciplines reveals the secret pow-
ers and special abilities of vampires, from the

blood-magic of Thaumaturgy to the fleshcrafting of

Vicissitude.

Chapter Seven: Drama gives you ways to easily
adjudicate a wide variety of dramatic situations.
From combat on horseback to hiding a body to
suffering from the vampire's curse to burn in sun-
light, it's all here.

Chapter Eight: Storytelling takes you through
the process of planning and running a chronicle, a
series of Dark Ages games played with your friends.
The chapter is full of pointers to help get you started.

Chapter Nine: Allies and Antagonists exam-
ines the other denizens of the Dark Medieval world
from ghouls (blood-fed mortal servants) to savage
werewolves, ghosts, demons and witches.

The Appendix provides you with supplemental
rules, including Merits and Flaws (specialized char-
acter traits) and statistics for a selection of animals
and arcane creatures.
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AScattering of
Nesources

Medieval history is a broad topic indeed, and
there are countless resources out there. Storytellers
and players can only benefit from getting to know
some of the facts of medieval life, but you shouldn’t
feel limited by any of them. Use historical material
to help enrich your game, but remember that the
world of Dark Ages is not the world of the history
books. The following are some of the most accessible
sources, and they can lead those looking for more
research to still more:

Carus, Paul. The History of the Devil and the Idea
of Evil (Grammercy, 1996) — easily the best book on
the subject, it covers everything from early devil-
worship in Mesopotamia to the Inquisition to the
modern issue of good and evil. Not to be missed.

Costen, Michael. The Cathars and the Albigensian
Crusade (Manchester Medieval Classics, 1997)
readable discussion of life in Languedoc before, dur-
ing and after the Crusade.

d

Gies, Joseph and Frances. Life in a Medieval City
(Harper Perennial, 1981) — a very readable (if at
times dated) general look at life in the city Troyes
(and by extension lifestyles in many European cities)
in the period. Full of useful details. The Gieses have
written a whole series of other books in this series,
including Life in a Medieval Village and Life in a
Medieval Castle.

Haywood, John. Historical Atlas of the Medieval

_W"{JTH (Barnes & Noble Books, 1998) — replete
with full-color maps of Europe (and the rest of the
world) in the period, showing trade routes, pilgrim-
age sites and political happenings.

Holms, George (editor). The Oxford llustrated
History of Medieval Europe (Oxford University Press,
2001) — an excellent one-stop shop for the Dark
Ages player or Storyteller.

Kenyon, Sherrilyn. Everyday Life in the Middle

Ages (Writer's Digest Books, 1995) — chock full of

useful detail organized in easy-to-digest tidbits, from
clothing styles to weapons to foods to religious prac-
tice. Focuses on Britain.

McEvedy, Colin. The Penguin Atlas of Medieval
History (Penguin, 1961) — not as colorful as
Haywood's atlas, but equally useful. McEvedy uses
thL'. same ﬂ{'”l.‘rsli map U{ Elll_(]pt_' over 'dnd over,
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showing the evolution of political borders, trade
routes, faiths and cultures over time.

Men at Arms Series (Osprey Books) — an ex-
haustive series of visual reference and ractical
information guides on military forces and campaigns,
a good number cover the period and provide useful
references for military characters and chronicles.

Norwich, John Julius. A History of Venice (Vin-
tage, 1982) and A Short History of Byzantium:
(Vintage, 1999) — digestible histories of two
important powers in the medieval world and the
medieval mind.

Peters, Ellis. The Brother Cadfael Mysteries
classic series of medieval murder mysteries about a
former crusader turned quiet (but inquisitive) En-
glish monk. Both Peters’ novels and the excellent
television adaptations (starring Derek Jacobi) pro-

da

vide a wonderful look at the seedier (and very human)
sides of faith and life in the period.

Riley-Smith, Jonathan. The Crusades: A Short
History (Yale University Press, 1987)
overview of the entire crusading movement.

a gnud

Runciman, Steven. A History of the Crusades. 3
volumes. (Cambridge University Press 1951-1954)
— alonger history of crusading, with plenty of detail
on the internal goings on in the Crusader Kingdoms
of Outremer.

Seward, Desmon. The Monks of War: The Mili-
tary Religious Orders. (Penguin, 1972) — a look at
Templars, Knights Hospitaler and Teutonic Knights
(and some others), in many ways the standard-
bearers of the medieval ideal. Seward, like Runciman,
is not the most modern or critical of authors on the
subject, but he is still well worth the read.

Hseful Web Sites

There are several very good web-sites dedicated
to medieval research and sources. Many pieces of
period writing — including calls to crusade and
testimonials about the resulting enterprises — are
just a few clicks away. The best of these sites are the
Labyrinth (www.georgetown.edu/labyrinth) and the
Internet Medieval Sourcebook (www.fordham.edu/
halsall).

The Catholic Encyclopedia (www.newadvent.org)
is also a good source for all things Catholic. It is
organized in an A-Z format and has information on
most topics of interest in the period. The online version
is the 1913 text, however, and some of the historical
material is less than accurate.

TN W e

o Y
e \—- = wh 4 L
o ‘\\_—/ : \\ 1

A" - 'Y






Dndwhat dotyou say of thest accusations Luclaof Avagon$”

Lucita stepped forward by the required three paces to reach the wooden pew to the judges’ left.
Elieser de Polanco had used her mortal name, not the diminutive made all-too popular by her sire,
Archbishop Mongada. She hoped that he did so out of respect: for her pedigree rather than as a hint
that she was still too young in the Blood and Shadow to be trusted in maters this grave.

“Yes,” said the second judge, the Genoan Maria d Agostino, who had traveled from her holdings in the
Holy Land to attend this session. “You were Don Brexiano's aid during the Bitter Crusade. What were
your impressions of the him at that time?”

Careful, her sire’s voice said. Be very careful. It was just one more maddening thing about her journey
into the night that Lucita could not quite tell if the warning was a memory of her own or an actual
projection from Archbishop Moncada, sitting off to the left of the hall in Oviedo which hosted this
Court of Blood.

Either way, the voice was quite right: This was a time for caution. Tommaso Brexiano may be accused
by his own childe of betraying his clan’s cause to an Assamite vizier in Muslim Damascus, but he was no
fool. Lucita and he had clashed behind closed doors during the debacle of the Fourth Crusade, and she
could well make him out to be the fool here. But her testimony was notthe only one to be heard by the
court. Brexiano knew how the system worked. As an Amicus himself, he had likely presided over several
of these courts.

“Don Brexiano represented his clan well during the Crusade,” she said. “That the mortal warriors failed
to hew to the plans of our fine Amicihad far more to do with failings in the local leadership.”
“Elaborate.” The rumble of a voice came from the court’s high justice, the ancient Magister Marcellus
Rufus. Surprisingly apolitical for a Lasombra elder, Rufus nevertheless commanded great respect due
to his age and power. His voice rumbled with both.

“As all know, Venice has long been in the hands of Heretics.” Although her blood was far thinner than
mostofthoseinthe room, Lucita could clearly feel the rise of the Beastinsome of thejudges. Excellent.
“And in the years | served with Don Brexiano, Archbishop Narses still ruled as prince. His own agenda
of vengeance against the Byzantines, and his... extreme religious interpretations, made him keep Don
Brexiano isolated much of the time.”

“And what of affairs later in Byzantium?” de Polanco interjected. “Did you not send Don Brexiano
home from Constantinople, even though he was your superior and elder in the Blood? That hardly
speaks of your confidence in him.”

“Thatwas the point, Don de Polanco.” Still not devoid of her human habits, Lucita swallowed. Now for
the grand lie. “Don Brexiano and | agreed that in order to establish a stronger positionin Byzantivm, it
was important for us to momentarily appear weak and draw out opponents. Don Brexiano thus
withdrew, leaving me behind to act as his agent. The results speak for themselves.”

None of the judges spoke, and Lucita was very aware that they were weighing options. Perhaps they
actually believed her lie, but probably not. But ultimately that didn't matter. The fact that Lucita
would alter her stories of those years to laudinstead of condemn her superior spoke of his worth, and
that was the point.

“That is all.” Marcellus Rufus was not one for niceties it seemed.

As Lucita left, she wondered just what favor she would extract from Brexiano... assuming he survived.



(bAPTER ONE:
A DARK AGE

So did the city grow, in numbers and in strength,
Prosperous beneath my rule.
| chose the best of its blood to serve me,
And the best among those to embrace the night.
—The Erciyes Fragments. IV (Enoch)

A Lorld Darkly Lit

“Dark Medieval” best describes the serting of Dark Ages:
Vampire. At first glimpse, the Dark Medieval differs little
from what we know of the Middle Ages. In fact, it is one and the
same, at least on the surface. Villagers toil the land, living a short
and harsh existence, knowing only the present and the word of
Gad. Priests speak of damnation and salvation, while monks keep
the knowledge of the ancients in damp monasteries. All across
the continent, feudal lords, from lowly and chivalrous knights to
tyrannical kings, rule over all they survey and fight for God in far-
off lands. However, beneath the surface, Dark Medieval Eurc pe
is a place of horrors and nightmares where vampires and demons
dare d”-[w: I'(.'Hl.

DarkAiflections

The Dark Medieval thus blends history and horror. It is a
doomsday time when parish priests warn thar the signs of the




Apocalypse are everywhere and that devils tempt the
pious and saintly. Villages and hamlets exist in total
i.-‘u|;|[1.!{1, .‘-url'nllm]vd }1\ LIL'C}‘ \\'mn“;m\_].\ H”L'J w \Il‘l Tht'
ghastly howls of man-beasts and the chants of witches
practicing their damned arts. Across Europe, fortified
cities have bloomed wirh the false promise of satety and
freedom. In truth, their crooked cobblestone streets and
labyrinthine alleys are virtual prisons from which not
even the dead can escape.

The Dark Medieval is flavored with isolation and
desolation. Vast miles of untamed hinterland separate
villages from cities and hide things that are much worse
than monsters Forests are Inl'hu“lnu expansces, \-hin'lx]ﬂ]
by shadows during the day and illuminated by the faint
light of the moon ar night.
castles, lone sentinels whose walls have been stained red

The wind howls through

by blood. Superstition and fear keep villages and nobles
alike confined to their homes, cowering around feeble
candles until morning. In universities and monasteries,
scholars and scribes struggle to pierce this uncertain
darkness with ancient fragments and half-remembered
truths. Kings and counts wage desperate war to keep the
darkness at bay, the Church tries to spread the light of
Christianity through misguided crusades, and Cainites
tule the night.

By Day

To the people of Europe, it is Anno Domini 1230 —
the 13th Christian century is reaching its midway point.
Although it is a time of relative quiet among mortal
rulers, the 13th century is still one of strite and unrest.
The century started with the bloody and mismanaged
Fourth Crusade (1202-1204),
interests into sacking and destroying Constant innplm the

redirected by Venetian

greatest of Christian cities. In England, King John Lackland
(1199-1216) signs the Magna Carta shortly before his
death, establishing the duties and responsibilities of the
king to his subjects. His heir, Henry 111 (1216-1272),
finds his power challenged throughout his troubled reign
by the powerful English barons, making him a weak king
and drawing his atrention away from France. Using this to
his advantage, Philip 11 Augustus of France (1180-1223)
reclaims most of the territories in France that the English
crown holds. He goes on to establish France as one of the

yremiere powers in the 13th century with the Bactle of
I I )

Bouvines in 1214. To the east, in |11v lands of Flanders
and Germany, Fredrick I1 (1212-125
of the Holy Roman Empire, the last vestige of Rome, but

0) unifies the nobles

becomes embroiled in the conflicts and intrigues of the
il\\'i'."! 1ure controversy, I-‘lli 11 L‘THPL'FI i ‘i_t,';lllhl‘ I\\ )I‘(‘. ]”
the arid Iberian Peninsula, the kingdoms of Castile and
Aragon are encroaching on the Moorish stronghold of al-
Andalus. Majorca falls in 1229, Cordoba in 1236, and
Seville in 1248, leaving Granada as the sole Moorish city
until 1492. Until then, it remains one of Europe’s most
learned cities, a center of knowledge and scholarship,

surrounded and besieged by those who are jealous of its
wealth and treasures,

The century is also one of heresy, and it wirnesses the
birth of the Papal Inquisition. While the most gruesome
excesses and witch-hunts are still centuries away, the
}"Ulh
mundane and supernarural. The Albigensians of Sourh-
ern France, who believe the world to be evil and preach
a life of poverty, become the victims of the first crusade
.Soon after, the Teutonic Knights

Church prepares itself to deal with it enemies

called on Christian lands
march across Poland, Hungary, Livonia and into Russia
under the banner of their black cross, fighting pagans and
other infidels in the name of God. In the Holy Land, the
century sees four different crusades head tor various points
along the Mediterranean. For the most part, Christian
forces suffer the familiar setbacks of the previous centu-
ries, but these setbacks fail ro deter one pope after another
from calling for renewed efforts.

This is also a time when the east rides into the west.
The great Ghengis Khan dies in 1227, but his successors
push into Europe. They overrun Persia in 1231, southern
Russia five years later, and they reach as far west as Poland
the khans and their
horsemen are not the only rravelers. In 1271, the explorer

and Hungary in 1241. However,

Marco Polo leaves for the mysterious East, traveling over

OF HISTORY AND FANTASY
Cvt in AD 1230, Dark Ages: Vampire is a

(_)]nsmnmi game, deriving a good part of its
dramatic energy and focus from real events the
Albigensian Crusade, the conflicts of Emperor Fredrick
[1 and the rekindling of the Guelph-Ghibelline conflict

7, tO name a EL'\\'. TI‘IC IL!R“'“C.“& roots, ]1\"“".‘\'(‘“
stretch far back to the chaos that spread after the collapse
of Rome, a time when a mighty empire fractured and
splintered into the many kingdoms that rule Europe in
the 13th century. Historically, the “Dark s” ref
a short span of centuries, roughly from the fall of Rome

to the rise of Emperor Charlemagne in llu‘nll‘l{}uullllr\

However, the term captures the atmospheric mer
history and horror inherent to Dark Ages: Vampire —
hence our anachronistic usage.

Although it is based on fact and history, the core of
Dark Ages: Vampire rests in the uncharted spaces
between the lines of the history books. Although the
lives of kings, popes and monarchs are well documented,
we know very little beyond their castles and cities with
any degree of certainty. The Dark Medieval n
unknown and uncertain, and the fantastic elements of
Dark Ages: Vampire emerge from this uncertainty.
This is not the fantasy of elves, dragons and wizards. It is
the wonder of a world uncharted, colored by the fear of
the unknown. This is a time of terror and darir
unspeakable evils and unlimited opportunities.
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lands that no westerner will see again for another five
centuries. When he returns, Europe is forever changed.

Thlh, |‘ln\\'('\'cr, is the Etlnlpt’. Uf. I1i.~wr\_.‘ books.

By Night

Superstition rules the Dark Medieval just as much as
monarchs and popes do. It is an age when religion and
faith provide hope and salvation, but they also preach
that the Devil and his minions lurk in the night. To the
populace of Europe, this is not dogma but reality. The
people know that the dark forests hide more thar just
shadows, and they believe, just as they believe in God,
that specters, demons and vampires exist. In this age,
farmers attend Mass, praying for forgiveness and salva-
tion, then gather in fields to pay tribute and placare the
Old Gods — not because they have no faith, but because
they absolutely and completely believe. They believe
that evil witches and warlocks can command the spirits of
the dead, calling them from their resting-places to tor-
ment the living. When returning from their pilgrimages,
commoners and nobles alike have seen strange glyphs
carved on stones and heard ethereal music when the
moon was full. They know that the Devil waits to tempt
the faithful with sin, dooming them to an eternity of
carnal torment and grief.

The Damned

The nights of the Dark Medieval world belong to the
beings known and feared as vampires. These creatures call
themselves Cainites because they trace their lineage to
Caine, first childe of Adam and Eve and murderer of his
brother, Abel. This age is their twilight empire, a time
when vampires are lords of night and exist withour fear.
Cainites stand atop ancient parapets and cast long and
terrible shadows over all they survey. From Rome to Paris
and beyond, they stalk darkened ciry streets like seductive
succubae, while war-bands of vampires clash on silent
moors and hills, settling ancient dispures with blood and
ashes. While most mortals huddle behind closed doors,
vampires hold their nocturnal courts and play their games
of macabre intrigue. They drift in and out of the palaces
of kings and queens, roying with the lives of mortals with
no more a thought than when playing games of dice. Not
all vampires clamor like moths to the cities and morral
courts, though. Some Cainites, both feral and mystic,
venture into the wilds beyond city walls. Here they carve
out kingdoms for themselves, ruling over covens of lesser
vampires and cowering humans. In a world of superstition
and faith, Cainites ride through the night like the Four
Horsemen, leaving death, strife and misery in their wake.

The Children of Caine wear many guises, from the
crowns of monarchs to the robes of priests, but all vam-
pires must eventually face the truth that they are monsters,

creatures that cloak themselves with the night and crave
the blood of the living. From this curse there is no escape.
Each is a cold-blooded killer, a sublime predator feeding
on the living with a parasitic intensity that places them
beyond the light of God and rthe company of man.
Cainites are abominations, animated corpses possessed by
a remorseless hunger that ultimately consumes every-
thing they once cared for, damning their souls forever. All
Cainites are cursed, and they bear this mark as their
birthright; they will never know the salvation of Heaven
or the rorture of Hell. Some are all too happy to pay this
price, content with the power they obtain in the process:
the mystic gifts of blood magic, inhuman strength and
reflexes, and above all, immortality. Many, however,
lament their transformation into vampires. In mourning,
some Cainites seek redemption in hopes of reclaiming
what \’]h'y have lost — their souls.

The Trinity of Caine

As the progenitor of all vampires, Caine is wor-
shipped and feared as creator and destroyer. If anything
even remotely unites Cainites in these tumultuous rimes,
it is their belief in and reverence for their progenitor,
Worship of Caine varies from Cainite to Cainite, but the
so-called “Trinity of Caine” as Dark Father, Wanderer
and Dark Tyrant is the most widely accepted form in the
13th century. The influence of Christianity is hard to
miss, and most of the iconography is drawn directly from
Christian sources. Pagan, Muslim and Jewish Cainites
color the Trinity of Caine with their own symbols and
icons, though.

s
The Dark Father

Many Cainites worship Caine as their progenitor, the
D‘.Irk I:.lTI‘ICI‘ whose sin I'l‘.l('ht'.\ llt Wi [hrtuluh [I]c L‘lll“t'hh
ages to curse them, but who is also their link to God. Unlike
mortals who have only their faith to sustain their belief in
God, Cainites can look to Caine as proof that God does exist.
This proof vindicates vampires as divine crearures, cursed
but nonetheless blessed and touched i“_.' God. If I|lt‘\_' have
been cast into darkness, it is because of the will of God, and
many Cainite theologians insist that this means there is
light, and that God exists in thar light.

The Wanverer

The figure of Caine as mystic is both strong and
contentious. Many Christian Cainites consider this por-
trayal too pagan for their tastes. Nonetheless, all vampires
feel the inherent isolation and loneliness of being Cainites
x’l]"l\.l hcnk.‘{' [\H. ll\' o [}1{' \Vi‘nllunﬂr das a IL:[“(IL' to h(‘[p |I"|CI“
cope with their curse. Melancholic, the Wanderer waits,
knowing that a reckoning will one night be at hand. He
hopes that a new path may be found in the wilderness
away from his children — one that leads to redemption.
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The Dark Tyrant

This last incarnation strikes fear into even the most
ancient vampires. The Book of Nod speaks of a final
judgment when Caine will return and stand above his
race as tyrant. He will condemn many to ashes while
others will fall, destroyed by the endless hunger of their
own sires. Once the ashes settle, the legend continues,
Caine will rule for 1,000 years, and a great darkness will
descend across the land. Some Cainite mystics claim that
the time for the Dark Tyrant is at hand, and that Caine
will soon return to reclaim his kingdom.

TheBook of 200

Many Cainitesadorn their lairs with shrines to Caine,
trying to understand their curse through the trails and
tribulation of the Third Mortal. The Book of Nod, Caine's
chronicles penned by his own hand, is both widely sought
after and widely forged. It recounts Caine’s first nights
and offers dire predictions of Gehenna, an apocalypric
time of bloodshed and darkness when Caine will return
and pass judgment on all vampires. Some sources claim
that The Book of Nod offers insight into God'’s curse and
how to find redemption, while others believe the text to
be filled with demonic knowledge and blacker magic.
Like the Holy Grail, The Book of Nod promises under-
standing and salvation, answering many of the questions

that pl;l-.,'l.ll.‘ all vampires. .\:nfnmp]vl e coples of the Book

exist in the 13th century, but fragments and forgeries can
be found if one knows where to look.

In the last several decades, copies of a series of
extracts from the Book have become highly influential.
Spread by the Cappadocians from their hidden temple in
Anatolia, the so-called Erciyes Fragments are a group of
nine different texts from the Book. The first four, titled
Genesis, Lilith, Temptations and Enoch, are said to have
been penned by the Third Mortal himself, and they tell of
his banishment to Nod and the First City. The next two,
Lamentations and Transgressions, were apparently authored
by one of the Antediluvians, and they speak of the flood
and the Second City. The final three fragments, Com-
mandments, Prophecies and Proverbs, are the most terrible,
consisting of laws for the Damned and a dark oracular
vision of Gehenna.

Although there are those who dispute the Fragments'’
Qrigins, lht‘\ i1.1\ ¢ come to !u' acc L'pll\] as llu' ('1\]\['\1
il'lill;,:\[ndL'leil‘l\'t.‘wL‘ riprure ‘,u'nnn:rhx'||I‘11i\'1n_«_:.\.'J:lmpil'u'
priests endlessly quore from and refer ro the Fragments,
and their monastic brothers have produced a flow of
C( !["iL‘H- :"\nmn_u the [‘Tinl.'l._'h and lords of the r\i;:hl. pOssess-
ing a fine copy is seen as a great honor indeed. Owning a
truly ancient fragment, especially from the lost portions
of the Book not in the Ercives Fragments, is akin to
owning a relic of Christ.

Dying the Endless Death

."\llhnugh Ehm'y were once human, Cainites are now
damned and forsaken creatures of the night. All Cainites,

from the youngest fledgling to the most ancient elder, are
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terrifying creatures — powerful, alluring and capricious
in nature. They wield forbidden powers drawn from their
cursed blood and known as Disciplines. These dark gifts
inspired the tales of vampires possessing prerernarural
senses, the ability to fade into shadows or transform into
bats and wolves. Disciplines also allow Cainites to com-
mand the dead, call mighty storms and possess the minds
of others. Vampires are also immortal beings who are
beyond death and capable of shrugging off almost every
wound and disease. Blood and force of will can heal
almost any injury short of decapitation in a marrer of
seconds. As deadly predators, Cainites are both stronger
and quicker than mortals. They can scale castle walls with
their bare hands and unhorse a knighr in full armor with
a single blow.

Cainires may be sublime and powerful, but they are
not without weaknesses. These failings are as much a part
of their unholy heritage as is their command over blood
and their undying natures.

Destruction and Torpor

Although they are immortal, vampires are not be-
yond destruction. A Cainite’s nocturnal existence is
fragile, and it demands constant vigilance. The threat of
the Final Death haunts all vampires, its oblivion both
frightening and captivating to those tired of unlife. Final
Death occurs when a Cainite is destroyed, either through
decapitation, conflagration or exposure to sunlight. Ex-
actly what happens when a vampire meets the Final
Death is a matter of much conjecture among Cainite
scholars. Some claim thar the Cainire’s soul is released
from the Curse of Caine and finally welcomed by God
into his kingdom. Others claim that only the Adversary
and the Pit await the Cainite beyond the last sleep.

A Cainite can meet Final Death in a variety of ways,
but it is not always a simple matter. Many of the myths of
how to destroy a vampire are just that, human superstition
and legend. A stake through the heart does nothing more
than paralyze the vampire. The usefulness of crosses,
rosaries and other religious symbols is usually derermined
by the conviction of the holder. These objects, wielded by
the faithful, can repel a whole coven of vampires (which
explains why most Cainites are careful not to attract the
attention of the devour). Wounds inflicted by other
vampires can also prove faral from time to rime. If they are
great enough in number, even mundane wounds can
condemn a vampire to Final Death. It is more common,
however, for Cainites to enter torpor than to face Final
Death in these circumstances.

Torporisastate of deep, death-like slumber that can last
for a few nights or countless centuries. While in torpor, the
Cainire is urterly defenseless, barely cognizant of the world
around her, and then only as if in a dream. Ancient vampires
are said to be able to communicate and use their Disciplines
while in torpor, but younger vampires are unable to do so.
They remain consigned to a deep coma until their unnatural
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bodies recover. Some Cainites enter torpor voluntarily,
usually driven to do so by adeep sense of melancholy. Fearful
of the furure, these Cainires retreat to isolated lairs and
dream of ages past.

The Curse of Caine

Just as man was made in God's image, so are all
Cainites cursed as their progenitor was cursed. Vampires
I‘L']i Mg o a t‘llI“\iikL'l'l race, 'dllll 1|'|l.'\' dre l'L‘IHil-lLIL'Ll t.'\'L'l'\"
night of their damned heritage and of God's condemna-
tion of Caine. The Curse, the “Endless Death” ro use the
terminology of Cainite mystics, is what truly sets vam-
pires apart from humanity and damns their souls. [t
condemns all Cainites to immortality, to the fear of the
sun and fire, and finally to the hunger. Once Embraced
into the darkness of unlife, there can be no respite from ir.
Cainires feel their curse on a nightly basis.

Jmmortality

Immortality, the birthright of all Cainites, is both a
blessing and a curse. Few Cainites are so blind in their
hubris as to call themselves immortal. Most prefer the
term undying. As undying, vampires are freed from the
ravages of time. Cainites do not age in the ways mortals
do — their limbs do not grow flaccid, and their mental
capacities do not diminish. Instead, they become fixed in
age and look just as they did when they first emerged into
the night as vampires
framed for all of eternity. Immortality also has other
benefits. Cainites are immune to almost all diseases,
though they can easily play host for them, becoming
pl;l_!_"‘“(‘ ht"z"'{‘r\' ds Ihl‘y movwve I.n‘»lli L‘”E' ro l.”\ '.”1&.{ “.‘L’Lf on
the unwary. Possessing dead bodies, Cainites do nor feel
pain like mortals do, and they can use their unholy blood
to heal injuries that would fell the most stalwart of
knights.

their beauty or hideousness

Immortality is also a curse, and all Cainites evenru-
ally fall under the melancholic ennui of eternity.
Immortality might place vampires beyond death’s grasp,
bur rhe abyss of erernity is ultimarely more horrifying
than the oblivion of death. The millennia stand before all
vampires like a vast, sunless sea dwarfing even the mighri-
est of Caine’s children. In time, every one of the Damned
comes ro the realization thar nothing lasts forever. The
places of their mortal births crumble to dust and ruins.
Loved ones grow frail and die. The Cainites themselves
become nothing more than relics of ages long past. The
Children of Caine are masters of the night, because it is
as eternal as they are. But that Cainite apocalypse called
Gehenna draws nearer with each passing night. While
Caine's final judgment might be cenruries, even millen-
nia into the future, immortality ensures that most of his
progeny will be present when it arrives. It is a constant
Thrt"ilt rh;ll l(’?il]'ﬂ.‘c over l‘\'t'ry \';lnlplr‘v, a I'L'l'l'lil"lt]("l' ]}"l.'l] no
matter how many cenrturies pass, they will be judged for
their sins one night.
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Of Fireand Light

Cainites are cursed to fear fire and the light of the sun
— both symbols of God's providence and the birthrights of
Seth'schildren. Fire and sunlightare capable of condemning
even the most ancient vampire to the Final Death —
rL't]UL"‘ll‘lgi‘j_‘:t‘IL'\'ﬂ [‘K K_]il"w O SN l}lil‘ri]'\l‘_[i{“il'l in an instant. E\‘L‘l‘l
the ~.|i}_:|1tvsl exposure to fire (such as the flame of a candle)
or the merest glint of sunlight is severely painful to Cainires,
excruciating in its agony. Unlike normal wounds, Cainites
are powerless to heal injuries caused by fire orsunlight. Those
unlucky enough to be caught outdoors at dawn, orin the pyre
of some witch-hunt can only hope that their destruction is
quick. It is not merely thar fire and sunlight are anathema to
vampires, however. Theircaution around these banes quickly
gives way to outright terror and rage. Like all creatures of the
night, vampires fear the light. Even the most calm and
reserved Cainite can fly into a fir of panic ar a glimpse of
sunlight or the uncontrolled flames of a fire.

But fear is not the whole story. The desire for the day
torments all Cainites, no matter how \]L't'ply buried or
masked as hatred it is. Banished from the sunlit world, all
vampires long ro bask in the light once more and remem-
ber how it felt. From the moment they cross the threshold
into immortality, Cainites are forever haunted by the last
time they saw the sun -
what they've lost in becoming vampires.

-a symbol of both their curse and

The Hunger

All Cainites crave the blood of the living, and in
some very fundamental ways, it is what drives their
unholy existence. This hunger is ceaseless in its demands
and voracious in its appetite, turning even the pious and
noble into killers and the deranged into monsters. Sus-
taining their immortal existence is the primary concern
of all Cainites. They may curse the unholy things they
have become, but all fear the Final Death, and so they
feed. Whether vampires drain their vicrims in orgies of
blood or dainrily sip from them during nocrurnal trysts,
they are still bringers of death in the end. The first few
deaths might shock and upset them, but they grow callous
in time and take life without a second thought.

Feeding is the ultimare rush for Cainites, an intoxi-
cating act that rivals and ultimately overshadows sexual
pleasure. It is at once a physical and spiritual act. For a
brief moment, vampire and victim become one. The
world bleeds away unril all the Cainite can focus on is her
victim's body growing limp and heavy as its blood is
drained. Quite literally, the vampire steals her victim’s
very life through feeding. Many describe the sound of the
victim's dying heart as a siren song, luring the Cainite
deeper and deeper. This is the only time a Cainite ever
knows silence from her animalistic hungers.

Cainite mystics hold that the most ancient of their
race discover after centuries, even millennia, of unlife
that human blood no longer sustains them. They crave
the blood of their own kind instead. According to legend,
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the Antediluvians sired their clans to have a ready stable
of blood to feed their ancient appetites. The young tell
themselves that this tale is a fabrication of the elders, told
to keep them in line, but only the ancients know for sure.

This hunger is not an abstract impulse; it is the
essence of God's curse distilled into raw form. It is a stain
that perverts and destroys all vampires, not only in
driving them to kill to sustain their immortal lives, but
because it completely possesses them. It raints their
emotions and thoughts, slowly dragging them further and
further into damnartion. Cainites call this hunger and its
ravenous instincts the Beast.

The Beast

The Beast lurks within each vampire, a possessing spirit
that craves blood and thrives on cruelty and violence.
Capricious and malicious, it perpetually damns all vampires.
As long as it howls, no matter how strong or faithful the
Cainire is, redemprtion and salvation are forever beyond her
grasp. It is the Beast that propels Cainites to become mon-
sters, to devour and destroy everything they touch and care
for. It makes vampires quick to anger and feeds on their
emotions, tainting and corrupting them in the process. The
pious and religious among Caine’s childer suggest that the
Beast is nothing but a reflection of the Original Sin inherited
by Caine from his parents. Having sacrificed their immortal
souls in becoming vampires, Cainites can no longer suppress
the urge to sin; hence they are doomed to spend eternity as
captives to their own base desires and urges.

Whatever its origin, the Beast warps the vampire's
idenrity, amplifying any mental flaws thar the Cainite
had when he was human. A father confuses love for
obsession. A priest becomes set in his own righteousness,
even going as far as excusing his vampiric sins as God's
will. A knight's love toward his lady becomes tainted and
corrupt, spawning hate and resentment. In the end, the
Beast makes all vampires selfish. Their needs, their sins,
their torment, their loves and hates become of singular
importance, more important than anyone and anything
else. It screams from the deepest pit of the soul begging to
be released. The weak cave in and become feral monsters
driven by the basest of desires and needs — usually
survival and hunger — a state all Cainites fear because it
means l]'IL' L'l'lLI ot tl'l('.ll' f‘l]l’ﬂ](_‘]' SL’]\'C'&.

The strong of will and conviction fare better, keeping
their inner monster caged, feeding only when necessary and
keeping their emotions in check. Cainites look to dark faiths
and philosophies they call roads for help controlling the
Beast, and that is what all Cainites want — to be free of the
ceaseless hunger and urges, o find silence once more. For
this reason, all Cainites crave control. They seek to control
their surroundings because the Beast is forever beyond their
influence. Cainites might rule kingdoms and empires, but
theyare reminded every night of the simple fact that they are
nothing but slaves to their Beasts. This is a struggle no
vampire ever wins.
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To Traffic with the Dewil

For Cainites, the Beast is the abyss: a force that possesses
them, damns their souls and casts them forever from the light.
There is no escaping its corrupting whispers, which beg and
cajole the Cainite to commit atrocities to sate its selfish hunger.
The Beast destroys the one thing that people in the Dark
Medieval world know for certain — the promise of salvation.
Without salvation, there can be no hope, and without hope,
Cainires find themselves alone in a dark world.

No matter how damning the Beast is, though, it is
also the source of a Cainite’s power. Although its impulses
drag the Cainite into the abyss, these same impulses and
instincts allow her to live even though her body is dead.
The blood the Beast craves is whar susrains the Cainite
and allows her to experience physical sensations and,
above all else, exist. Without the raging hunger of the
Beasts, Cainites would be nothing more than rotting,
mindless auromarons.

The realization that they are nothing more than
monsters, beyond salvation and alone, is what drives
Cainites over the edge. Defeated and lost, they succumhb
to the Beast and embrace its darkness.

(vt
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The Beast is aptly named, for it is the animal mind of
instincts and impulses. Very little about the Beast isrational,
which is what many Cainites fear. Like an animal, the Beast
lashes out with all its power and destroys all higher thoughr,
plunging the vampire either into a frenzied blood rage
(triggered by hunger or anger) or the mad fear Cainites call
Ratschreck (the “Red Fear” triggered by fire or sunlight).

A vampire who is lost to the Beast is a rerrifying
thing. It knows nothing except rage, and it lashes out like
acrazed animal against whoever steps in its way. In battle,
a frenzied vampire is a fearful sight to behold, but the
vampire who keeps her Beast bubbling benearh rhe sur-
face is far more menacing. The Beast can be subtle, and its
insidious evil is revealed thus. [t works to pervert every-
thing the Cainite believes in. It poisons the Cainite
against those who mean no harm, filling her head with
paranoid fears until the Cainite trusts no one, not even
herself. It whispers to the Cainire with false promises of
power, power that only serves to damn her in the end.

The Brimacy of Blood

Blood ties all Cainites together. It was the blood of
Abel that cursed Caine, and in turn, it is Caine’s blood
that now flows through the dead veins of all vampires.
This unholy blood, which vampires call vitae, fuels a
Cainite's existence, but it also has other mystical quali-
ties. It is through blood that all Cainites trace their
ancestry; from the vampire who created them all the way
back to Caine himself. The blood also grants Cainites
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inhuman strength and reflexes and the blood-magic of
the Disciplines. While the Beast damns Cainites, and
Caine’s Curse haunts them, the blood defines them as
their own race.

Ties of Blood: Beneration

All Cainites trace their ancestry according to how far
removed they are from Caine, how many generations
down their cursed line they are. When Caine sired in
Enoch, he sired the second generation, who in turn sired
the third and on and on unril the present night. Cainites
use generation to describe their heritage as Caine’ chil-
dren. Those of low generation, two or three times removed
from Caine, are accorded more respect that those nine or
ten times removed. In the Dark Medieval night, only 13
generations have been counted, and the wretches of the
13th are seen as less-than-whole by their supposed bet-
ters. Indeed, each generation dilutes the blood of Caine,
making that generation weaker than the one [‘\r::ccllina: it.
The Book of Nod speaks of a time of thin blood when
Caine’s legacy will be so diluted that half-human, half-
vampire mongrels will overrun the cities and lairs and
herald the coming of Gehenna. For this reason, many old
Cainites fear the younger ones, distrusting vampires of
the 10th, 11th and 12th generations.

Caine

Caine has the dubious honor of being the first among
the Damned, the malignant seed from which all other
Cainites claim their heritage. Nothing has been heard
from Caine since he vanished after the Great Flood, and
only those of the third generation have any real memories
of the Dark Father. Some Cainites claim to have met a
mysterious wanderer, ancient as the land itself and wear-
ing a cloak made of the night. Whether this wanderer is
Caine or not, no one knows. Those who believe also fear
the night Caine returns, for it is prophesied that he will
bring with him a final accounting for his spawn.

The Second Genceration

Caine is said to have embraced only three childer —
the mythical second generation and sires of the 13
Antediluvians. Like Caine, little is known about the
Three, who most likely all met their end in the Great
Flood or in the upheavals of the Second City. Even the
mighty Antediluvians are hesitant to speak of their sires,
beings of incredible beauty, but also tyrants and demi-
gods. It is rumored that one, or all three may have
survived and spent the centuries looking for Caine, wait-
ing for his return to rebuild Enoch once more.

The Third Generation
De L1

[t is with the third generation that myth and legend
meet reality. The Book of Nod claims that only 13 vampires
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belong to the third generation and that each are the progeni-
tors of one of the 13 clans. Only Caine and the Three,
however, know how many of the third generation were
actually created. They are quite literally “Antediluvians,”
having survived the biblical flood by slumbering under the
waters to hide from the sun. They are so ancient, it is said,
that maost can exist only in torpor, that state of dark slumber
thar affecrs all Cainires of advanced age. Legend says thar
when the Antediluvians finally emerge from their slumber,
they will devour their clans to sate their eternal hunger, and
this time will be Gehenna.

The Fourth and Fif th Bencrations

Known as Methuselahs, the vampires of the fourth
and fifth generations are almost as pu\\'crful as their
sires. Although rhey are old, some have escaped the
call of lasting torpor, and even those who have failed
are only condemned to slumber a few centuries at a
time. Their power lies in their advanced Disciplines
and age. Few vampires of subsequent generations can
match a Methuselah’s power. It is said they can will
volcanoes to erupt and command the legions of Hell
itself. Their age is also their greatest weakness, though.
Many of the fourth and fifth generations fall victim to
their rivals’ and enemies’ schemes, or they become
infected with a deep melancholy. Few recover from
this ennui, fading into the veil of time or becoming
dispassionate, playing their games of intrigue with a
detached intensity — a dangerous combination.

The Sirth and Seventh Generations

Younger than the Methuselahs and Antediluvians,
many of the vampires of rthe sixth and seventh genera-
tion are still elders of Cainite society. While few
Cainites ever cross p;uh.\' with a fourth-generation
vampire, most encounter the self-styled lords of the
sixth and seventh generations. Although they are not
as powerful as the Methuselahs, these Cainites are still
formidable opponents, who gladly sacrifice mystical
and spiritual power for temporal influence. These
Cainites rule over vast kingdoms, donning the crown
of monarchs and L'llinllliil'lthi'l‘_[ armies of younger
Cainites and mortal thralls.

The Eighth and Ninth Generations

Achieving a delicate balance between age and genera-
tion, these vampires are the most visible ones in the 13th
century. Although they are young, the blood of Caine flows
strong through their veins, usually enough to give them an
edge over those of higher generation. They are nowhere near
as old as most Cainites of lower generation, however, which
places them in a delicate position. Most Cainites of eighth
and ninth generation overcome this disadvantage by siring
large covens of childer. In the last century or so, this practice
has led to an explosion in the Cainire population, mainly of
the ninth and higher generations.

The Tenth and Eleventh Generations

While they are comparatively young, most vampires
created within the last few centuries belong to the tenth
and eleventh generation. The blood of Caine still flows
through them, bur they have only recently overthrown
the shackles of their sires and become powers in their own
right. The Curse of Caine has not vet blinded them as it
has those of lower generations. The night is still full of
wonder, and these Cainites burn with passion and con-
viction. Caine’s blood mighrt not flow as strongly in their
veins, but their undead hearts burn with a furious inten-
sity thar makes them forces to be reckoned with.

The Twelfth Generation and Beyond

Fledgings and neonates, these vampires are separated
]7\.' ]11l NILI H.['IL] ITIIHL'I]['HH I‘]'ll[l'l (:}'IIHL'. Ntlnl'rhl'lt‘ﬁﬁ, il“ are
powerful creatures by virtue of their damned nature.
Although they lack the powers of the lower generations,
the vampires of the 12th generation stand above men,
capable of besting the strongest morral knight in bartle
and wielding influence over barons, merchantsand counts.
The Cainites of the 12th generation are children of the
present nights. The vast majority were Embraced within
the past few decades, which gives them leverage that not
even the sixth and seventh generations can claim.

In the 13th generarion, facts again mix with rumor
and myth. Cainite scholars claim that Caine's blood is so
weak in them, that those of the 13th generation are not
even full vampires, but Caitiff — wretches able to survive
for only a decade at the most. The few vampires of this
generation that have survived are seen as heralds of
Gehenna and abominations of Caine’s curse. Most 12th-
generation vampires are prohibited from siring, and the
few that do u:-'.u;l”\" hide their progeny for fear of being
destroyed. Those [3th-generation Cainites who survive
are treated with both suspicion and paranoia.

The Gifts of Lilith: Disciplines

According to lL'gcnd, it was Lilith, Adam’s first wife,
who awoke Caine to the power of Disciplines — the
blood-magic thar all Cainites wield. Lilith is revered as
the Dark Mother, complete with her own cults and sects
devoted to her worship. Like the mortal cult of the Virgin
Mary, vampiric worship of Lilith is varied, and each
congregation focuses upon one aspect of the Dark Morther.
It is because of Lilith's role as Caine’s first teacher that
female Cainites are usually treated as equals in vampiric
society — and woe to the foolish male neonate who
believes otherwise. However, in the Christian climate of
the rime, a few Cainires are unwilling ro acknowledge the
role of a woman, much less one such as Lilith, in teaching
Caine the Disciplines inherent in the blood.

Theological arguments about their origins aside, the
Disciplines grant all Cainites mystical powers such as the
ability to command animals, the power over illusions and
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shadows, the commanding gaze and so on. Some of the more
unorthodox Disciplines include power over the flesh or the
ability ro raise the dead as slaves. There are almost a score of
known Disciplines, some common to many Cainites, others
the jealously guarded providence of a particular bloodline.

Blood fuels the Disciplines, both as the catalyst and
the medium. Therefore, their use requires the Cainites to
accept, even if hesitantly, their natures as vampires. This
is the devil’s bargain, and all but the most strong-willed
fall victim. Through Disciplines, Cainites ultimately in-
dulge the Beast, making it more powerful.

The Embrace

Cainites carry Caine's curse as a terrible mark that
sentences them to an immoraliry dogged by the Beast, but
perhaps the true cruelty of their existence is not the hunger
tor blood, but the ability to condemn others to the night. The
act of creating a vampire is called the Embrace, and it is the
ultimate sign of Cainite hubris. As solitary creatures, denied
the company of mortals and cast into J:II'an\h, all \':lmpil'u\
eventually crave companionship. In time, this urge intoxi-
cates them and fills them with a passion that only the
Embrace can sate. Some seek out a worthy protégé to inherit
their blood and thus become their childe. Others long for a
companion, a kindred soul who understands their curse and
pain. Then, there are those who Embrace for power, tocreate
vast broods of underlings for protection, even subsistence.
But none of the many reasons to Embrace — lust, beauty,
pride, power, pity, even love — truly justifies or exonerates
the Cainite.

The act of Embracing is analogous to courtship. The
childe catchesthe eye of the sire, and in turn, the sire isdrawn
to the vibrancy and energy of the childe. Some sires stalk
their childer, testing them from afar to prove their worth,
slowly destroying everything they care for, then Embracing
them. Others court their childer, flowering them with gifts
and proclamations of love. However, no one chooses to
become a vampire. Only the foolish and naive believe that
they freely sacrificed theirsouls in exchange for the Embrace.
Those mortals who do not become enraprured by their future
Sire, who LI]II}.: lit'\l’L‘TEltL'l\' to their 11\'L'.‘~', do not stand a
chance against a vampire who has made up her mind. Once
amortal has caught the attention of one of the Damned, the
best they can hope for is death — the worst, eternal torment
as one of the und\'ln_t_:.

In the end, either our of love, desperation or lust, the
vampire succumbs and sires, baptizing her childe in blood
and taking that most precious of gifts — life. Cainites may
delude themselves into believing that they're preserving
their childer from the ravages of time, but they Embrace
because they've become infaruared and obsessed. Drawn
like moths to a flame, the vampire longs to possess the
human, to make him her own, and the Embrace guaran-
tees this for eternity.

This irony eventually poisons the relationship be-
tween sire and childer. The Embrace, which was meant to
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sustain the human in immortal perfection, ends up de-
stroying and corrupting him. Vampires Embrace in a vain
artempt to recaptrure their lost humanity, hoping that in
making a new vampire they will magically remember
what made them human at one point in the distant past.
However, this hope is quickly shattered when the sire
realizes her childe is no different than herself — a blood-
thirsty monster forever doomed ro the nighr.

Becoming

If folklore is to be believed, anyone who falls victim
to a vampire's bite is doomed to rise the following night
H”L.I }1K'L:(‘|||L' one Ut. l]]L’ U”dt’ild. “..\Ufl] were Ihl' case, {]”
life would have been extinguished long ago and only
ashes would remain in the world. The acr actually requires
conscious and deliberare effort. Simply drinking the blood
of amortal is not enough, nor is killing him. The Embrace
requires the childe to be at death’s door and then fed a
portion of cursed blood from his sire. Then and only then
is the Embrace complete.

While all Cainites possess the ability to sire, not all
are successful. The blood of Caine is so weak in those of
high generation, L'.‘1|1L‘L'i:i“\' the 12th generation, that the
Embrace sometimes fails. This is why there are so few
13th-generation vampires, their sire's blood is not old
enough to transfer Caine's curse. Failure to Embrace is
utterly devastating. Few Cainites recover from the loss of
their childe, most weeping rears of blood until the sun
condemns them to Final Death.

Embracing also requires permission. This is one of
Caine’s commandments, which Cainites in positions of
authority enforce to the point of destruction. Since the early
nights of Caine, the act of siring new vampires has been a
privilege only the eldest vampire can bestow. This law is
usually strict among Cainite courts, and those who break it
are subject to persecution and Final Death. Rarely, however,
does this stop those who desire to sire, a trap most vampires
fall victim to at some point in their unlives.

eborn to Darkness

The Embrace is horrifying in its simplicity. The act
that dooms the childe to immortality and damnation is
not immediately painful. In fact, the acr itself is extremely
pleasurable. First, the sire must bring her childe to within
awhisper of death. Once the victim is hovering above the
abyss, the Cainite must feed the childe some of her blood.
Some sires slash their wrists, letting the blood flow into
their childe's mouths in a torrent, others bite their own
tongues and physically kiss their childer, letting their
blood mix together in unholy union. The quantity is not
important. A single drop of cursed blood is all that is
needed, and the change begins to take hold immediately
once that blood slips into the childe's mouth.

All sound bleeds away as the childe’s body dies, leaving
a silence so suffocating that it eventually drowns out the
sound of his own dying heart. Then, when his heart beats for
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that final, terrible time, darkness washes over the childe and
the world literally sinks beneath the darkness. Yet, the childe
is not alone. Shapes emerge surrounding him. For some,
these shapes are their fading memories. Others see loved
ones saying sood-bye, and a few even see angels casting them
from the light of Heaven, or Hell, Whatever the image is, it
will haunt the childe tor the rest of his unlife
reminder of all he has lost.

aconstant

As the sire's blood insinuates itself into the childe’s
every fiber, a burning takes hold in the pit of his stomach.
Tlll\ |'lvl'y pamn that shatters the childe’s bloodless haze and
rips him back from the Elysian Fields. The burning sensation
becomes stronger and stronger until whatever peace the
childe had resigned himself to shatters. The childe becomes
aware of her stiffening body, which has grown cold, heavy as
marble and utterly alien. Most terrifying of all is the sensa-
tion of her soul becoming trapped in her dying body. The
process corrupts the soul, tainting it and allowing the Beast
to take hold. Then, as the course of the Embrace nears its
frigchtful conclusion, the childe screams a silent scream,
unable to draw air into his dead lungs, and his eyes thrust
open in desperation. The faint light of the night assails him,
and he becomes aware of a ceaseless hunger, a desperate
thirst for blood, that will be with him forever.

With a mindless ferocity, the newly sired vampire
sets upon whatever he can feed on. Usually it is the wrist
of his sire, greedily drinking back his stolen blood, bur it

could be a hapless victim his sire prepared or even some
unfortunate rodents. Lost to his hunger, the childe feeds
like a starved animal, his Beast in total control. The
childe’s hunger recedes once he is gorged on blood, but
the pain lingers for hours as his body goes though the
process nt}i\'mg and purges itself of needless waste. Large
organs shrivel into reddish black lumps, while the smaller
ones are transubstanriared inro blood. The childe rhen
vomits up the other useless humors in painful heaves of
|"I‘||\‘{_!I11 ;mt] H;l(l-; -.md yt'”u\\‘ lﬂlt‘. I{‘;l\'il]u;i I]lL'l_'.!”lu faste
in his mouth.

When the red haze of the hunger falls away and the
childe's body goes through its last death throes, the childe
CIMNETrges as a \'rHIIi‘II'L' — [N |H[l‘_|"t.'|' |!ll'[|]x||'| ]‘l" il L[L“‘.‘t‘nd-un
of Caine, sentenced forever to the night. Old wounds and
scars seem to vanish as the childe's skin whitens to an
unnatural pallor that gives the childe adecidedly stark beauty.
Even those who were homely in lite seem to acquire newfound
allure in death. However, this beauty is not purely physical.
The childe's eyes shine with raw passion, both predatory and
alluring, standing in marked contrast to his marble-like skin.
The childe's hair, fragile and delicate, falls like whips of fine
possamer thread, framing his immortalivy. His nails harden,
becoming crystalline and sharp, while his gums recede, re-
vealing sharpened fangs, both fine and rerrifying.

Th:.' CITJHL' 1S .liwi Lh;il'!e_'utl mn ni|‘|L'|‘, |t"<~ percep-
tible ways. Gazing out into the night, he becomes
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aware of how shadows shimmer and seem to bubble,
cach a bottomless abyss where other horrors lurk. The
wind whispers and taunts the childe like the wail of
banshees lamenting her change. The childe can see
death everywhere. Mortals appear, not solid and sub-
stantial, but shimmering, their fragile lives short and
hitter. Plants and flowers appear muted in the night,
their lavish colors reduced to shades of grays and
browns. And yet, the childe remembers. He remembers
the joy of the sun and the cheer of family and friends.
As these memories come, the weight of his curse bears
down on him. In a cruel dichotomy, the childe is
constantly reminded of what he’s lost although he is
now dead — a corpse reanimated. The Curse of Caine
opens his eyes to the real ]‘L'uul'\' of the world but also
banishes him from it.

c'w. '
The Fivst Wights

A childe’s first nights are a tumultuous time, which
he spends mainly learning from his sire and under-
standing what he has become. Some sires are kind
guides, teaching their progeny how to cope with the
curse and wield the gifts of Caine. Those childer who
are so lucky learn to trust their sire as progenitor,
mentorand even l¢ wer, creating a strong bond between
them. Other sires are cruel and dictatorial — treating
their childer with no more compassion than one would
have for a beast of burden. These childer learn hate and
tear, becoming tyrants like their sires in time. Worse,
some sires abandon their childer completely, leaving
them to the mercy of the night without instruction or
guidance. This fate usually amounts to a death sen-
tence for the childe, and few last for more than a
handful of nights before falling vicrims ro their own
ignorance or the torches of enraged peasants.

During this period of apprenticeship, which can
last from a few months to decades, childer are consid-
ered fledglings and nor full Cainites. They are under
the protection of their sires and have no standing in
Cainite society. It is only once the childe is formally
presented to the eldest vampire in the area, usually as
part of a vampiric coming-of-age ceremony, that he
can cast off the title of fledgling and becomes a neonate
— fully accepted as one of Caine’s race. These carly
years are critical in the formation of the childer, mold-
ing them forever. They learn the vagaries of Cainite
society and its customs while experimenring with their
newfound gifts and how to control the Beast. Some fail
to do so, finding the Beast too wild and the hunger too
strong. Like rabid animals, such childer must be put
down lest they awake the ire of mortals or worse, other
Cainites. The lucky (or perhaps unlucky) eventually
find a balance and come to accept their Beasts.

The first nights are also a time of revelations. The
fledgling comes to understand the full ramifications of
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being one of the unliving. In quiet desperation, the
childe learns what he has lost and what he's become.
Most come face to face with their own inhumanity and
discover that they are incapable of feeling or experi-
encing true emotions. Many a childe refuses to cope
with his Embrace, eventually seeking the light of the
sun to end his torment. In time, those who accept what
they've become and learn what they need to survive
become true Cainites.

Hunting

Even the most callous and tyrannical sire teaches
his childe the finer points of 1L'ufin;_', for without this
lesson, a fledgling stands little chance of surviving
more than a few nights before attracting the attention
of mortals. The childe learns how to hunt without
endangering herself, and more importantly, how to
conceal any rraces of the Kiss — the act of feeding —
by licking the wound shut. In the beginning, the
childe, still young and inexperienced, is likely to kill
her prey, driving her deeper into the abyss of despair.
Few sires wean their charges on animals or even teach
them that they do not have to kill outright to feed. This
revelation often comes too late, after the childe has
killed repeatedly in clumsy attempts to feed.

In time, the childe learns how to control the Beast,
reducing its frenzies. Instead of gorging on her victims
until they collapse, the childe takes only enough blood
to quiet the Beast and leaves her prey alive. Soon, as
the childe feeds with greater frequency, she becomes
enamored with the rush and the delicate pantomime
between hunter and hunted. Her predatory instincts
kick in, and the childe begins to stalk the night on her
own. All Cainites are territorial, as the childe learns
early on. The sire shares his haven and feeding grounds
with his childe at first, but the sire becomes more and
more protective of his territories as the childe evolves.

Domain
During the first nights, the childe also learns the
importance of domain — of securing a safe haven to

hide from the light of the sun and meddlesome mortals.
A keen childe observes how no other Cainite hunts in
her sire’s domain, and those who visit show nothing
but respect toward her sire. Soon, it becomes apparent
to the childe that a Cainite’s domain, and haven, is
often an important font of their influence and indi-
cates their standing in Cainite society. In the case of
especially influenrial vampires, domain exrends be-
yond their exclusive hunting grounds, and the fledgling
becomes aware of the semi-feudal nature of Cainite
society and its customs dictating domain.

As the fledgling becomes a neonate, she must
l‘."xl\"..i l‘l'l(_‘ L‘lllllf‘.‘ft Ui‘]‘lL‘r ?\'l]'l."\ I.Il main l]l]tl .\‘rl'lkl' Out on
her own. Deciding on a haven is a personal choice,
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dicrated by the aesthertics of the childe and her percep-
tion of existence asa vampire. Some choose the solitude
of graveyards or crypts, while others prefer the com-
forts of palaces and ciry estates. Older vampires usually
take all the choice domains, leaving the neonate with
llu' scraps, such as abandoned water w L'H‘\. a tavern's
wine cellar or a ruined mill. No matter how meek the
domain is, a neonare has all erernity to expand her
influence. Most long for the night when they rule over
a vast demesne like their elders.

The neonate must choose a haven that offers a
degree of protection and isolarion, especially while she
is young and relatively weak. A neonate may have no
trouble dealing with mortals (even amob) at night, but
she is vulnerable \Iurln_u the L{_I\'. with only the secrecy
of her haven as prorecrion. It is also not uncommon for
covens of neonates — often called coteries — to band
together for security reasons and to increase their
domains.

The Curse of the Dead Heart

Cainites are abominations, creatures both unnatu-
ral and unholy. They are no longer human in any sense
of the word
admit to and one that profoundly changes their psy-

a realization few vampires are willing to

ches. Cainites exist forever outside the sphere of natural
things. Their bodies are dead, yet they continue to
exist, think and act. Although they were once human,
their curse as vampires has marked their very souls,
transforming them into beings hoth sublime and for-
saken. Many neonates fail to see the difference between
their morral lives and rheir existence as Cainites, but
this change becomes apparent as years fade into centu-
ries. Eventually all vampires realize they are dead,
frozen In [hil? |L'I'T'i|‘|l' moment \\'I1k'|1 t‘[\'l’[l:ll rest was
denied them and replaced by torment and hunger. And
this realization is followed by another: The Beast trapped
within them is their very soul, screaming for a release
from an ecternity in undead flesh. They are nothing
more [I'IJH monsters, |“L'\'1‘HLI \JII\'.iTlﬂn 4I|'\LI JIIUnL'. TI'H..\'
is what Cainites call the Curse of the Dead Heart.

Undying yet Unliving

Cainites are parasites, not ethereal and immorral
beings. A vampire is nothing more than an animated
corpse I\l'l"T <I|l\'t' .IIILI 11unl\'mu. not 1\\' fll‘llk‘\' i‘t- \\'i” or
\kc\\'ul ‘\l'll\L"HII"\L‘II.. l"’lll |W\' I}u' Iinn'.inlr:l| ;Ind L'llr"L'l]
blood flowing throughout its dead body. For all their
powers and abilities, vampires are static in nature, caught
forever in that moment of death, aware but not enlight-
ened. Cainites are dead in body and mind; it is their
unnatural Beast that fuels their corpse, fills them with
emotions and allows them to think. In the end, their
human selves are really nothing more than fading echoes.
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It screams to be heard over the howls of the Beast, but it
eventually becomes lost as years turn to centuries.

As dead things, vampires do not evolve or grow
like humans — even their emotions become stilted and
perverse. They stop being able to feel physical plea-
sure, knowing only the extremes of pain and hunger.
Cainites are largely incapable of learning from their
l'x]“l'fl‘l'ﬂ(k‘s in [hl' \\'Ql\" |1](3r1.l|5 can, Ih'.'\_,‘ tlnl\,‘ remeim-
ber bitterly what they've lost, and they never forget
past slights. Learning new ways of thinking, that won-
drous ability of mortals, becomes alien and foreign to
vampires, reducing them to unliving anachronisms.
Cainites are capable of mastering new mannerisms and
skills, but they cannot assimilate them into their very
being as they did when they breathed. They wear newly
found customs like masks, concealing their stagnant
natures. Only the endless hunger and rage of the Beast
can push a Cainite to new experiences, tainting him
with its dark nature. Vampires are like marble statues,
witnesses to the endless march of time, but forever
outside it. This quality makes all Cainites rapacious
and predatory, not creative or nurturing. Their once
human selves strive to retain these \|1|;1|iliu.- — to be
able to look at beauty and appreciate it without the
need to possess it — but their Beasts drag them down
to the abyss of despair through lust, pride and murder.

ot
Forsaken

Cainites know no respite from the uncertain night.
Worst yet, they know that darkness hides terrors, and
the most terrifying of all these, their own Beasts. Let
breathing priests talk of a fiery inferno, for Cainites,
the Beast is Hell made manifest. It is a force that
possesses them, damns their souls and casts them for-
ever from the light. There is no escaping it or their
status as IUI'."i:lkL'II creatures. T}IL‘ Elll}"ri‘LL‘ d‘.“itl—“".“ thL‘
one thing that pvnph‘ in the Dark Medieval world
know for certain — the promise ot salvation. Without
salvation, there can be no hope, and without hope,
Cainites find themselves alone in a dark world. With
this realization comes another. The awareness that,
from this moment on, all a Cainite will know is dark-
ness: both the physical darkness of night and the
spiritual darkness of the soul condemned as a taker of
lives rather than a giver.

Many Cainites who were Embraced within the last
I-I.'“' [ l'Il]“[tL'H see II‘I('"].\L‘]\‘U.‘\ dy }'I.l.'”‘.“pzl\\'”, iiﬂd rhl.‘\f
act accordingly. Denied Heaven, these vampires give
in to their base and predatory instincts and revel in
their damnation. They first become dispassionate and
callous killers without pity or remorse, then progress
into savage homicidal beasts. Even those who still
harbor faith and try to find redemption eventually slip.
The demands of the Beast are too powerful to ignore.
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However, this degeneration into evil is neither
sudden nor complete. [t is a slow descent into madness
and damnation, one in which the Cainite is not an
unwilling victim of her curse, but an equal accomplice.
Vampirism does not condemn outright, it merely exag-
gerates the dark side that lurks within. The blood of
Caine and the Beast accentuare all the perverse im-
pulses and thoughts mortals have. The horror of the
transformation comes from the slippery descent of
Innl‘;i' &lk‘l_'lil'lL‘ iI‘l]'lCl’L‘nl mn ;1” ]]UII];lnh, |1l|t ;1L‘CL'|L'I‘:lIL'd
by a Cainite's forsaken nature.

TheRoads to Salvation

Vampires are not without hope, however. Cainites
may be denied Heaven and Hell, but somewhere along
the line between damnation and redemption lie the
roads — the mystical beliefs developed by Cainire
sages. The roads (viae in Latin) help Cainites cope with
their existence as vampires and offer some control over
the Beast. Many Cainites refer to the roads as the
Religions of Caine, but not all roads resemble mortal
faiths. Instead, the roads are more analogous to phi-
hmlphlm, and their organization is akin to that of cults
rather than actual churches.

All roads teach Cainites how to rein in rthe Beast
through spiritual and ethical tenets. Like mortals who
look to the Church for answers and solace, Cainites
follow the roads to obtain a measure of peace. Central
to the roads is acceptance of the vampire’s damned
nature. The roads do not try to deny whar a vampire has
become or claim that she is something other than what
she is. Rather, the roads foster a belief and metaphysi-
cal framework that allows Cainites to understand and
eventually accept their curse as vampires.

The roads, like Caine's childer, are varied and
unique. There is no central road that all Cainites
follow. Instead, roads change, evolve and adapt them-
selves to the times. In the 13th century, five roads serve
as pillars in the night attracting large numbers of
followers:

® The Road of Sin focuses on the darker side of a
Cainite’s nature and its followers feed the Beast's
malevolent urges so that it does not overwhelm them.

* The Road of Humanity on the other hand teaches
that, although they are cursed, vampires are still hu-
man, and that salvation lies in suppressing the Beast's
instincts and urges.

® The Road of the Beast teaches the way of instinct
and embraces the predarory narure of all Cainires.

* The Road of Kings teaches that vampires are
superior to mortals, and that their destiny lies in ruling
over humaniry.

¢ Finally, the Road of Heaven claims thar, although
they are forsaken, Cainites are agents of a higher
power, divine in nature and mission.
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Beyond helping a Cainite accept and understand
her curse and gain a measure of control over the Beast,
the roads teach thar vampires are not without hope or
salvation. The roads are called such because they lead
Cainites from the abyss of damnation to the light of a
mythical state known as Golconda.

According to Cainite legendry and The Book of

Nod, Golconda is an equilibrium between the human
and vampiric natures. A form of redemption offered to
Caine and his brood by God and communicated by the
Archangel Raphael. Whether Golcondais truly achiev-
able isunknown, but itis appealing since it is purported
to be the only peace available to Cainites — a state in
which the instincts and impulses of the Beast lose all
power over the Cainite. If the legends are to be be-
lieved, Golconda spares the vampire from Caine’s
curse so that she no longer needs blood to sustain her
immortal existence. However, those who embark on
the long road toward this exalted state face an uphill
struggle, one at which only a handful of Cainite mys-
tics are even rumored to have succeeded.

Perhaps sadly, many Christian, Jewish and Islamic
Cainites see Golconda as a pagan lie, a trap that leads
vampires away from true salvation in the light of God.
These pious vampires believe that only in forgiveness
from God can they redeem themselves. Following the
roads to Golconda can lead nnl\-' to Hell. It is not
uncommon for such devout Cainites to hunt down and
persecute those who pursue Golconda, proclaiming
them heretics and blasphemers. Like the mortal folly
l"C‘l‘lind S50 many L’rll.\’k]\lk‘ﬁ', r}‘lllh’\‘ \\'hll Ii|kk' llll.' |‘%||1ﬂk'r
against their pious brethren are blinded by their love of
God and have condemned many Cainite mystics to the
flames of righteousness. The ones who escape the pyres
usually go into hiding, pursuing Golconda in secret and
denying their guidance to other Cainites who are
desperately in search of a way to silence their Beasts.

Society of the AWight

At its heart, Cainite society is built on a di-
chotomy. Vampires are solitary predators without an
actual need for the companionship of their own kind,
and vet this companionship is precisely what they
crave. Like moths rto a flame, Cainites flock to each
other, drawn to the most powerful of their kind. Per-
haps it is their predatory nature, but those who are
strong lead, and those who are weak cower at the feet
of others for protection. Even Cainites who resist this
urge and lead a solitary existence rarely manage to do
so without arousing the suspicions or jealousy of their
more social brethren. Those who persist in being out-
siders are distrusted and eventually hunted down.
Although they are solitary by nature, Cainites are no
different from pack animals, and they are just as vi-
cious, territorial and violent.
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Cainite society is peopled by fiends and
monsters, so it is not guided by normal, or even
moral, tenets. Murder, intrigue and unlmly acts
form the ]ﬂ“.lh of the social order. And vet,
Cainites are refined beings. They surround
themselves with art and beaury, patronize art-

Finally, like the mortals of the time,
Cainites divide themselves along those clans of
privilege, thel h_[;fl( “lans, and those that are more

savage and uncouth (at least in the eyes of the
high-blooded), the Low Clans.

The High Clans

The High Clans rule supreme over the
medieval night. They are the Cainite nobil-
ity composed of princes and barons who rule
over vast feudal domains and Cainite courts.

ists and commission great works of architecture.
Cainite society is as ordered and structured as

mortal society, if not more so, and dominated
by a strict hierarchy. For the Damned, being
born noble or peasant means norhing; it is

ITIUU\I] iiIlLl dage [hll[ t'lL‘\‘Lll't’.‘\ one Cainite ;l]‘il\'k' Thu I “:h (.‘I.in.\' t‘t‘f.cr to Thcl'l'l‘it?[\'(_'.‘i as [hc
another.

The Bonds of Bloed

Cainites can trace their ancestry to one of 13
clans, extended blood families spawned by
Antediluvians of the third generation. Al-

first cursed and claim that their progenitors
were Embraced during the early nights of
Enoch, before those of the ju“un (the Low
Clans). The first cursed blame the Low Clans
for the strife of Enoch and its evenrual de-
struction. The following clans make up the
High Clans:

® Brujah: Made up of crusaders and
philosopher-kings, Clan Brujah is a fiery
clan known for zeal and quick tempers.
The clan’s past is checkered, a long and sad

though each vampire is unique, she inherits
certain traditions and mannerisms from her
clan. The most obvious legacies are the Disci-
plines, as each clan holds providence over one

or more of Caine's gifts. Caine is said to have : . :
|‘n.-tnry of stunning ;lccnnnpllxllmcnl.\ and

liu'\'.lsl:itinu defeats. In the 13th century,
the Hnlj;ih struggle to maintain their sta-
tus among the High Clans. Far too many
Brujah elders are melancholic for the clan’s
greatest moment in history, and they still
mourn the passing of Carthage. Its younger
members are tired of the oppression of the
time, and they long for change.

cursed each of the Antediluvians for their ac-
tions after the Great Flood, and these special
curses flow down through the blood of the
clans. Finally, and perhaps most unfortu-
nately, Cainites also inherit their clan’s
intrigues and feuds — traps that few vampires
can ever L"il."gl["ﬁ.‘.
le ties of blood between clanmates are
strong, but this does not mean clans operate . , _
e Cappadocian: Mystics and
scholars, the Cappadocians are both
feared and respected as oracles and
sages. Although Thw\' look to Anatolia
as their ancient home, Cappadocians
reside all across Europe as advisors to
princes and vampiric monks. They try to
remain aloof of the intrigues and wars of the
other High Clans, choosing instead quiet
(.‘Unrt.’lnpl]]tll'ln l'ﬁf-rhl_' greatest ]TI\'SFL‘]_\.' llt-':]]]
— death.

as cohesive entities, much less as united
ones. On the contrary, the clans are vipers'
nests in which intrigue and rivalry run ram-
pant. Although they are families of the nighr,
the clans are actually amorphous and loose in their
organizarion. The Antediluvians are so ancient
that they have all retreated into one form of
torpid withdrawal or another. Therefore, there is
no central authority to marshal clans or enforce
any form of unity. Instead, the clans are splin-

tered into countless blood-tamilies, each )
dominated by a potent, charismaric and, above ¢ Lasombra: The kings of shadows,
the Lasombra are among Caine's most
skilled manipulators. The Lasombra are
convinced of their own decadent supe-

all, cunning elder. Although clan is important,
often determining the expected standing of a
vampire, a Cainite's precise pedigree if often
riority, and they embrace religion and
faith — not out uI'lel.\ reverence, but

more critical. All Ventrue claim a heritage of
warrior-kings, for example, but being the !
only childe ofa potentand respected Ventrue to vindicate their power. The Lasombra
|‘|HH l'hrll‘ COUrts across [‘Zln'npc, |1th ]L’;ll\-‘
and Iberia are the homelands where they

I'lIIL‘ lIHL'UI'H'{.‘STL'\I.

lord carries both status and respect. In the last
century, many Cainite scholars have busied
themselves scribing books of Cainite geneal-
ogy, trying to weed out imposters and determine
which vampires have legitimate claims.

® Toreador: Children of art and
beauty, the Toreador are Cainite muses and
poets. Although they surround themselves
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with pomp and beauty, the Toreador can be as now, and while the Brujah and Lasombra hold on to
fanatical as the Brujah or as cunning as the
Lasombra. The clan's bastion is in the lands
of France with its chivalrous knights and
singing bards.

the Mediterranean cradle of European civilization,
the Ventrue are forging ahead in Britain and

Germany crafting new empires and rallying to

their birthright as leaders and defenders of all
Cainites.

The Lo Clans

Despised and misunderstood by the High
Clans, the Low Clans do not hother with the

* T:zimisce: The fiends of
Transylvania, the Tzimisce revel in their
inhumanity and rule over a frightened
population as the dreaded voivodes. In-
hum;m ':l['ll.i Llri\'t‘l'l to f‘}lﬂl]“t.‘l?\ﬂ]. III'IL'
Tzimisce dismiss ways other than their
own as fundamenrally flawed. They are
constantly shocked by the upstarts who
dare challenge their natural position at
the peak of the food chain. They reign with G Low Clans are, in fact, foreign ro Europe and its
mandate from Caine, from their founder and Christian Cainites. Others are simply so alien and
from their own power.

pomp and arrogance of the first cursed.
[nstead, the fallen prefer to move in differ-
ent circles, pursuing their own goals and
chasing their own intrigues. Many of the

different that their very presence perturbs the
more “civilized” Cainites. While the High
Clans hold the reins of power, the Low

® Ventrue: Forever in the shad-
ows of the Lasombra, the Ventrue are
slowly rising to challenge their domi-
nance for the medieval night. The
13th century is their age, and while

Clans are gaining ground after years of
neglect and abuse. They are more in
tune with the spirit of the age than
clans such as the Lasombra are are their first cursed brethren locked
hllh‘\,‘ .\L‘llt'tliing, the -I-n)rt';uinr lost away in L'_l.\tl-.'.\ .md tOwWers.

to their art, the Brujah raging and e Assamite: Proud and deadly,

the Tzimisce ruling over desolate the Assamites — who call them-
kingdoms, the Ventrue will take selves Banu Hagim — live by a

and do what they must. The ener- foreion code. Originating from the

pod " » = s 7 i T 1 » 1 .
getic Ventrue know thart their time is loly Land, the Assamites consider
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themselves judges and guardians of the night, question to them is whether they choose to be

AN proud wolves or cowering dogs.

o Malkavian: The Malkavians are

cursed by insight and madness, damned to

serving as soldiers and generals of Caine. Al-
though they are militant, the Assamites are
not limited to physical battlefields. Their
ranks are filled with ancient mystics and see the world as a shattering mosaic. Long
revered scholars as well. Few Assamites leave ago, they were Cainite oracles, foretelling
the lands of the Saracen east, but those who the furure and seeing things others could
not. Now, they are pariahs because of their
TErE. Aein madness — cast from court and cities for fear
status by their foreign ways. R that their lunacy will affect others. They are
¢ Followers of Set: Believing themselves to be

venrure into llI'It'l!'lITI'! L1I1L| |*.1I'I":l|'i"¢ll‘l [Z‘lll':?'*t't](!

soasspiesand emissaries, relegated to low-blooded

heralds and prophets of a coming darkness.
descendants of an ancient god, the Setites are * Nosferatu: Transformed into hideous
devious fanarics. They carry themselves with a creatures by the Embrace, the Nosferatu wear
malignant air and pride themselves in being custo- their curse on their verv skin. The Nosferatu

remind all Cainites of the evil that lurks within
them. Many Nosferatu take their twisted mien as a

clear sign that they must accept their curse

dians of forbidden knowledge and traffickers in sin
and damnarion. Lairing in the sands of the Middle East,
the Followers of Set have wormed their way into
|fum|w following the 1]|“|’IL'1I\]‘]| of the Crusades. and repent. Tlu-\j carry themselves with a
."\I[]‘IUII'_III lht"\ are \{l.‘“il.\'[k'\l das fﬂ['\'l.‘_{ﬂ{.’l'\, {IN.' nnhl(_- il[ll_l I'L'_L".II manner ['h‘l[ |-|'\-‘]i-\.\ [I‘m[ n]‘ |}‘“‘-
Setites thrive in Europe by providing the things few High Clans.

others can, or want to. Ingenuity and guile are a * Ravnos: Refugees (and their descendants)

Setite's calling cards. of a great war to rhe east, the Ravnos carry
* Gangrel: Inconstant and indomitable with them a wily Beast thar whispers
like the moon, the Gangrel reject the chains dark urges. Few are rrusted in Europe,
of master and slave, lord and vassal, sire and because their curse makes them espe-
childe, ¢ |lsn|‘-\ir1,'_’ instead to roam the I\I;_'}H L-1;||||}‘ d;]ngcrlul,-._Thu,\'c \\'hn;||'c;|c(_‘cl‘\icd
free. The forest and glade are their hunting

act as messengers, envoys or .\picn‘ mov-
grounds, not the hamlet or port. To the

ing between the courts of Cainite lords
and carrying out their own agendas in
secret.

proud Gangrel, a vampire is no more evil
than other natural predators. The only
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the Holy Lands (either as humans or on their sires’
errands) and returned both wiser and harder for it.
They may lack the power of age, but immortality has
not tainted most neonates like it has paralyzed their
sires and elders. While the Methuselahs plot and the
elders wage war, neonates are the real caralysts of

e Tremere: J\l:ln“.' refuse tocall the Tremere
a clan at all; since these usurpers received their
dubious title by eradicating one of the oldest and
most revered clans — the Salubri. Tremere him-

\'L‘“-t'l!illnllrr('l! (}1(' maost I1t'i11i‘l|?* crime kl]t‘\\'n L8]
Cainite, the deliberare cannibalization of the
Salubri Anrediluvian, Saulor. Although the clan i
young, having come into existence only in the
past two centuries, the warlocks of clan Tremere

Cainite society. Neonates lead charges on the battlefield
where elders are too scared to do so; they make new
alliances with mortal merchants, barons and priests
and generally infect Cainite society with dynamism
and energy. The majority of Cainites in the 13th

are still powerful. They lack any real allies, how-
ever, .xml [I'IL‘\_,' are |\L'~ct on ;|11 su]t'.\ E‘y 1T ll'l;ll ;Il'ld
Cainite enemies. As the lords and princes of century are either neonates or ancillae.
Europe jockey with each other, many begin to look
toward the Usurpers (and their potent magic),
\\'(’&L‘l ming maore Lll\LI more \\'.1]"( W I‘-'.'\ o |I'Ik'|1' COurts.

Hievarchy of the Dammned

Blood binds all vampires, but it is age that

¢ Ancillae: A vampire becomes anancillaafterhis
first 100 or 200 years of unlife. ."\Illunu_;}‘l they are not yet
elders, ancillae have proven themselves in Cainite society
and established themselves as powers to be reckoned with.
They are respected and granted prestigious positions such
as advisors and men-at-arms to older Cainites. Many
§ ancillae shine brightly as ascending elders, but many burn
determines their standing and position in Cainite out just as quickly, overstepping their limits while blinded
society. Although a vampire’s undead pedigree (mea- b ehslrauwn priLlc.
sured by sire, clan and generation) is important, e Elders: Elders are the regal authorities of
Cainire sociery. Most elders are centuries Hl\l.
some Embraced sometime during the Long Night
or before. They rule cities and large domains,
uphold Cainite laws and keep younger Cainites

in line and subservient. They have become
entrenched in their power, and they will do
anything to maintain it. Scheming and
backstabbing, elders have grown comfortable with
immortality, and they fiercely defend the status quo.

real respect comes with age. Vampires who
have survived for centuries, have amassed
great power and have faced countless
challenges are the dominant powers in
Cainirte society. However, age is not ev-
erything. A complacent elder can easily be
destroyed by an ambitious neonate, and
only the foolish lose sight of this harsh reality. Age
might mean power and influence, but a Cainite
hlft}_{]\;il(‘.\ \\.'n}?nm action and purpose, m;.lkm,*_! Some elders are aware that they are nothing but tools of
him easy pickings for the young and cunning. , alohe ; - vende . .
5 {I'Il' J\1L‘|I11|?\l'l.1h\ mn |I1L'|| \t‘Il\'L'”'rl."!. I‘l]‘ ||'I\‘\ ‘_:l(ll”\ I"rl‘
® Childer: The newly created, childer are
voung and still under the charge of their sires.
They are regarded as children but are seldom

this price in return for security and influence.

® Princes: Although it is not tied to age or
generation, the title of prince is nonetheless one
of singular importance to Cainites. A prince is a
Cainite who has claimed a large domain (a city,
county, even L‘inm]nnﬂ as her own, forc ing
other Cainites to bow to her rule. In time of
yore, the title of prince went to the oldest Cainite
in an area, but a Cainite claims and enforces a

treated with love orcompassion. Once achilde
haslearned all that isneeded (in;lpvri:nhh;ll
can last nights or decades), her sire presents

her to the eldest vampire in the city, usually

the prince. [t is up to the eldest vampire to
accept the childe into Cainite society and
proclaim her a m-un.m-m‘dwtln y her. princedom in recent times through political savvy
* Neonates: Considered full vampires, neo- .

¢ and force. Many princes in the 13th century are
nates are young and eager to make a name for themselves.

elders of the sixth and sevenrh generation, bur many
ancillae, and even some neonates, are staking their
rights as princes as new cities and towns emerge.
[t is easy, however, to proclaim oneself prince;
it is harder to maintain and support that

They are young knights in the feudal atmosphere of
Cainite society. Although Europe is overpopu-
lated by vampires, there are still enough
cities, towns even castles and road-side
taverns where young neonates can stake
their claims. Most neonates who were
Embraced within the past 50 years under-
stand the 13th century better than their
elders \]n. for l}‘lt",' are children of this
turbulent time. They move with ease

claim against other Cainites.

* Methuselahs: The real power in the
13th century rests with the handful of
hi('lhll‘it'lilhh \\']]\T h‘.inkl :|I‘l we T}'\l' !.'Il]l.'l"\ in
age and influence. Usually centuries, even

millennia old, Methuselahs know no equal

through bustling cities and cross the conti-
: except perhaps the slumbering

nent without fear. Many have journeyed to
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Antediluvians. It is said that a change comes over vampires
when they reach this age. Physically, these vampires slumber
for weeks, years or even centuries I-;|Hin;_: o torpor with
growing frequency. Emotic mally, they become sullen and
withdrawn, overcome by a deep sense of melancholy and
desperation. They long tor the nights of old, but they know
that Gehennaonly comes closer with cach new night. Some
react to this ~.|c.\p;lir by retreating trom the world, |\cgnmit\_‘_:
mystics and hermits pursuing Golconda. Orhers, vengeful
and terrible, lose themselves in strife and drown out their
doubrts and fears with blood and inrrigue.

* Lords: Like princes, the rank of lord is accorded not
by age, bur by influence and power, and it is a relatively
recent addition to the Cainite hierarchy. A lord is simply a
princeof princes—apotentelder, ormore rarely aMethuselah

who claims influence over a number of princes and their
domain. Much of this arrangement is feudal in narure, the
lord parceling out his domain to younger Cainites in return
for their oaths of fealty and support.

e Antediluvians: Mythical beings and tyrants, the
Antediluvians are absolute masters of the War of Ages and
the founders of the 13 clans. From their lairs, they plot and
scheme against their rivals, steering their clans like mighty
armies across Europe and the world. What their goal is —
what the purpose of this madness is — only the Antediluvians
and Caine know.

Gdutsivers and Criminals

Not all Cainites agree to exist, or are welcome, in this
society of the Damned. There will always be outcasts and
renegades, and such is no less the case among Cainites.
There are Cainites who refuse to abide by the Old Ways (the
laws of Caine) orwho have commirted heinous crimes in the
eyes of their fellow vampires. These Cainites are either
exiled or, if warranted, hunted down and destroyed. Those
whodo not adhere to the Old Ways are seen as a threat to the
established order of the clans, which makes them dangerous.

e Caitiff: Cainites without clear blood ancestry are
called Caitiff. These clanless vampires never know the
origin of their blood, usually having been sired and left for
dead or Embraced by another of the clanless. Although they
are not unknown at Cainite gatherings, all Cairiff are
distrusted, treated like mongrels, little better than dogs.
Caitiff are tolerated in Cainite society, but they never
achieve any real standing among their clan-born brethren.
The clanless are doomed 1o exist as second-class citizens at
best, and outcasts at worst. They become easy scapegoats,
and they have no rights in most principalities. The stigma of
being Caitiff is steep a curse on top of being damned.

e Autarkis: These vampires have tumed their backs on
Cainite soc It'I\'.I'L'T.'lI.\'II]!_:ItJ“\'L'I‘yLi[1‘.'il|]i".‘\ ruh'n'xwpl their
own. They JL'I'y the Old Ways and the War of Ages, wanting
nothing more than to become masters of their own destiny.
For this reason, the elders consider them subversive and treat
them like a threat. Once branded Aurarkis, a Cainite faces

Bol 2o,
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the night as a renegade, hunted by princes and elders and
condemned to Final Death if caught. Some, however, con-
sider this J;!I‘l;_:vl' asmall price to pay for freedom.

The PBrince

Since the time of Enoch and Caine, lone vampires
known as princes have ruled over clutches of others —
serving as leaders and protectors. Blood and age shape
Cainite hierarchy, but it is the rule of princes that gives it its
draconian and predatory nature. Indeed, a prince does not
rule for altruistic reasons, he does so for his own security and
to feed his need ro dominare other Cainites. Among the
Children of Caine, there is neither equality nor democracy,
only the rule of the strong and the cunning, who use the title
of prince to symbolize their dominance. Throughout the
ages, the title and duties of the princes have changed, ll.\u'.lll\'
influenced by rhe civilization to which the prince was born
oroverwhich he ruled. Although princes are common, so are
kings, dukes, Caesars, archbishops and countless other ritles
borrowed from human nobility and religion. Women who
rule as prince (and many do), rraditionally assume the ritle
of queen or duchess if they wish for a gender-specific title.
Princess is uncommon, and many simply go by prince,
L[L']]Lll.‘r l‘t.' uLl[lll]L‘J.

Traditionally, as in Enoch, the eldest Cainite in an arca
- his age conferring this honor. Such is

serves as prince
rarely the case in these nights, though. Those who are strong
and powerful rule, all others are either vassals or rivals. As the
War of Princesmarches on, younger, more ambitious Cainites
are usurping princedoms from older, complacent vampires.
In turn, many elders realize the obvious dangers of holding
the title of prince and either bequeath their title toa younger
Cainite in hopes of hiding in the shadows or slavishly defend

their domain, creating a schism between young and old.

Domain

Vampiresare territorial creatures, as most predators are,
and a prince’s domain is his font of power. Without a
fiefdom, a prince is not a prince. A prince’s domain can be
anything from an isolated hamlet in the Bavarian mountains
to a vast expanse of lands overlooked by a forritied strong-
hold. The larger the territory is, the more prestige and
influence the prince holds. Usually, a prince rules overacity
and claims domain over its walls, taverns and estates, forcing
all Cainites within (through force or oaths of fealty) to
acquiesce to his rule.

Domain is critical for a prince. First, it grants influence
and temporal power. The prince often has agents and observ-
ers among the mortal institutions of the city. Through favors
or guile, the prince knows what the merchants are smuggling,
who the archbishop invites into his chambers at night and
just what can agitate the nobility into marshalling troops
against a rival city. Domain also grants the prince and his
subjects feeding grounds, the most prt:n] commaodity of all.
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Agents of the Vrince

Princes rule through the right of fealty. No single
vampire could effecrively enforce his will across such vast
territories without having trusted vassals. By offering do-
main to those who are loyal, the prince assures their support.
In return for her fealty, the prince grants the new vassal a
domain to hold as her own. Princes seldom rule their domain
without the support of other Cainites. Smart princes court
other influential Cainites when making their bids for power,
creating a council of advisors and lieutenants to handle
some, or all, of the administrative duties of ruling their
fiecfdoms. Althuugh the titles may change, most princes rule
with the support of the following Cainires:

¢ The Sheriff: The pnn-:u’\ enforcer, the sheriff nor-
mally handles matters of jurisdiction and security. It is the
sheriff and his cronies who keep young neonates from causing
too much trouble and make sure no unwanted Cainites have
infiltrated the city. During times of war, many sheriffs be-
come sergeants, coordinating the efforts in defense of the city
while the prince and the warmaster take to the battlefield.

® The Warmaster: The leader of a prince’s army, a
warmaster, .\L'r\'l.‘."\iilﬂ\‘ d lrlll\.{]"( “\'L‘rllll i"rl‘nL'L'\‘r I\ ‘I'ti \\'l 10 CAN
marshal enough forces to justify his post. While the sheriff's
primary duty is internal security, the warmaster is a tactician
and leader without equal. Many warmasters of recent times
have come from the ranks of the Brujah or Ventrue.

® The Seneschal: The prince’s right-hand man, the
seneschal, occupies his nights with the minutiae of the city’s
administration. The seneschal is first to hear all complaints
before choosing (with the right bribe or promise) which to
bring to the attention of the prince. In some principalities,
the seneschal is nothing more than a secretary, a lackey and
personal attendant of the prince. In others, the seneschal
wields more power than the prince and is the real power
behind the throne.

® The KL’.L'.pcr: Most princes understand the need of
having the counsel of a mystic or spiritual advisor. Long ago,
princes used Malkavian or Nosferatu oracles (and some srill
do), but in the Christian atmosphere of the time, most turn
to ashen priests — adherents and reachers of one of the roads
of Caine. Princes use ashen priests to lead the sacramentsand
iiL]\'l.‘\’L’ [’l‘lL‘IT’I on matters I'\t WI’I I"i'll'lrlL'ill L]ﬂl] 11\\_3."&“(‘:—]1.

¢ The Chamberlain: As the social heart of a prince’s
court, the chamberlain organizes feasts and tournaments,
welcomes out-of-town dignitaries and attends to the prince’s
person. The chamberlain’s main ralents are gossip and ru-
mor-mongering. However, all princesunderstand the benefits
of having a chamberlain, and most allow them to feel the
pulse of their subjects and weed out any potential detractors.

® The Scourge: The sheriff maintains law and order
within afief, but the political nature of the position often ties
his hands, making him unable to dispatch swift justice
without provoking the ire of the prince’s detractors. This is
where the scourge, the prince's private executioner, comes
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in. The scourge’s duty is simple, to patrol a prince’s domain
for the unwanted — Caitiff, Autarkis and other undesirables

and either bring them to the prince or destroy them
outright. The position of scourge is a solitary one, and it
carresa |1L';|\'y st i:_'m;l. Few Cainites trust sc OUrges, at 1l many

fear them outright.

Rights andResponsibilitics

There is no universal code of princely conduct. Aside
from the loose interpretation of the Old Ways, a prince isfree
to govern his domain as he sees fit. However, a prince’s rule
is measured by, and depends on, the power and influence he
wields over his vassals. In some cases, the prince is nothing
bur a figurehead, powerless ro effecr any changes unless he
has the support of his elders. Then there are princes who
stand like tyrants, ruling with impunity and calling blood
hunts on any who whisper against them. Most princes lie
somewhere between these extremes, secure in their influ-
ence, knowing thar the threar of violence and censure is
often all thar is needed to keep the peace. This game,
however, is a dangerous one to play, for complacency has
been the downfall of many a prince.

Rights

As prince, a Cainite is entitled to the following rights:

® Destruction: Only the prince can destroy (or order
the destruction of) another Cainite. Princes hold the power
of Final Death over their vassals as ultimate proof of their
claim to princedom.

® Siring: According to the Old Ways, only the prince is
allowed to sire freely, while other Cainites must first ask
permission. Those who don't, or who disobey, are destroyed.

® Domain: Any Cainite within the domain of a prince
effectively becomes a vassal of that prince. The prince is also
within his right to assign and bequearh domain to those who
are loyal as rewards or even bribes in return for their support.

e Feeding: It is the prince who establishes feeding
groundsand any rules associated with its practice (only by the
light of the moon, after a certain hour, no killing and so on).

Duties

The title of prince obliges the Cainite to meet certain
expectations and fulfill certain duties. Those who ignore
their responsibilities quickly find themselves without sup-
port and facing an angry populace. The responsibilities of a
prince include:

* Upholding the Old Ways: The Old Ways grant a
prince charter, but this charter l'v..’qlilI'L'\[hL']*I'II‘IL‘L‘ [tlil]‘|lt1|d
and enforce all the Traditions of Caine. Complacent princes
can only hope to rule through force if they fail to adhere to
the Old Ways.

® Protection: Just as the prince can count on the
protection of his vassals, the prince must be ready to defend
his subjects. A prince who looks the other way when one of
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his \u|1]ccts is destroved ﬂ‘s\' arival or another vassal) stands
to lose all credibility and support. The honor of ]Wiﬂtud:\m
requires eternal vigilance. Those who are ambivalent may
soon find themselves facing the merciless sun.

» Shepherding the Flock: In order to keep the peace,
the prince must ensure that there are always enough humans
Lo sustain |]i‘\ \'i‘.‘\h‘ll‘\. w]“lL' II](' prince sets |1lml|l1;1 ||]n“5
through feeding grounds and domains, he must also shep-
herd the mortal tlock. Withour a healthy supply of mortals,
the prince's vassals would soon be at each other’s throats.

The Traditions

Much of a prince's authority is derived from the Tradi-
tions of Caine, or more properly from the so-called Old Ways
the largely oral rradition of inherited vampiric codes of
conduct based around the Tradirions. The Old Ways under-
pin Cainite society and are the only real social compact
between the fiends of the night. Cainites abide by a strict
sense of tradition, driven by fear of divine retribution. The
Old Ways are the remnants of Caine’s rule in Enoch; hence
they are respected but not always strictly followed.
Regardless, the Old Ways form the compact from which
all princes (and lords) draw to legitimize their claims and
rights as princes. The Traditions also figure de }min:lmly in
the education of childer. Many elders do not consider a
childe a vampire until his sire recites to him the Six Tradi-
tions, sealing their convent with Caine.

The Fivst Travition: Covenant

“Thy blood makes thee my brood, crafted in my image. My
curse thine, my salvation thine. | stand before and above thee as
god-regent. [ am the way, my Traditions covenant. Renounce me
and renounce all hope.” Thus spoke Caine.

The notion of covenant is central in understanding the
Old Ways in the Dark Medieval. It is through the First
Tradition in particular, and all the Traditions in general,
that Cainites recognize Caine as monarch of the night and
affirm their lineage as sublime beings, both cursed and
hlessed. Cainites look to the Old Ways and the covenant of
Caine toacknowledge theirspiritual link to Caine. Through
the dictates of the Old Ways, Caine is present and not a
figure of myth or legend. In adhering to the traditions,
Cainites confirm their faith in Caine and their damned
natures — for better or worse.

Thnw w|lu klh}\l.ll’ the curse It:{ ch o rha.' First Tradition
in hapes of finding salvation, that in following Caine's ways
they will find redemprion. In turn, those who seek power
follow the covenant, believing in its hidden promise of
power in return for faithful service. Princes and lords, like-
wise, look to the First Tradition to legitimize their rule. Like
mortal kings who rule through divine investiture, princes
cite the First Tradition, and Caine's covenant, as proof of
their mandate to lead just as Caine “stand|[s] before and
above” all Cainites.

The Second Tradition: Domain

“As I am master of Nod, thy domain is thine own concemn.
Thou art its master, and all will vespect this or suffer thy wrath.
All will present themselves when entering, and thou shall protect
them in tumn. By right, thou art allowed to hunt within the bounds
of thy domain, its blood thine own. Accept its vesponsibilities,
minister thy domain and pay others the same respect thou expect.”
Thus spoke Caine.

The Tradition of Domain has always been central to
Cainites, and such is k‘.\pt‘(i;l”y the case in these times of
feudal relationships and vampiric overpopulation. For the
last 200 years, Cainites of all ranks and clans have been
desperately fighring over shrinking domains, reaching a
murderous frenzy in the last few decades. Domain often
denotes more than influence and protection, it grants the
Cainite sole feeding rights within its boundaries. Claiming
domain over a ravern means a near limirless supply of
victims, while an isolated hamlet would be hard pressed to
sustain more than a single vampire. A Cainite will not go
without blood as long as she claims domain (regardless of its
size) and she can protect it by keeping other Cainites out.

Holding a domain also requires the Cainite, be she
prince or neonate, to offer hospitality to those vampires who
enter and present themselves. While in the domain of
another, a Cainite can expect to be treated with respect. The
owner of the domain is responsible for the safety and well
being of guests, and she must share her feeding grounds with
them. However, guests who abuse their stay may face strict
sanctions. Recently, as tensions flare berween princes and
elders, a few have closed their domains to visitors, isolat ing
themselves and sentencing any and all who enter their
domain uninvited to Final Death.

Domain is also the feudal cornerstone of the rule of
princes. In thisage of Cainite lords and monarchs, domain has
become of paramount importance. A prince extends his
influence by acquiring more domains. Doing so allows her to
grant portions of the conquered territories to her loyal vassals,
further cementing her power and artracting more and more
Cainites to her banner. Just as mortal regents claim ownership
over their knights, some Cainite lords have gone as far as to
claimdomain over individual Cainites themselves and expect
their vassals to supply them with rithes of blood and vicrims
in return for their royal “patronage” or grants of domain.

The Thivd Travition: Progeny

“Thou shalt only sire another with the permission and
blessing of thine elder. To create is the providence of those closest
tome, for they shall be accountable. Breal this, and both thee and
thy progeny shall be slain.” Thus spoke Caine.

According to the Third Tradition, only the eldest
vampire can grant permission to sire a childe. However, for
as long as most Cainites remember, the princes have held the
privilege of the Third Tradition. The reason is simple — the
need to control and limit the Cainite population in their
domains. The more childer one’s subjects Embrace, the
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higher the demand for blood and the scarcer feeding grounds
become, taxing a prince’s ability to provide for his vassals.
Princes also hold dear the right to create progeny to limit
theirrivals' ability to amass legions of newly sired vampires as
shock troops. A prince can also promise permission under the
Third Tradition as a gift to obtain favors from another
Cainite, or as a reward for loyal service.

Those vampires who Embrace without permission usually
face the destruction of their childer and, if the offence is severe
enough, themselves. Few princes waver on this point. In truth,
the act of monitoring who is Embracing and who isn't is
impossible. It is often easy for a sire to send his childe away and
keep her a secret until the time is right. Therefore, any prince
who wants to hold his fief needs to severely punish those who
are caught. They must serve as anexample, or the prince’sother
subjects will begin to question his power and authority.

= o ;
The Fourth Tvadition: Accounting

“Those thou create are thine own blood unal veleased from thy
charge. Unail that moment, their sins, their blood and their punish-
ments are thine." Thus spoke Caine.

A prince never grants lightly the right to create. Once
bequeathed, the sire becomes solely responsible forher childer's
actions. This Tradition warns all Cainites to choose their
progeny wisely. The Fourth Tradition requires the sire to both
educate and protect her childe, the penalty of doing otherwise
is simple — the sire pays for her childe’s indiscretions and
crimes. Those who are wayward in their duties as sires, and
who give their childer too free a reign, eventually face the ire
and condemnation of their prince. Fearful of the conse-
quences, some sires torce their offspring to swear blood oaths.
These oaths, which involve rqw;ltud drinking of the sire's
blood, make the childe intoa supernaturally bound thrall, thus
guaranteeing loyalty. Most vampires abstain from this practice
because it also rends o make the childe into a sycophant.

The custom of the Fourth Tradition also requires the sire
to present her childe to the prince for approval. The prince
decides if the childe is worthy of joining the ranks of the
Cainites as a neonate or if he should be destroyed. Many
princes use this custom to keep their vassals in check —
offering the right to Embrace, then destroying the childe
citing improper tutelage.

The Fifth Tradition: Destruction

“Forbidden art thou to spill the blood of another of thy kind
wha s elder. This right belongs only to the closest to me and none
other. Itis forbidden for those of weaker blood to vise against their
elders. This is my final covenant.” Thus spoke Caine.

Princes jealously uphold the Fifth Tradition, using it as
a buffer to keep their vassals in line and to remove any
potential troublemakers. The righttodestroy another Cainite
is the final comerstone of a prince’s authority. Not only can
aprincesire freely and claim domain, he can alsodecide who
meets Final Death. The prince can use the Fifth Tradition to
punish any crime, no matter how trivial or minor it is under
the Lextalionis — the Cainite version of biblical justice.
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In the feudal climate of the Dark Medieval world, the
right of a prince to destroy another Cainite is often conferred
as a gift. Cainites of rank, such as the warmaster or sheriff, are
usually granted charter of the Fifth Tradition to dispense
justice and enforce the prince’s rule. However, most princes
are cautious when ordering the destruction of Cainites who
are the vassals of another lord or prince. Although some
princes donot hesitate, others whoare more guarded send the
offending Cainite back to her prince for punishment. If the
accused is then not punished, this may be grounds for war,

The Sipth Tradition:
The Silence of Blood

“Never shalt thou reveal thy true nature to those not of the
blood. Doing so shall renownce thy claims to my covenant.” Thus
spoke Caine.

Cainites may be supreme hunters, but being careless
and alerting mortals to their true nature never bodes well for
them. Vampires depend on a certain amount of secrecy and
deception to keep their nighttime realm secure from the
masses of dormant mortals that surround them. Most medi-
eval mortals know that things stalk the night, but they are
much less clearas to just how to deal with these things (other
than avoiding them). Were humans to fully understand the
weaknesses and customs of the race of Caine, a great purge
would become possible.

Therefore, princes enforce the Sixth Tradition in vary-
ing degrees. Some, especially princes of large cities, hold the
Silence sacrosanct because they wish the mortals to delude
themselves that walled cities are somehow safer than scat-
tered hamlets. (In fact, the feeding is much easier with
mortalsall together inone place.) In other principalities, the
Silence is paid lip service and largely ignored. There are
places where Cainites boldly and openly attend mortal
courts, ruling through terror and confident in their domi-
nance. Unless they are secluded and miles away from other
mortal settlements, however, such fiefdoms rarely last for
more than a few decades before they are put to the flame by
the Church or other Cainites. Generally, Cainires allow
(even encourage) manifestations of their damnation that
are likely to keep mortals fearful and cowed, and they ban
those that are |il(|.'|y rnlﬁrll‘lu organ ized resistance. See ng the
difference is the mark of rruly skilled prince.

Lertalionis

A prince enforces his rule though the Lextalionis, the
body of vampiric law as set forth by Caine’s and expressed in
the Old Ways. The Lextalionis is not codified or bound in
dusty scrolls. Rather it is a code of just retribution, outlining
the rights and powers of a prince, allegedly created by Caine.
This code follows a single simple precept: Those who hreak
a prince’s law are slain. The Lextalionis is rooted in biblical
justice “An eye for an eye, a tooth for a tooth” — and it
grants the prince tremendous power to punish anyone who
disobeys his laws. Through the Lextalionis, a prince can strip




a Cainite of her domain, exile her or, for truly heinous
offenses, order her destruction. The Lextalionis is also not
the sole providence of the prince. Any Cainite can evoke the
Lextalionis to air grievances, but only the prince has the
power to enforce it. Princes who abuse the Lextalionis soon
find themselves victims of their own punishments. A prince
cannever hope to have the Lextalionisenforced without the
support of his subjects, so he must walk a fine line between
strong-arm justice and leniency. The prince can choose how
strictly or loosely to follow the Lextalionis, and he is free to
determine the style and severity of punishments or what
constitutes an offense.

Blood Hunts

Blood hunts are both common and violent, a death
sentence that few Cainites escape. The prince must formally
announce the hunt, allowing the accused an opportunity to
escape the city before midnight. Once the hunt is called, any
vampire is free to hunt down and destroy the offending
Cainire, though usually the sheriff and his cadre lead the
hunt. Some princes even offer a reward to the Cainite who
destroys the renegade vampire, such as the hunted vampire’s
domain, thereby unleashing a murderous, blood-hungry
lynch mob. Ifa Cainite is unfortunate enough to be the target
of a blood hunt, she is dead to all other Cainites, for all
intents and purposes. Anyone caught aiding the fugitive is
considered an :l('cnu\;pii(u and usually becomes the rarget of
her own blood hunt.

Traditionally, one calls a blood hunt only in extreme
cases, bur as domain grows scarce and tensions between
princes flair up, no one is safe. Political enemies are usually
the targets of the hunt, but anyone unfortunate enough to
cross the prince can find herself running for her unlife.
However, even in the violent nights of the 13th century, few
princes call a blood hunt lightly.

Branding

Cainites can easily resistalmost all physical wounds, but

not burns. Therefore, those who commit minor infractions
are usually branded, their crimes visible to all. Infractions of
domain and theft are the most common reasons for brand-
ing. Upnn being found guilty (often at the whim of the
prince or sheriff), a mark is burned onto the Cainite’s
forehead or arms and rthen rubbed with salt to slow its
healing. Depending on the severity, the brand might be
applied every few weeks to prevent it from Iu“\" healing.

Erile
s

Some crimes are not severe enough fora blood hunt, bur
still serious enough to have the Cainire exiled. Considered
Autarkis, these Cainites are branded and then cast out from
the prince’s domain. The fate of such unfortunates is seldom
pleasant. Without rights or the protection of the prince,
many are hunted down. Those who escape to other cities are
usually turned away and left to fend for themselves in the
wilderness. Few survive for long, but some form bands of




brigands and outlaws. In Cainite circles, these outlaws are
called Furores.

Ordeals

Borrowing from mortal society, the prince can call for an
ordeal and allow the offending Cainite to prove herinnocence
through a challenge. The challenge can vary in severity,
though many are designed more to be entertaining (o the
prince and assembled court) than to be fair to the Cainite on
trial. The most common ordeals include trial by combat,
ordeal by fire, test of the Beast and the purifying light.

® Trial by Combat: The most common manner in which
a prince can settle the matter of a subject’s innocence is
through trial by combar, which pits the accused against his
accusers. Princes and elders are traditionally offered a trail by
combat to prove their innocence. Lesser Cainites seldom get
the privilege, unless the prince is bored and in need of a
spectacle. The prince sets the conditions of the trial, naming
arena, weapons and rules (though fair fights are rarely the
norm). Although the trial does not have to be to Final Death,
most end only when one of the two combatants drinks the
other's blo xd.

® Ordeals by Fire: Another popular alternative to the
blood huntis the ordeal by fire. Inan ordeal by fire, the accused
is forced to walk over burning coals or tied to a wooden stake
that is then set ablaze. If the accused survives, she is presumed
innocent and set free. However, few Cainites do. For less
severe transgressions, a prince might order the accused to hold
a burning coal or reach into a fire to retrieve a ring or other
object to prove their innocence. Although not fatal, such
ordeals require great will on the part of the accused — so much
so that innocence rarely plays a part in the outcome.

® Tests of the Beast: Inspired by tales of Byzantine Cainites,
the test of the Beast consists of caging the aceused, usually in iron
cages suspended in midair, or in dank cells, denying them any
sustenance. Cainites who frenzy are summarily destroyed, while

those who resist their Beasts are pardoned. However, even if

pardoned, there is little guarantee that the accused will be set free.
Many are condemned to spend the remainder of their unlives
either caged like animals or in torpor.

* Purifying Light: Like the ordeal by fire, few Cainites
survive the purifying light. Those who are condemned to the
purifying light are locked away on rooftops, open attics or
courtyards minutes before dawn. If the Cainite survives for a
period as set by the prince, she has proven her innocence and
is freed. If not, Final Death proclaims her guilt.

Lheocturnal Robility

The Dark Medieval night belongs to Cainites. They exist
by their own rules, firm in their command of the time from
dusk il dawn. In cities, the breathing head home or to the
taverns and brothels to take refuge from the darkness and
drink their fears away, leaving the streets vacant and quiet.
Even nobles and knights refrain from stepping our into the
cool night — allowing Cainires full run of the cities. In castles
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and royal palaces, Cainites gather and hold their own courts
of blood once the mortal dignitaries have gone to sleep. The
world of mortal kings and kingdoms fades, and Cainites
become the nocturnal nobility, concerned with their own
goals and intrigues. Princes and lords only care about mortal
kings and queens when it concerns their immediate survival
or plans, After all, a breathing monarch rules for no more that
a few decades, making him almost insignificant in the eyes of
Cainite princes who have existed for centuries, Mortals— the
kine, to use the Cainite’s derogatory term — inhabit the world
of day and vampires that of the night, and rarely do the two
collide. Rarely, bur not never. When they do, the results are
usually violent and cataclysmic — flooding the streets with
blood and filling the sky with ashes.

Even short of such pitched conflict, the schism between
the Cainite and mortal spheres is neither clean nor toral. The
relationship isakin to that between natural predators and their
prey. Cainites do not control mortals any more than a wolf
controls a herd of deer. Instead, the wolf reacts to the herd's
movements and influences and alters the flow of the herd in
turn. The worlds of Cainites and kine exist on two separate
levels, but both react and are influenced by each other. In
time, this relationship may change, but for now, Cainites are
confident in their supreme mastery, and they have developed
their own form of feudalism ro fill the nighrs with conflict and
intrigue, just as do mortal rulers living by day.

Feudal Lextalionis

Cainite society has reached its feudal apex, creating a
saciety of the night that is both complex and beautiful in its
intricacy. Cainite feudalism, more commonly known as Feu-
dal Lextalionis, is the heart of Cainite society and what drives
the War of Princes. The system is closely tied to the teachings
of the Road of Kings, whose members are concerned with the
proper distribution of authority. Not all rulers are followers of
the road, but most pay lip service to its precepts and have
advisors who are schooled in its teachings.

The Cainite nobility is replete with ranks and titles.
Some are ceremonial, andothersare tied directly toavampire's
status. Unlike the mortal nobility, gender does not divide
Cainites; there are probably as many male princes as they are
female ones. While some male Cainites might hold on to their
mortal preconceptions about the “fairer” sex, only the truly
foolish underestimate their female counterparts.

Wonarchs

Monarchs stand above all others, they are regents of Cainite
kingdoms who rule over courts that span across Europe and reach
to the Holy Land. Most, if not all, are Methuselahs, ancient
Cainites who remember the nights of Rome as clearly as most
neonates remember their mortal lives. The monarchs were once
lords themselves, exiles and survivors of Rome’s fall, who erew
powerful when Europe was still young and unknown. In the War
of Princes, the monarchs goad their lords and princes to battle,
trying to secure themselves for the uncertain future that unfolds
with each passing night. Some fear that the age of Cainite
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dominance iscoming toaclose, and that they will eventually have
to hide from humans and rule like lepers in the night. Others long
for battle, centuries of absence making them thirsty for conflict
and strife.

The monarchs keep their physical locations well hidden,
known only to their most loyal lords and attendants, and they
don't claim domain over vulnerable cities that can be burned
down by Cainite rivals or zealous mortals. To exert their
influence, they sponsor powerful lords (through force, coer-
cion or promises of power), effectively claiming domain over
li‘lk'lll. l.‘i'lll;_: S0 |‘l‘tl\'!Lll‘~' a |UI‘\1 \\"Ith lllc |7i!L’1~C'iIlj_[ of a porent
Methuselah, and it grants the monarch agents in return with
which to extend his influence, without having to compromise
orexpose himself outright. This last element is key, especially
considering the fact that some monarchs have been in torpor
for centuries and their power hases have eroded. Yet some
monarchs, such as the Ventrue Mithras and Hardestadt or the
Lasombra Montano, are very active in the War of Princes.
They do not shy away from making a personal appearance or
leading the occasional charge.

Lords and Ladics

.;\Ilhl "|_L:il l}l(.'\' dare ‘“'hl.‘n.' near 4as I\ 1\\'1'[’1‘“1 das TI1L‘ maon-
archs, the lords command vastdomainsand armies of loyal princes,
barons and knights. Lords rule territories analogous to most
Medieval kingdoms, which are divided in tum into a number of
principalities held by vassal princes. Most lords hold their own
courts only once or twice per year, spending the rest of their time
traveling to the courts of their vassals, settling disputes and
attending ceremonies and rournaments.

Princes

The most active rank in the War of Princes, prince is a
generic term for a vampire with domain overa significant, and
strategically vital, territory and tied to the feudal system. This

domain is usually one of Europe's cities — which are growing
in number — or large towns or even key castles. Princes who
ruled their fiefdoms before the First Crusade are commonly
called counts or dukes to distinguish themselves from younger
princes. Although they are impressive titles that command
much respect, count, duke or earl are normally honorific.

Barons and Baronesses

Asaides-de-campand companionsofprincesorlords, barons
are the field commanders, sheriffs and chamberlains of the
nocturnal nobility. Although most claim a domain of sorts (a
hamlet, guild, bridge or even castle), the rank of baron is be-
queathedinpart because of the skillsand talents of the vassal. From
the title of baron, many Cainites eventually eam their own
fiefdoms and become princes themselves. While princes and lords
are the plotters and schemers of the War of Princes, barons (and
the knights below them) are Cainites of action.

Ruights

The lowest rank, but in many ways the most important,
vampiric knights are usually neonates and ancillae who have
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proven themselves and sworn fealty to a baron or prince.
Although it is a common rank, knight is a noble title and a
privilege that puts the vampire above his kin and ties him to
official vassalage. Knights are usually dispatched to rival
courts as messengers and spies, or they are granted a small
domain to test their worth and devortion to their prince, lord
and monarch. In the War of Princes, it is more often the ashes
of knights and their squires that cover battlefields, left to
scatter with the morning winds. But it is also the neonate
knights who stand to gain the most. Many inherit vast
domains as spoils of war and become forces ro be reckoned
with in the War of Princes. Knights have little to fear. Most
are too young to dread eternity, so they throw themselvesinto
the fray with reckless abandon. Europe might belong to the
lords and monarchs, but the battlefields belong to knights.

The Lot Clans

The Low Clans are stigmatized under Feudal Lextalionis.
Although individuals are routinely welcomed at court, their
broods rarely receive the same treatment that a Lasombra or
Ventrue's might. It is possible for a low-blooded vampire to
rise into the nobility, but she must work twice as hard and face
constant second-guessing. It is far more common for low-
blooded vampires to be given a post at court without the noble
rank thatusually accompanies it. Malkavian mystics, Gangrel
sergeants, Nosferatu spies and Tremere sorcerers are becom-
ing more and more frequent at court, but even being knighted
for their service is a rare blessing.

The Warof Princes, however, has started to blur the lines
separating High and Low Clans. Many Low-Clan Cainites
take to the battlefield under the banner of princes and lords,
which has given them significant leverage in recent years.
Their status grows with each battle, and some have even
received domains as their reward. And of course there are
several powerful low-blooded vampires who have simply
claimed and defended domains, earning the title of prince
without some high-blooded fool’s approval.

Fealty

Fealty lies at the core of Feudal Lextalionis, as a network
of oaths and alliances that tie the many courts of Europe to
their lords, and through them, the monarchs who are the true
powers of the Dark Medieval. From the knights to the
monarchs, fealry is represented by oaths and vows thatunder-
pin the courts as social bonds and governing institutions.
Whenever one Cainite acknowledgesanotheras hersuperior,
she is pledging her fealty in return for protection and support.
The Feudal Lextalionis fosters ties from the lowest to the
highest strata of the nocturnal nobility.

[nswearingfealty, the vassal, be he knight, prince orlord,
offers support and loyalty to his liege, both military and
political. The vassal also vows never to artack her liege,
though in the turbulent War of Princes, such is not always the
case. In return, the liege usually, though not always, grants the
vassal adomain, torule as her own. Thessize of the fief depends
on the rank and status of the vassal — knights are usually
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given taverns or small neighborhoods, barons larger estates or
providence over a guild for example. Finally, the liege also
vows to protect the vassal on the battlefield and at court. The
Traditions of Caine help institutionalize the act of swearing
fealty and, thus, the feudal system as a whole. The Traditions
of Domain, Progeny and Destruction cement the rule of the
liege. They allow the liege to both protect and offer domain
and other gifts (such as the right to create progeny) to vassals
in return for their fealty. They also allow the liege to punish
any ransgressions.

At the bottom rung of the feudal ladder, a knight offers
to protect the liege (usually a prince, but sometimes a baron
or even a lord) and Ssupport his endeavors, |1\|' acting as
emissaries or on the field of battle. In return, the prince (or
haronor |n11|)gl:nnrsrlwkmuln adomainandallitsprivileges,
and he |‘ edgesto protect his vassal. Most princes also require
atithe to be paid, usually a percentage of any income that the
domain generates or, in times of war, to raise a troop of
vampires or ghouls under the prince’s banner.

Above the knight, princes bow down to lords or mon-
archs, but the bonds of fealty are not as strict. Many princes
hold their fiefdoms because those fiefdoms were bequeathed
tothem byalord— or because the prince pays the lord enough
tribute to prevent him from marching in and taking over.
Even so, a goodly number of princes see themselves as
autonomous, and they only ally themselves with a lord to
present a united front against mutual enemies. The rival of a
prince whoisunder the bannerof alord or monarch had better
think twice before starting a war, at least withourt the hacking
of his own lord. Furthermore, for a lord to hold his domain, he
must maintain the predominance of his vassal princes. There-
tore, Feudal Lextalionis provides a system whereby a rival lord
(or monarch) can usurp control by setting up his own “rival”
princes or extracting feudal oaths (by force, coercion, etc.)
from vassals of the first lord.

Theoads

The rule of kings and the power of the Church are often
entwined, creating a complicated system that has found a
tenuous balance inthe 13th century, and thisisnodifferent for
the courts of the nocturnal nobiliry. Marters of faith (either in
they
underpin Cainite society as they do mortal courts. In the

God above or the roads) are not trivial or academic

medieval mindset of most Cainites, roads are not only ways to
deal with the darker urges of vampirism, bur also a measure of
a vampire's worth. Those who are faithful and pious in their
road are respected, seen as noble in body and soul and hence
worthy leaders. The sinful, on the other hand, are no better
than devils, and a prince or lord of low road standing must
usually resort to tyranny or violence 1o cement her rule. The
roads, like the Roman Church, are powers onto themselves.
While they are nowhere near as organized as the Church, the
roads are part of the Feudal Lextalionis nonetheless.

The rise of the roads in Cainite society has mirrored the
rise of Christianity. Most roads, which started as small cult-
like faiths in the nights before Rome, have blossomed into

quasi-religions in the 13th century, complete with rites,
liturgies and priests. Although not all roads have developed
these trappings, the religious atmosphere of the age means thar
all roads possess a spiritual and political dimension. While the
nocturnal nobility rules the night, the roads hold domain over
the souls and Beasts of all Cainites, and this the source of their
political power. Even roads like the largely apolitical Via
Bestiae carry a degree of power that helps counter the estab-
lished rule of lords and princes. All Cainites claim duel fealty

—to their liege and their road. One protects the vampire from
her rivals, the other from her Beast.

Many princes, like their mortal counterparts who look to
the Church, use the roads to legitimize their claims to the
throne. Most lllhlt'l'gn elaborate coronations in which their
right to rule is conferred, not only based on their claim of
domain and enforcement of the Lextalionis, bur by the bless-
ing of their road. In other cases, princes and lords court the
roadsand their priests for their backing and the support of their
tollowers. The resulr has been a slow but gradual rise of the
roads as political entities. As princes and lords look to the roads
for support and offer gifts of domain and other promises, the
roads and their clerics grow in prestige and influence as

advisors or outright feudal powers.

Ashen Priesthood

The term “ashen priest” derives from the pale cloth
French followers of the Road of Heaven wore in the early
1100s, but it has come to refer to any Cainite who has been
recognized as a legitimate teacher of a road. In the feudal
system, they fill a role similar to that of mortal priests, bishops
and archbishops: to counter-balance the power of lords and
princes. Many claim domain over their followers, just like a
prince claims domain over her subjects. The difference is that
the ashen priesthood does not require oaths of fealry, but
rather asserts that anyone following a road automatically fall
under their providence, and hence, domain

During the 11th and 12th centuries, many roads (namely
the Roads of Heaven and Kings) began to take on the
trappings of organized religions. Ashen priests began appear-
ingin great numh rs, divorcing themselves from the burgeoning
feudal movement. In time, various elders and princes adopted
titles such as bishop and archbishop, both out of piety and to
counter-halance the growing influence of the lords and mon-
archs. This is especially true of the early 13th century, when
resourceful and independent elders refuse to bow down to
lords and their monarchs. They use their roads and followers
to gain influence and power instead, creating a parallel to the
mortal schism between king and pope.

The role of ashen priests is complex. They are spiritual
advisors and mystics, wise in the ways of the roads and great
scholars of Caine. They are also political entities, throwing
their support behind princes or lords who promise them (or,
from time to time, their roads) more influence and respect.
The backing of an ashen priest might be enough to grant a
prince, or rival, an easy victory over a contested domain.
prince, citing
sins against their road as breaking the covenant of Caine

Ashen priests also have the power to depose a
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an accusation thatseverely tarnishes a prince s reputation and
influence, For this reason, few princes suppress the roads and
their priests, knowing that doing so might be enough to touch
off a revolt or expose themselves to their rivals. This is not to
Say thar ashen priests who belong to the same roads are
unified. Discord and intrigue are just as common among the
Cainite priesthood as it is among the nocturnal nobility. This
conflict serves to L‘t_'q‘ the ashen Pl'iw[hm d from hvwmin:
too powerful. Also, savvy princes rarely let a single road grow
dominant in their fiefs. Instead, they open their doors to as
many roads as possible, forcing them to compete tor whatever

influence a prince grants them.

Sects

Although the network of Cainite feudalism dominates
the Dark Medieval night, not all vampires choose to exist
under the banners of the lords and princes. Cainite society, for
all of its Appearance otherwise, has always been II'.lLHH't.'\'.
composed of cults and blood tamilies. In the shadows of the
courts, a handful of other sects exist. Some are nothing more
than secret societies, while others are rivals to the !‘I'illL esand

lords of the era.

The Inconnu

When Rome fell, many of its old and powerful Cainite
_\mqnl\- vanished — 1;1\11115_' into the shadows never to be heard
from again. These secretive and melancholic vampires make
up the Inconnu. Unlike the monarchs, many of the Inconnu

choose to remain hidden. They are rumored to lair beneath
ancient cities, watching their younger brethren make the
same mistakes they made with Rome. Some try to guide and
help; others are vengeful and proud and only wish to see all
Cainites suffer as they did when Rome collapsed. [t is said that
the Inconnu played a role in rhe fall of Constantinople. If so,
this isa crime for which the sect may never forgive itself. Since
the dawn of the 13th century, the Inconnu has pracriced a
policy of non-interference, only going as far as dispatching
spies and envoys (“watchers,” to use their term) to keep tabs
on the lords and princes. The Inconnu is also leading efforts
to safeguard Cainite knowledge as the War of Princes rages,
and old and precious manuscripts go up in flames.

Most princes and monarchs discount the Inconnu as a
superstitious babble of ancient “bogeymen.” Behind
closed doors, however, those who remember Rome remember

rumaor

the powerful lords of its nights and know better than to
Prove Il'il' ||\L‘ anger of I|!L' \lL‘L‘|"iI'IU \]Ifil_:- mn [h‘il 1S [l']t‘ [nn NnNt.

The Order of the Bitter Ashes

The Cainite knights of the Order of the Bitter Ashesseek
the redemption that Caine rejected and devore their unlives
to the Light of God. Its origin is shrouded in mystery, but the
Order is present in Europe and the Holy Land. Ir pursued a
mandate supposedly handed down by Christ himself. Most of
its followers believe that it is their duty to safeguard and
protect holy relics tangible proof of God's existence —
from falling into the wrong Cainite or mortal hands. Count-
less tales of the Order exist. Some claim that they ride ghoul
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stallions and fight infernal forces in the name of God, or that
Cainite knights of the Order have partaken of Christ's blood
and been freed of the rorments of the Beast. Only the knights
of the Bitter Ashesknow the truth, and few are willing roshare
their sect’s secrets with outsiders.

However, the Order is past its prime. Both internal
intrigue and external enemies have eroded much of its influ-
ence. Many of its holdings in the Holy Land have been lost,
along with its relics, because of the Crusades and Cainite
infighting. Even in Europe, the Order is on the defensive.
Although the Order was once a power to be reckoned with in
Languedoc and Iberia, the Albigensian Crusade and the
Reconquistahave made ruins of many of the Order'skeeps. Only
its headquarters, the Castle by the Lake, in Scotland remains
hidden and safe — but for how much longer none can say for
sure. Still, no matrer the setbacks, the knights of the Order
remain faithful to their mandate, and they are always on the
lookout for those who are worthy of God’s redemption.

Although the Order is waning, this has not stopped its
knights from continuing their holy mandate. Across Europe,
from Provence to Northern Germany, Grail Knights search for

lost relics, following rumors and legends to the dark concerns of

the known world. It is said that a Grail Knight sees more of the
world in a single year than most elders do in centuries of unlife.
However, as the Order comes into contact with the blood
courts of princes and lords, its knights find it hard to avoid being
drawn into the conflicts of the War of Princes. This is proving
to be a losing battle. Many princes and lords have baited Grail
Knight into fighting for them with promises of relics.

i
The Furoves

The nights are changing. Cainites are pushed further and
further into the shadows and the young chafe under the
oppression of the old. Wherever there are those with power,
such as lords and princes, there are always malcontents and
outlaws. Among Cainites, these outlaws have a name — the
Furores. Most Furores, be they brigands, bandits or rebels, refuse

to bow down to the archaic Traditions of Caine and the rule of

the elders. They see unlife as a gift thar liberates them from the
oppression of their mortal lives. Towillingly subject themselves
to servitude, whether to their sire or prince, is unforgivable.

Chaotic free spirits, the Furores are growing bold. The
rise of the cities and its middle class of guilds and merchants
have allowed the Furores to carve out their own kingdoms
under the noses of the lords and princes who would nor dirry
their hands with the likes of artisans, performers and laborers,
It is not surprising that the ranks of the Furores swell with
neonates of both Low and High Clans who are tired of being
oppressed by their sires and princes.

Furores mightshare a common bond and desire, bur they
are no more united than the courts of blood. Furthermore,
they face a nightly struggle for survival. Many live as outlaws,
forming colonies of Furores in the wilderness far from the
reach of princes and their sheriffs. Others, hide in the cities
using the guilds to mask their movements and agendas.

Over the last few decades, the port city of Marseilles has
become a haven for the Furores, a constant source of embar-
rassment to St. Rt'L{IH. the Toread ll']‘l'in(m of the cit y. Asmore
and more Furores flock to the city, tensions inch their way
toward open warfare. St. Regis, however, is fighting a losing
battle, as he is isolated from both the Courts of Love and Paris
because of the Albigensian Crusade. Many among the Furores
hold out hope that Marseilles will become a free city before
the end of the decade.

ThePrometheans

The Prometheans remember Carthage and long to rec-
reate it. Taking their name from Prometheus, who defied the
gods and gave humanity the gift of fire, the Firebringers (as
they are also somerimes called) want to enlighten hoth
Cainites and mortals. They want to usher in a new age when
both the Children of Caine and of Seth live as one. Dreamers
and idealists, their uropian vision of “New Carthage” unites
the Prometheans with a common goal. The sect artracts
Cainites from all strata, from princes and lords to those of the
Low Clans. Like the Furores, the Firebringers hn[‘c to effect
change from the bottom up, targeting young Cainites and the
}\urgcnning mortal middle class rather than goimng afternobles
and elders. More organized than the Furores, the Prometheans
have influence over the growing criminal elements in cities,
as well as the merchants and guilds.

The Cainite Hevesy

Dreaded and feared, the Cainite Heresy is a stain upon the
nights of the 13th century. Tainting Gnostic and early Christian
dogma with lies and Cainite apocrypha, the Heresy's origins
stretch as far back as the first centuries after the birth of Christ.
Since then, it has used its blasphemous teachings, coercion and
outright manipulation (not to mention evangelism and prosely-
rizing) toincrease itscongregation and weave itstentacles into the
Church and many of the royal houses of Europe.

The Crimson Curia, a body of the cult’s most influential
priests, leads the Heresy. It is the Crimson Curia that sets the
Heresy’s doctrine and attempts to coordinate its movements, a
task near impossible given the Heresy's fragmented nature. The
Curia espouses that Caine was, in fact, God’s favorite and that his
mark was a sign of God's favor, not a curse. In turn, having been
touched by the hand of God, all Cainites are akin to angels,
revered as divine beings and true prophets and messiahs. Since its
early nights, the Cainite Heresy has infiltrated and subverted the
Catholic priesthood, amassing great wealth and influence in the
process. It has even woven its tendrils into the Road of Heaven,
turning otherwise pious Cainites onto a darker path that can lead
to darkness and damnarion. In rurn, some prominent followers of
the Road of Heaven have started to focus their attention on
eradicating the Heresy.

More pressing for the Heresy is the belief that the year
1239 will herald the coming of Gehenna. Many of its follow-
ers, both mortal and Cainite, are busy preparing for this
eventuality, convinced that Caine will return to pass his
judgment before the decade is over.
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A History of Blood

(Dy Dear Dracon,

“How will it end?”. z
You asked me this once, many nights ago, when Constantinople still stood, a simple question to
which 1 9id not have an answer. Yet your words have haunted me ever since and filled my nights
with uncertainty. But what else could-] expect from the ineffable Dracon, the phantom of
Byzantium, rogue childe of Tzimisce and inheritor of the Dream that was Constantinople? Where
were you when, enty-six years ago to the night, it burned to the ground? Did you watch as your
lover, the Patriarch Michael, became ash? What of your ¢hilde, the Cainite Saint Gesu? Did you
save him or condemn him to darkness? What of your monasteries and books?
You asked, How will it end? Let me ask a better question, “How did it all begin?” What rough hamb
of fate threw our kind’s lot and cast us adrift on a sea of blood and ashes? | finally undetstood that
you were asking, not about the future, but about the past, the past that shackles our kind and
condemns us to repeating the same mistakes for eternity..

-
¥

- Preamble

Qur l)lstory is one of cities — have-you not found it curious hotw we mark time by the pass-
_ing of great cities? Sirst €noch, cradle and bivthplace of the clans. Then came the Second City *
and the strife that destroyed it. Mighty Rome and its decadenge. Carthage razed and salted
haunting us to this night, and morve vecently Constantinople. All gone, all nothing but memo-
ries that only out cursed race remembers. What is our infatuation with cities, and why do our
mystics — like yourself and even Caine himself — abandon them?
Another note before continuing. Throughout my treatise, 1 vefer to our blstory in the plural even
though 1 never walked in the Second City or through Rome in its i)cybay. 1 0 this because | believe
we inherit more than blood when €mbraced as | am sure you, in your mutability, agree. Like a
hydra, our kind has marty heads (the clans) and many gasping maws (our brethren) but a single
body — Caine. There is one-beginning and one end. All else is meaningless.

. ' Roots

Of the Sivst City, of the creation of our founders or of-the righteous flood that washed away
€noch, no more needs to be said. The legacy of the Sivst Nights is out heritage. This we cannot
escape. When we made ourselves gods in €noch and €mbraced without limit, it 9id not damn.
us in the eyes of Caine or God. We were already damned, damned by our very own existence
and our future writ i blood. The truth is that €noch was only the first, and we have tried so -
hard since the time of the Great §100d to vebuild it from brgken promises and memories only
to destroy what we have built. €noch is a4 memory and nothing more, A memory that drives us
to destroy what we build, A memory to remind us that nothing we touch can last. Jt is the
memory of €noch — that promised land of our kind — that set us on our dark path. This-is
why Caine turned his back on €noch as the vain fell and why bhe left us.
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Qur history begins with the Second € ity and not with €noch. In €noch our kind did not have a
choice. Those of the second and third generations merely followed Caine. But after the Slood, our kind
Oid have a choice. The Antediluvians could have scattered to the darkest corners when the waters
receded and waited for that final night. Some did just that. Others chose to craft an empive in their
image, and they built the Second City An like €noch, the Second City was doomed from the start, It
was not the hand of God, or even Caine, that destroyed it this time, but the Antediluvians’ own jealou-
sies and vendettas. By this time, the Second City teemed with our kind, and the clans grew fat and
proud knowing no limits to their excess. However, 1 hear whispers that you remember this time, so |
will not pretend to know what that city must have been like. What ] know is that the clans started
bickering and this poison ran deep.

Whatever started it, | pray we never know, but the Auubtlunu\ns fivst slew tl)ur own sives and then
warred with one another until the Second City was nothing but ruins. Caine is said to have returned
one last time in the wreckage and cursed them all. Vet, this was not enough for the Antediluvians. They
powed 10 have their vengeance one night, for they all blamed one another for the destruction of the
Second Uty And so, the War of Ages began.

Che Great €xodus and €arly Empives

After the fall of the Second City, many of our kind scattered far and wide. Of the- Antediluvians little is *
known after this point, but their influence flowed from their broods (which would eventually grow
into the clans), which they quided and coerced in the invisible pantomime that is the War of Ages.
Still, the world was a diffevent place back then, and a wide gulf separated the many Children of Caine.
Our Rind walked across lands that would one day be called Babylon, Britain, €gypt and beyond. The
world was young, and in hundreds of diffevent places, A hundred €nod)s were crafted. Intime, they all
fell one by one. _
Wherever our kind sctthb strife and conflict followed. Cainite rivals would maneuver empires to
Ocfeat their age-old foes without a single thought to the mortals who perished or the civilizations that
were destroyed. Although kine needed no help to start waes, our kind was all too eager to goad em-
pives into battle, as we still do. Often; when the mortal fighting would end and night fell, Cainites

. would take to the batflefield. They would feed from the dead and dying, then continue the fighting
with a fevocity and savagery that knew no cqu.\l A mighty clash of titans shook the earth and dvew
storms from the heavens,
As mortals spread out and grew more numerous; however, our Kind was forced into hiding — for
protection from both overzealous humans and Cainite rivals. Although our numbers weve small, our
feuds and vendettas were not. Srom open rulers, we fell into the shadows where we discovered we had
more room to maneuwer. In this.manner, we settled in Greece, among the tribes of €urope, in Persia
and even the unknown €ast. The memories of €noch and the Sétond City are nothing but legends,
and we repeated the same mistakes. Wherever A city was bown, our kind flocked to it — and nowhere
was this move depastating than in the €ternal City, Rome, ]
What-a wondrous place Rome was. ot that dirty shautytown of ruins that exists tonight, but a
labyrinthine city of columns and temples that became a nexus.for our kind, as if its very streets beck-
oned us. Sirst the Ventrue and Lasombra ¢ame, then the Malkavians and Toreador, each taking tuns
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“whispering into the ears of the Senate and then the Caesars. Our population swelled. Never, not
even in Constantinople, had so many of our kind dwelled within the same city. We laired in the
catacombs, in the hillside temples and luxurious villas that make the castles and cities of tonight
seem like primitive abodes. And how the blood did flow. '
Slaves died by the cartload, and ng one seemed to notice. The coliseum held bloob feasts in
the dead of night, and this without our doing, though our brethren were all too happy to ¥
partake in the festivities. We just rode the wave of mortal excess and took it to new levels.
Still, there was hope during the early nights of Rome. Pethaps Rome, named by some mortal
poet as the €ternal City, was the bastion that would dutlast our wars and remain until the / G
§inal Nights. Many held this to be true, as | am sure your companions (Michael and Antonius i
did. But again, our jealousy and hatred would make sut¢ that this was not to be. How many '
more times. are we to vepeat the treachery of the Second City?

Carthage,

Carthagg. The word still resonates, even for those of us who were not born when the Roman legions
marched over its rematns. Carthage. Writing that word echoes with the cries of the many whe lic in
torpor below its ruins, eternal witnesses to the highest of Cainite folly and pride. To this night, we've
still deeply divided over events that transpived move than a millennium ago. Its memory is still fresh |
and painful for those who survived those frightful nights.

Carthage. Damned city. 1 heat it was the Brujah that made Carthage theiv own under the shadow of
the Romans, They built A mighty empire and sent their trading ships across the (Dediterranean
while Rome was in something of a decline. However, this was not enough of an affront to warvant
its obliteration. 1o, instead the Brujah and others who flocked to Carthage ruled as Caine himself
had done in €noch. They didFnot hide or prowl the streets like weaiths. They ruled in the open,
demanding blood tithes from the mortals who gladly gave their vitae in veturn for their protection.
Many called Carthage the New €noch, and this enraged Rome’s Ventrue and (alkavians. Accusa-
tions of sacrilege echoed across the Senate at night, soon replaced with Carthago delenda est:
Carthage must be destroyed. And so the legions were unleashed, and the fivst great war between our
kind came to pass. Sgr close to 50 years Brujah and Ventrue, Carthage and Rome fought.
" In the end it was Rome that won. 1 can only imagine what it must have been like to witness such
tervible destruction, and 1 wonder if perhaps you witmessed it: to see the legions march across
Carthage led by Ventrue and (Malkavian (and if the rumors ave true, some Gangrel) generals. All
life was extinguished, ard it is said the Ventrue ordered the legions to salt the earth as morning .
came, trapping hundreds of our kihd in torpor for etemity.
Rome paid equally, however. Onge the legions and victors vettrned, hope seemed to vanish from
Rome. Nolonger was it a magical place for our kind. It was a yeminder of the tervible mark we -
carry and the fate that we seemingly cannot escape. Some turned their backs on Rome and left,
including you and your lovers, the Toreador (Michael and the Ventrue Antonius, (Dany move
decided to stay, terrified of the dark world that amaited beyottd Rone, Although Rome and its -
empire lasted for a scove of centuries after Carthage, its magic was shattered and all that was left
was decadence arid petty mmguc Romg, I)AD died for our Kid, but many would ignove this until
the beginning of the Long nlght
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Cbe Long Night

When the barbarian horbcs descended on Rome, a quiet fell across our kind. Broken and lost, we
scattered once more, Some headed back to the sands of the Levanit, others to the wilds of Curope.
Rome became a silent city, its ancient Cainite masters cither destroyed, jn torpor ov in hiding. The
younger ones l¢ft Rome tocarve out their own kingdoms; nothing more than a ruin remained. In
A short century, they became lords of the so-called Long Night. All across the darkened land,
Cainites prospeted. €ven the young, those only a few decades old, became like kings and chief-
tains, ruling over domains that would bear witness to the rise of the kingdoms of €ngland, §rance
and Castile.
It was A grand time for our kind, and the Long Night seemmed to stretch into eternity for those who
walked under its veil. Vast insurmountable distances separated one domain from the next, and
Cainites gathered in courts, not out of necessity, but for companionship. In this time of quiet, the
War of Ages raged nonetheless, but it had lost much ofits vigor, which allowed many Cainites to
craft new kingdoms, but nothing on the scale of Rome. Some vanished while others grew to
become jewels in the mqht and here 1 speak of your city Constantinople — that Dream crafted by
the faith of a Toreador, the pragmatism of a Ventrue and the vision of A Czimisce. Sor close to a
millennium, your city withstood the strife that evoded so many of our realms, €ven after the death *
of Antonius, the Dream infected all those who walked its cobblestone streets. Perhaps
Constantinople was the closet our kind will ever get to Heaven — and now it too is gone. Its shell
vemains, but like Rome, its essence is lost. But, thee is more to speak about before mentioning that
terrible crusade thM ended your Dream.

» TheNight Shattered

Che quict of the Long Night was, upon veflection, a fagade and nothing more. Our kind
prospered because €urope was dark and few dared to venture far from their domain, not
because we finally learned how to coexist in peace. Perhaps fitting then, that it was the kine
who roused us from our Sleep. Below our noses, the Church grem strong and unleashed the
Crusades to. liberate the Holy Land from infidels and creatures of the night. To our surprise,
 the faithful (and misguided) sailed across the Meditervanean in unprecedented numbers,
Chey flooded Jerusalem with blood, and still we ignored the signs, Battle after battle raged
in those sacrosanct-lands, and with each one, the ancients stivred in their slumber — inelud-
ing the Antediluvians themselves if we ave to believe some of the tales. Many Methuselahs *
left the Holy Land and settled across Europe, eager to stretch their long dormant limbs, Yet,
they were not the otily visitors. The Crusades provoked the ire of our Islamic brethren, and
another great schism among the tace of Caine tan ved with hate. ;
But still our kind remained blind. We had-our kingdoms and cities, we enjoyed the culture
of the mortals and were content. We had grown complacent and heady, but we all heard the
final scream of Saulot as Tremere himself, once A mortal magus, drew his blood and obliter-
Ated one of our best. 1ot since the ancient Brujah patricide in the-days of the Second City
Had one of the 13 met §inal Death to be replaced in blood, and the crime was far worse this
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time. This was no familial dispute, but the usurpation of blood and heritage by outsiders.
How blind must our kind have been to ignore the signs, and how much move desperate
were we to ighote the tise of the Tremere and stand idly by as one our best was extin-
guished? 1t is true, your Tzimisce clanmates have fought the Tremere since the Usurpers’
catliest nights, but this was never to avenge Saulot. The struggle is about pride and
jealousy. After-the diablévie of Saulot and the fall of Clan Salubri, only the foolish failed -+
to see that the Long Night was ending.

CThe Present

It wasn't until the words “Constantinople burns” echoed, however, that the veil of the

Long Night finally slipped away, and an uncertain century was révealed in its place,

Again, our kind would want to claim credit for the fall of Constantinoplé — blame the

jealousy of the Second City — but the truth is that our kind had little to do with its

destruction. It was mortals who burned the Second Rome, and our kind could only-stand

by helplessly and watch the ashes fall. When the fives dimmed, a new world emerged, one

where the night no longer offered us succor. :

The kine are claiming more and more of the night, pushing us into the shadows. Their

« Church, strong and united, knows of us and sends its hunters after us with their torches.
Cities are becoming overcrowded, and the law of domain issignored as Cainites starve for
blood. This is the first time of weak blood, and Cainites twelve times removed from Caine
have appeared among us. Like mortals — how often do we ape their customs, their
cultuves and wars — out princes fight for domain, waging terrible wars that echo the
destruction of Carthage. Our elders hide, fearful of those who ave creatures of this violent
age. Co the neonates and ancillae of this age, Carthage, the Second City and even Rome,
are legends. They see the night as endless and ave desperate to claim theiv shave. €very-
thing is fraying. Prince fights prince, sive betrays childer, and childer sacrifice sive. Our
time of ascendancy is coming to an end.
This age will be kngwn as the: War of Princes — our last stand before the uncertain

" future takes hold.
How will it end...?
Constancia of Crciyes,
Childe of japheth,
Childe of Cappadocius
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The War of Princes

The détente of the Long Night has finally crumbled
and given way to a time of conflict and strife for the
Children of Caine, when young and old alike take to the
battlefields. Across Europe and the Holy Land, the War
of Princes rages. It rallies lords and their vassals to maneu-
ver against their rivals, to vie for power, to conquer or to
settle ancient grudges.

At its most basic, the War of Princes is the intense
conflict between a handful of powerful and acrive
3\1L‘1|1|l.‘et‘|.‘lhﬁ'. the so-called monarchs of the Dark Medi-
eval night. The conflict gets its name from the princes
who direct many of the battles and the principalities that
are their l'l'lil_illl' prizes. Unlike the lords and monarchs to
whom they swear fealty, princes control discrete domains.
These domains can be attacked by force of arms, usurped
through intrigues or swayed to switch overlords through
enticements and threats. It is the princes who have the
most to lose and the most to gain from the present
contlict; therefore, it is their war.

As was the case in the Second City, Carthage and
Constantinople, the War of Princes has already over-
tlowed its bounds. What some thought would be jusr a
settling of status between the monarchs has become a
generalized state of conflict and strife. Cainite plotters
and knights move from fiefdom to fiefdom taking what
they can. Even the most conservative among the Damned
must react, either by retreating into the shadows or by
striking out before they are stricken down themselves.
The complacent feed the pyres while the bold seize what
['hl'\' cdn.

Origins

Like any storm, the War of Princes had been brewing
for some time before some Cainite troubadour gave it a
poetic name. No single event caused the war, but a series
of happenings gradually fanned the flames of strife into
the inferno that now rages across Europe and Outremer.
Many of these preliminary conflicts seemed quite minor
at the time. French Toreador withdrawing support from
the Grand Court in Paris, for example, seemed like just
another Cainire scheme amidst so many others. But
suddenly weakening the powerful Ventrue Prince
Alexander led others whom he had held in check o
move. In the Holy Roman Empire, the agents of High
Lord Hardestadt suddenly had far more freedom of action,
and they were able to renew their expansion cast. This led
to greater conflict between German Ventrue and the
Tzimisce to the east, which sowed chaos in Hungary and
gave the Tremere blood-sorcerers room in which to grow
into a power to be reckoned with. This process of isolated
incidents building upon each other repeated itself time
and time again throughour the 11th and 12th centuries.

Ot all events leading to the War of Princes, however,
none can compare to the impact of the \1:!3 ing of Saulot,
Almostsingle-handedly, the magus Tremere changed the
\\‘Hl’ldl’f{.:Jlil’ll."l'il\.ZL’.h[l'll\lll!{‘lkl(‘k'}‘;llhl terrible blow that
caused even the mighty Anrediluvians to shudder in their

sleep. For all the jockeying and intrigue of the War of

Ages, never had an Anrediluvian tallen to such afoe. The
diablerie of Saulot sent shock waves through Cainite
courts that still reverberare in these nights.

It is hardly coincidental that the rise of the Tremere
was soon followed by the reappearance of the monarchs

-mighty Methuselahs stirred from torpor and hungry for
power once more. Ot course, some .\IL'Iilll.\i.'hl}l\ had
remained active throughout the Long Night. Michael,
the Toreador Patriarch of Constantinople, had shepherded
his golden city since the third century despite growing
religious mania, and Montano of Sicily had attended to
his torpid sire, the Lasombra Antediluvian, for countless
centuries. Butstarting in the 1 1th century, several of their
contemporaries in the Blood rose from slumber or con-
templation to take a much more active role in the affairs
of Dark Medieval Europe. In each case, mortal events
built upon vampiric issues to lead them to activity,

In Britain, the ancient Ventrue Mithras had slum-
I'\L'I'L'\I since '[l'IL' Rt:ln;{ll ni'_:|llx. E‘lJI |'|L' \\ul\x' .\l]nl I |\' after
the Norman Conquest of 1066. He rose to become Prince
of London and gathered the Ventrue of l{nule] and
France to his banner. Shortly thereafter, as the First
Crusade took Jerusalem in 1096, Caliph Jamal of the
warrior casre 5'1 [I]l.' _’\f"“ll“]”('\ rose o action 1” lI]L'
Levant, calling his clan to push back the Frankish vam-
pireswhoaccompanied the crusaders. Perhaps in response,
Montano exerted subtle influence over his Christian
clanmates in Iberia to commit more and more to their
“Shadow Reconquista” looking to push Muslim vampires
from that peninsula. In Germany, the Ventrue High Lord
Hardestadt marshaled his forces ro l‘unh east into the
Tzimisce homelands and secure domains across the Holy
Roman Empire. To the west, perhaps fearing the influ-
ence of powerful Ventrue in England and Germany, the
Toreador Matriarch Salianna’s agents withdrew rtheir
longstanding support from Alexander, the Ventrue Prince
of Paris. Other, more subtle Methuselahs played deeper in
the shadows, including the Cappadocian Japheth (his
sire’s keeper) and the archfiend Yorak, high priest of the
Tzimisce Cathedral of Flesh. With equal shares of cun-
ning, coercion and charisma, rthese monarchs crafred
nocturnal kingdoms from the loose conglomerations of
lords and princes that had characterized the Long Night.
In the process, old rivalries where re-kindled and new
ones set ablaze. By the end of the 12th century, the
powder keg of the War of Princes was in place; all that was
needed with the spark to ignite it. That spark came with
the Fourth Crusade.

The events of the crusade of 1202 through 1204 were
traumatic enough; its implications were far worse. In the
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daylight, the crusaders ended up sacking Constantinople,
the grandest ot Christian cities, and never once faced
Muslim opponents. The so-called Army of Christ ended
up carving up a “hristian cempire and serving 1|h" interest
of French nobles and Venetian traders. The New Rome
was sacked, burned and parceled like a roast hog. For the
scions of Caine, matters were even more yimntlu as
faction after faction failed ro exerr more than the slighrest
influence over the crusaders. Assassinations, petty wars
and power-plays all failed to ride herd on rhe morral
masses. Constantinople, which had been the grand ex-

periment of the Toreador Methuselah Michael, came ~

crashing down as he met his end. Many of his powerful

-

subjects, from the Ventrue tyrant Caius to the Tzimisce L
visionary Gesu mer similar fares.

Iitllpm‘.\ had fallen before, of course, and the ancients
had all seen childer and siblings meer the Final Death.
But with the tensions already in place, the debacle vam-
pires \\'i!lll\l come to \{I“ lhk' “IIE('[' L.‘.t'll.\‘.l\.IL'. Il!.l\it.‘ two
things abundantly clear. First, a time of reckoning was

coming. The mortal herd was hardy and angry enough to
l;i\h Out [HL!\H\' il[}x] TJI]\L‘ n_Eu\\ﬂ 1ts [H't'xlil'[lll"\. Hk‘k'llntl, no
one'’s safety was assured. Michael has been among the
most potent active Methuselahs, and in the end, all he
had built turned to ash with him. If he could suffer such
a fate, so could anyone else. Therefore, a potent vampire
who wished to survive 11&'\.‘L|L‘L| Lo }‘Hl}‘l secure }HH Own
position and move against any enemies before they had a
chance to \_ln SO

_]_l 1C wWar was on.

Battlefields andIntrigues

As the century marches forward, the princes and
lords of Europe fight the War of Princes across a mulritude
of fronts, some as obvious as night-shrouded barttlefields,
others as subtle as the play of influence over merchant
houses or mortal kings. From the cloaked valleys of
Transylvania to the courts of France and the cathedrals of
[taly, the War of Princes rages in conflicts both small and
I.I['\_li'. \'.1111|W!1'v~| are comperinve Pt'u';!lnl‘.\u .Hld [h\'\' h;l\'\‘
been warring with one another since biblical rimes, bur
li‘lL' 1i!'~l -i'\.\ years |];l\ € seen that conflict I;iLL' on d uhu't'
new intensity. Where Cainites might once move with
unliving patience, readying whole generations of agents
and catspaws to bring down their rivals, they now marshal
nocturnal armies to settle matters in blood. Intrigues and
honeyed words still have their roles to [‘i;l\'. of course, but

the quiet game of the Long Night has become a cutthroat
shadow war of murders and betrayals. Understandings
that have kept the balance of power since the nighrs of
Rome fall by the wayside as ambitious princes grab what
they can before another grabs it from them.

The most obvious sign of all this change is the
upsurge in all-out bartle between Cainite forces. The
term “vampire army” is something of a fallacy, since even
the largest vampiric forces at battle rarely contain more
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than a few dozen of Caine’s brood, but these few can bring
to bear terrifying destructive power. In the valleys and
crags where they fight, only destrucrion reigns. Add ro
them their entourage of ghouls, thralls and catspaws, and
the War of Princes takes on a very literal meaning. But as
always, for every unliving prince who leads his troops on
the field of bartle, there are five more who use guile and
more subtle tactics to further their interests. Every noc-
turnal court in Europe sees its share of ambassadors and
!\Pl‘.‘.‘. of new '.I”illnﬁ_'l.‘.‘; :lﬂLl hCi r;l‘_.';t['.s.

Of the mulriple intrigues and conflict, the following
are the most active:

The Eastern Warches

Eastern Europe is the traditional nesting ground of
Clan Tzimisce, but its hold in the region has come under
increasing threar. Ever since a cabal of mortal magi used
Tzimisce blood to make themselves into the nucleus of
Clan Tremere, the vampiric voivodate of the region has
tried to wipe out these usurping warlocks. This conflict —
sometimes called the Omen War
for almost two centuries with little sign of letting up, and
only succeeded in deepening the hatreds of all those
involved. The Tremere have sought out allies where they
could, using the traditional Tzimisce isolationism against
the Fiends. After a few false starts, the Usurper clan has
found that many princes are willing to make unofficial
deals and provide cavert support in exchange for working

has raged unchecked

blood-magic and performing special favors.

This long-standing conflict has turned into the breed-
ing ground for much of the fire of the War of Princes. In
courts and castles across Europe, Tzimisce and Tremere
envoys play a game of cat and mouse while various lords
try their best to capitalize on the situation. The Ventrue
of Germany and Hungary in particular see the Omen War
as a chance to cut into the Tzimisce heartland, and they
have fought several campaigns in Transylvania itself, as
well as further afield in Prussia and Livonia. Gangrel war
parties, Nosferatu plague-bearers and demagogues of all
the roads only add ro the endemic chaos. Rumor even has
it that other mortal wizards have joined the fray, or at least
are using the nighttime wars as an excuse to settle their
aown scores.

The Crusades

Although principally a mortal concern, each call to
crusade drags more and more Cainires into its grasp. In
the decades since the turn of the century, the Fourth
Crusade has marched into Constantinople, the Fifth to
Damietta (in Egypt), and the Sixth has reached Jerusalem
itself. Meanwhile the Albigensian Crusade has hunted
Carthars across Languedoc and helped destroy the ambi-
tions of Toulouse and Aragon alike, while the Livonian
Crusade has launched German knights into Prussia and
the Baltic. A goodly number of vampires attempt to ride
the waves of these crusades, from the French Queen
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Esclarmone la Noire (who broke from the Courts of Love
during the Albigensian Crusade) to Lord Jiirgen of
Magdeburg (whose thralls among the Teutonic Knights
fight in the Livonian and Prussian campaigns). Others
simply take advantage of the battles to claim domain or
]'lllnr LIU\\'[‘ cnemices, |(‘x|Li||]_‘_! to I.llr[}'tl'l' I‘L'Iilllll“lll'h :““”
others must simply deal with the chaos of marching
armies and shifting borders. Outremer — the thin strip of
Christian holdings in the Holy Land — is a warren of
desperate and ambitious vampires, each fighting for pre-
eminence and facing the enmity of Muslim clanmates and
outsiders alike. Clan Assamite, arguably the most power-
ful among Muslims, has called for its warriors to push back
the Christian vampires who claim domain in the region,
leading to further bloodshed.

TheInquisition and the Cainite Heresy
q Heresy

The Albigensian Crusade, aimed at heretics in Eu-
rope rather than heathens in the Holy Land, is in the
midst of giving birth to a wider papal initiative to hunt
down and punish heretics of many stripes: the Inquisi-
tion. In 1230, all the elements are there, but the hammer
has yet to fall. However, in the shadows, select agents of
the pontiff have been operating for several decades to
uncover the “night devils” that they know lurk across
Europe. This shadow Inquisition, which seems to include
lay operatives, monks and monastic knights, is bringing a
whisper of fear to the Damned. Armed with the armor of
their faith, these |1u|\' warriors (or raving fanatics, de-
pending on one’s perspective) are a growing threat. Still,
most princes refuse to believe the rumors. Only a few,
such as the Cappadocian oracle Constancia and the
ashen priest Anatole have taken notice. Anatole has
evenstarted his own pogrom against these mortal Inquisi-
Lors, Inunchin_u a |\|nmi\_' shadow war.

The Cainite Heresy, which blends Gnostic tradition
with Cainite :1|Nu‘ryph;l, also has much to WOIrTy about
from the rise of the Church’s hunt for all forms of heretics.
The Albigensian Crusade already cost it dearly, and the
involvement of its Archbishop Narses in the Fourth
Crusade has convinced many princes and ashen priests
that the time has come to destrc Y the Heresy. Not all of
its enemies are :L‘.lll]il‘\ ar llll!ll\'lllL'LI h\ I‘lllli.‘\ CONCErns;
many are simply jealous of the Heresy's power. From
England to its cradle in Italy, the enemies of the Cainite
I lL‘l—L'.\'\' sense its \\‘l';‘ll'\'nl_'.‘}‘i llnt] are preparing to move in.
Yet, few are aware of the full influence and power the
}Il‘l’l‘.\'\l' wields. (Should a full-scale war erupt, it could
dwarf the Omen War in comparison.) The Fourth Cru-
sade also left the Crimson Curia divided, and internal
strife has plagued the sect since, spilling over into many
of the Italian city-states and beyond.

The Shadow Reconquista

The last stronghold of Islam in Europe, the shrinking
lands of al-Andalus stand against the Christian kingdoms
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of Aragon, Casrile-Leon, Portugal and Navarre, and their
Reconquista. The once-great cities of Sevilla and Cérdoba
face the brunt of the conquest, while Granada braces for
the conflict to hit it as well. Nevertheless, it all remains
a bastion of learning and the domain of many Islamic
Cainites. Indeed, while uniting the mortal kingdoms of
Spain, the Reconquista is tearing Clan Lasombra apart.
Once united and powerful in their influence over Spain
and ltaly, the Magisters are divided. The heated debates
of the last century as to which side to support have given
way to an unofficial civil war as Muslim Lasombra fight
their Christian brethren. From the Castle of Shadows in
Sicily, Lasombra himself stirs, and it may be only a matter

of time before he becomes involved.

TheANise of the Low Clans

[gnored and overlooked, the Low Clans are growing
tired of the arrogance and intrigues of the High Clans.
While most princes have their eyes focused elsewhere,
the young and outcast are starting to make their move.
Tired of centuries of oppression, the Low Clans are ready
to claim their status as equals. While princes and lords
grasp for crumbling empires, the Low Clans are making
their stand as bandit kings and infiltrating the burgeoning
guilds. Such sects as the Prometheans and the Furores
whisper of a mighty revolt and have begun preparing tor
its glorious arrival.

Prominent Courts and
Fiefooms

The monarchs, lords and princes at-war in Dark
Medieval Europe exist in a complex system of allegiances
and oaths of fealty. Although many of the monarchical
domains are akin to mortal nations, matters are much
more flexible on a nightly basis. Not all princes inaregion
swear fealty to the same lord or even the same monarch,
for example. The following are the most prominent
vampiric monarchical domains, but many others are

spread out across Europe.

The Fiers of the Black Cross

Monarch: High Lord Hardestadr (5th-generation
Ventrue)

Prominent Vassals: Lord Jiirgen (6th-generation
Ventrue, Magdeburg), Julia Antasia (5th-generation
Ventrue, Frankfurt)

Key Domains: Magdeburg (and areas east), Cologne,
Munich, Leipzig and various fiefdoms along the Rhine
River and the northern Alps (mainly Bavaria).

The Fiefs of the Black Cross have long been bastions
of Cainite feudalism. Although vast forests (rumored to
be the homes of ferocious Lupines) separate the fiefs,
Hardestadt and his lords maintain an iron grip over their
domain. Despite the fact that the Holy Roman Empire is
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in something of a decline, it is still prosperous. There is
also no shortage of conflicts. With predictable regularity,
the nobles of the Holy Roman Empire skirmish with each
other and their emperor, often betraying the machina-
tion of Hardestadt’s court. In recent years, the Black
Monarch, as Hardestadt is known, has ordered that his
vassals shall no longer expose themselves and their nature
to mortals, enforcing the Silence of Blood with the threat
of Final Death. This proclamation has caused a number of
Cainites to leave the cities under the banner of the Black
Cross, but those who remain have found that secrecy
often works betrer than outright control.

Although the court is firmly in the hands of
Hardestadr, Lord Jiirgen has come to the front as the most
influential of his lords. His recent forays into the east
(moving his court to Magdeburg) and frequent clashes
with the Tzimisce voivodes have thrust him and his vassals
into the limelight. Using his ties to the Teutonic Knights
and Livonian Order, he's embarked on a campaign to
reclaim the east from the Fiends. Jiirgen suffered a setback
five years ago, when he was forced to retreat after the
Battle of Tuzfold in Transylvania against Voivode
Rustovitch. However, the arrival of the Byzantine Myca
Vykos, now a lord under the Dracon, cut Rustovitch's
victory short and ended the first Ventrue-Tzimisce clash
in a stalemate.

Currently, the Fiefs of the Black Cross face a
l‘l“ﬂll’t']' Ut- ISSUES. ’[‘11(,' L‘lll]f] 1CLS |‘{"[\\‘t‘(?n i{l\l]ll' iiﬂk] [hﬂ'
emperor of the Holy Roman Empire continue to bring
Hardestadr and the Lasombra lords of Italy into con-
flict. To the cast, Jiirgen is moving his forces into pagan
Prussia and Livonia, facing Tzimisce and other en-
emies. The Hungarian brood of Ventrue known as the
Arpads have also stubbornly maintained their inde-
pendence from the Black Cross and have their own
schemes afoor in Transylvania. Bohemia is also cause
for concern as Shaagra, a powerful Tzimisce ancient,
moves in the shadows to push west into Germany.

The Baronies of Avalon

Monarch: Mithras (4th-generation Ventrue, Prince
of London)

Prominent Vassals: Baron Stephen (5th-genera-
tion Ventrue, Lincoln), Baron John (6th-generation
Ventrue, York), Archbishop Adrian (8th-generation
Toreador, Canterbury), Baron Nathaniel (6th-genera-
tion Brujah, Carlisle), Baron Gerard le Vieux
(8th-generation Toreador, Bordeaux)

Key Domains: Large swaths of England, parts of
Scotland and the Duchy of Aquiraine

The island of Britain is firmly in the hands of the
Mithras, ruler of London since the earliest Roman nights
and godhead of his own soldier’s cult (having usurped the
role of an ancient Persian deity). Mithras's domain is
organized slightly differently from the other major mo-
narchical courts, however. Although Mithras’s cult and
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influence never vanished entirely from the British night,
he remained in deep torpor for six centuries until he
awoke around the time of the Norman Congquest in 1066.
[n order to reestablish his power, Mirhras reached accords
with many Norman clanmates and other vampires of
influence. They stand less as cowed subjects and vassals
than as independent petty lords, who can shape the fate
of nighttime Britain acting together. They grudgingly
acknowledge Mithras's claim to England in return for
certain rights and considerations. Chief among these is
that Mithras cannot raise or marshal armies aside from a
small personal retinue (an attempt to curtail the popular
warriot-cult that Mithras has wrapped himself around).
Instead, only the barons are allowed to have official
troops. In turn, the barons swear, some by blood oaths, to
defend London and Mithras. Although it would seem to
put Mithras in a compromised position, it’s actually one
of his strengths — no single baron would dare attack
London for fear that the others would retaliate. And in
the 170 years since, Mithras has been able to turn the
system even more to his advantage. Many of the smaller
baronies have come under more direct sway as their rulers
have joined the monarch’s cult or taken the blood oath.
Onlyahandful of more powerful barons approach Mithras
in status and can make demands of the lord. By right,
these powerful barons should be counts or dukes, but they
eschew those titles since Mithras's formal pledges are
with the baronies of Britain.

Mithras is also one of the few monarchs to rule an
actual domain, attending to visiting envoys and keeping
his barons in check from his palace in London. He's been
known to rravel to the Courts of Love in France, and he
regularly visits his Ventrue brethren in the Holy Roman
Empire. Although his enemies are many, Mithras is a
popular monarch who is happy to ride the prosperity and
stability of morral England while other courts face more
pressing matters.

Mithras's chief concern is the rise of the Tremere,
and he unofficially supports the Tzimisce in the Omen
War. Doing so has placed him ar odds with Hardestadr
and Jiirgen's agenda of eastern expansion, and both
Ventrue courts are moving apart. Although Tremere
have crossed the English Channel, Mithras keeps a watch-
ful eye and has his barons currail their influence at every
corner. The dynamistic troubles in France and England
and the loss of Norman holdings has strained the once-
cordial relationships between Mithras and the Courts of
Love. The unstable situation in Paris only makes matters
worse. The Matriarch of France has established stronger
ties with Hardestadr, presumably to cement her recovery
of the Grand Court in Paris. There remain baronies that
l’l;:ir]j(_lr l.!rl.lldi(: vVampilires L‘il”'\.‘d thC Lhir_‘mllcm (\\-’hUlTl
Mithras has fought for centuries) and other forms of
bandits and enemies.

The problems in France and the rise of the outlaws
are also at the root of current unrest among the powerful
barons. Although none dare say so aloud, some (namely

the barons of York and Carlisle) whisper that Mithras is
growing weak and is leading the court of Avalon into
decay. Although no one has mentioned the word revolt,
theair in London is tense. This would not be the first rime
Mithras had faced a coup attempt

The Courts of Love

Monarch: Matriarch Salianna (5th-generation
Toreador)

Prominent Vassals: [souda de Blaise (7th-genera-
tion Toreador, Queen of Anjou and Chartres), Héléne
La Juste (6th-generation Toreador, Queen of Cham-
pagne), Etienne (5th-generation Toreador, King of
Poitou), Geoffroi du Temple (5th-generation Ventrue,
Prince of Paris)

and he is prepared.

Key Domains: Western France

While the Fiefs of the Black Cross embody the
harshest essence of feudalism, the Courts of Love shine in
pomp and luxury. Like many things influenced by the
Artisans, these courts meld the political, social and mili-
tary into a seamless whole. The Courts of Love began as
a social movement among Toreador of Western Europe
taken with the emerging concepts of chivalry and its most
poetic expressions. In Iberia and the Holy Land, they
evolved into various chivalric orders associated with the
war against Islamic enemies and instruction in the Road
of Kings. In France, though, they became something more
akin to gathering points. Those interested in aspects of
chivalry were made welcome and played for favor and
position among their Artisan hosts. Those who proved
their worth through skill at arms and at court gained
status and followers. These fortunates came from many
clans, most prominently the high-blooded, but included
not a few Ravnos and Malkavians, and even some others.

With the Children of Caine, however, nothing is a
purely social exercise. The various princes of France
found the favors of the Queens of Love were of a great help
in securing their domains and advancing their agendas.
Soon enough, thar advanrtage became an ourtrighr re-
quirement and the Courts of Love had become the major
axis for intrigue among French vampires. The queens had
become lords of the night, a position reaffirmed when
Salianna, their Martriarch, made herself known as the
sponsor of the whole system of courts. A childe of the
semi-deified Byzantine Toreador Michael, she provided
the final center of power needed and became the vampiric
monarch of the region. Rumor has it that she had been
active in France for centuries but had L’L‘Pr to the shadows,
perhaps put in stalemate by the Ventrue Methuselah
Alexander, whoruled Paris. Indeed, shortly after Salianna’s
appearance, the French Toreador withdrew their support
from Alexander’s so-called Grand Court, isolating him to
such a point that he was forced to leave Paris in the 1220s.
Hischilde, Geoffroi du Temple, now rules the city and has
established a tense truce with the Marriarch.
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The Courts of Love are hardly immune to the chaos
of the times, however. Queen Esclarmone of Toulouse,
oncea lm,'.li vassal of the Matriarch, took the opportunity
granted by the Albigensian Crusade to break away from
the Courts of Love and establish her own independent
fiefdom — perhaps with support from Iberian Lasombra.
Salianna sees the War of Princes as nothing but a prelude
to an even more devastating conflict ahead, and she is
trying to establish some common cause with High Lord
Hardestadt and others. To this end, she has sent envoys
across Europe and Outremer to find princes willing ro
cooperate to stave off further bloodshed.

The Sea of Shavotws

Monarch: Lord Montano (4th-generation
Lasombra, voice of his sire)

Prominent Vassals: Sylvester de Ruiz (6th-gen-
eration Lasombra, Lord of [beria), Alfonzo of Byzantium
(7th-generarion Lasombra, Prince of Constantinople),
Miriam bint Aisha (8th-generation Lasombra, Emir of
al-Andalus), Nastasio the Galician (7th-generation
Ventrue, General of the Reconquista)

Key Domains: [beria, Sicily, Mediterranean islands
and coastal regions, Byzantium

The Eldest of all Lasombra is said to be the most
active of his generation (save perhaps for the Usurper
Tremere) and is thought to reside in an isolated castle of
shadows on the Sicilian coast. Montano, his eldest childe,
speaks with his authority as one of the monarchs of the
European night, with tendrils reaching far into the Le-
vant, where his clan is well-established. But Montano's
main occupation seems to be tending to his sire, who is
said ro spend eternity in contemplation of the great Abyss
of Ahriman. Add to this the ambitious nature of all
Lasombra and the fact that they can hardly prevent other
clans and groups from acting in their rraditional Medirer-
ranean domain, and the so-called Sea of Shadows is
turbulent indeed.

In the last few centuries, the greatest divide has been
the Shadow Reconquista, the effort by Christian Lasombra
and their allies, to put an end to Muslim power in Iberia,
displacing their Muslim clanmates and their Assamite
(and other) allies. This effort is hardly an exclusively
Toreador, Ventrue and others play a
but it does look to Sicily’s
Castel d'Ombro for ultimate justification and the lord of
[beria is the Magister Sylvester de Ruiz. His childe,
Archbishop Mongada, only adds to the explicitly Chris-
tian tenor of the court, calling for the eradicarion of the

Lasombra matter

major role in the srruggle

Cainite Heresy and expulsion of Muslims.

Obviously, the many Lasombra raised in a Muslim
society — who call their bloodline the Qabilat al-Khayal
(or Clan of Shadows) — have little tolerance for rthis
policy. They see de Ruiz and Mongada as great enemies
and pay only formal respect to Montano. So where once
Sicily’s influence girded the Mediterranean, it is now
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mostly concentrated in Iberia and [taly. Even in Italy, the
Heresy is very popular, and many others see their cities as
i[ultpcndcul C[mu;_:i‘t to set terms. Thus far, Montano has
been unable or unwilling to bring them into line. Venice,
(Genoa, Pisa, Milan, N;lp[e»«.‘mJ Florence all have vampiric
masters who pay lip service to “Old Man Montano” burt
are happy to deal with all others as well.

Montano stands above this, saying he is but the voice
of his father, and uninterested in perty struggle for terri-
tory or even faiths. De Ruiz is glad to take that
non-interference as support and marshal the prestige of
the monarch to his cause. For the most part, this remains
the expulsion of Muslim vampires and their mortal herds
from “his” peninsula. One recent external success, how-
ever, saw him obtain the fealty of Prince Alfonzo of
Constantinople, a former Heretic who became prince
after the city fell to the Fourth Crusade. When the choice
came down to continuing on as a heretical bishop of the
city (and facing his enemies alone) or rejecting his faith
to become a vassal of an lberian lord, Alfonzo saw reason.

Other Courts

The vampiric courts at play in Britain, France, Ger-
many and Iberia are the most iconic of the War of Princes.
They are the most clearly feudal and those most closely
tied to mortal kingdoms and their fates. But they are
hardly the only courts or lords at play. Some of these are
also feudal in nature, others use other bonds and reject
feudal Lextalionis altogether. Some of the most promi-
nent include:

® The Obertus Landholds: Once an order of purely
Byzantine Tzimisce and revenant monks, the Obertus
have spread across parts of Europe in the wake of the fall
of Constantinople. Acting in the name of their hidden
monarch, the Dracon, the monks have a network of
monasteries and diplomatic contacts in many domains.
In Transylvania, the Obertus Myca Vykos has established
domain over parts of the Olt Valley as a buffer between
Hungary and the Carpathians, but there are landholds in
the Balkans and as far away as Livonia. Although the
Obertus are not a powerful military force, they are privy
to many occult secrets, and they often serve as diplomatic
envoys for warring parties.

¢ The Voivodate: Long before the establishment
of the Feudal Lextalionis, the
Carpathians ruled over craggy and mist-shrouded king-
doms. Established in the seventh cenrtury, the voivodes
terrorized the countryside with their inhuman abomi-
nations. The most esteemed and powerful Tzimisce
lord, or knezi, gained sole right and pr'i\‘ih’gr over the
mortal ruler of the region paving the way for the
draconian and bloody contlicts thar have filled the
Transylvanian mountains since. Until recently, the
voivodes were content to fight their own wars, bicker-
ing with each other and only making the rare foray
against Constantinople. However, the arrival of the

Tzimisce of the
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Tremere changed everything. Although the voivodes
still fight against each other, they now know a common
enemy. The Omen War still rages to this night, and it
has dragged in other courts. For the first rime, the
voivodes are beginning ro look beyond the Carpathians.

® The City-States of Italy: From Venice to Pisa,
Milan to Florence, the system of lords has all but broken
down. Here, powerful and egotistical princes rule inde-
pendent of lords or monarchs, gladly flaunting their
freedom and attracting Cainites from High and Low
Clans to their bustling cities. Here, a new Cainite order
is emerging, one that has an easier time adapring to the
changing mortal world. The Cainite of the city-states of
Italy hide from mortals, existing as shadowy benefactors
of the rising guilds, merchant or nobles. However, there
isa price to pay for their freedom. Both the Courts of Love
and the Fiefs of the Black Cross cast an envious look
toward the riches of Florence, Milan and the like. Also,
the dreaded Cainite Heresy lurks within these cities.
Only the Lasombra elders of the Sea of Shadows can bring
significant influence to bear here in the name of clan
bonds, but even this rask is made harder by the position
of the ciries.

® The Midnight Crescent: The Holy Lands and the
Islamic kingdoms of the Mediterranean are terra incognita
for most European Cainites. Strange tales of divinely
blessed Cainites and rumors of lairing Antediluvians keep
most European vampires out of the lands of the Midnight
Crescent. Those who do make the trek find a land that is
exotic and alluring. Here, the clans have developed a
different social structure than in Europe, hiding among
caliphs and pilgrims. Relationships between Westerners
and their Arabic counterparts, the Ashirra, are strained,
and a wide gulf separates European and Islamic clanmates.

Leyicon of the Damned

The vampires of the Dark Medieval use a variety of
terms all their own. The following are some of the most
common and important ones.

Amaranth, the: The acr of drinking the blood of
another Cainite to the point of destroying him and
assimilating part of his essence. Also called diablerie.

ancilla (pl. ancillae): An “adolescent” vampire, usu-
ally between one and two centuries old; no longer a
neonate, an ancilla is also not yet an elder.

Antediluvian: A vampire of the rthird generarion,
who survived the Great Flood to found one of the clans.

ashen priest: A vampire who leads services or offers
instruction tied ro one of rhe roads of enlightenment.
Maost often used for teachers on the Road of Heaven who
adopt the manner of Christian priests.

Autarkis: A vampire of nostatus in vampiric society,
cast out from all domains.

Beast, the: The destructive drives and urges thatare the
most basic effects of vampirism, including the hunger for
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blood. Many Cainites think of the Beast as a sort of wild devil
inside them, one they strugele to repress or control,

Becoming, the: The transformation into a vampire,
also called the Embrace.

Bitter Crusade, the: The vampiric struggles that
accompanied the Fourth Crusade (1202-1204). The Bit-
ter Crusade saw the destruction of the Methuselah and
monarch Michael of Constantinople and ignited the War
of Princes.

blood oath, the: A supernatural bond of fealty im-
posed on anyone who drinks the blood of the same
vampire three separate times. The oathbound person
(who can be eithera vampire ora mortal) is called a thrall,
and the vampire who's blood he drank is the regnant.

Book of Nod, The: The closest thing to the Cainite
Bible; a collection of texts supposedly going back to the
earliest nights. No complete rext exists, although the so-
called Erciyes Fragments are becoming influential,

Cainitt‘: (‘\ \‘;lmpirc. L]L'.\'Lcndcd from [I‘IL' |Wi|1|:c;tl
Caine. (Certain vampires do not believe themselves to be
descended from Caine, but the term is still almost univer-
sal in Europe.)

Caitiff: A vampire with no known clan affiliation,
L‘ithL‘I‘ I"‘L'L'Hll.\l‘ l\f‘]‘ﬂnl‘hhl“l‘”l s A ANONYINOUS E"]I‘I’:]{ e or
weak blood. The lowest of the low in Cainite society.

childe: The progeny of a vampire. A vampire who
has yet to be presented to the local prince and released
from his sire’s responsibility.

clan: One of 13 extended vampiric families de-
scended from the Anrediluvians of the third generation.
Clanmates share certain characteristics of the Curse,
such as specific weaknesses and a propensity for key
Disciplines.

consanguineus: One of the same lineage, usually the
younger childe of the same sire.

coterie: A group of Cainites who cooperate, usually
in order to stake a larger domain than any could alone, or
to accomplish some task.

Damned, the: Vampires.

diablerie: Informal rerm for the Amaranth.

domain: The fiefdom claimed by a vampire, usually
something of substance like a \'i]|;1gv, City or county. By
tradition, rthe vampire has exclusive feeding rights and
other powers in his domain.

domitor: The vampire who has fed blood to a mortal
to turn her into a ghoul.

elder: A vampire of at least three centuries of age.
Elders are very powerful but not so old as to be drawn into
the rorpor and madness of many Methuselahs.

Embrace, the: The act of creating another vampire
h\' k|l‘2|il‘lll‘|}_‘ a md lr[;l] of all her blood and fL’L‘LIin;_: hersome
back at the point of death.

Erciyes Fragments, the: A version of The Book of Nod
(or extracts from it) promulgated by the scholars of Clan
Cappadocian (and named for their temple ar Erciyes, in
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Anatolia) over the last 30 years. There are nine fragments,
including three supposedly penned by Caine himself.
fledgling: A newly Embraced vampire.

Gehenna: The vampiric vision of Armageddon, in which
the Antediluvians return and feed on all other vampires.

generation: A measure of how far removed a vampire
is from Caine, the first of their kind (and the first genera-
tion). Thus, a 10th-generation vampire is nine steps
removed from Caine. The lower a vampire’s generation s,
the more powerful she can become.

ghoul: A mortal (human or animal) who has in-
gested significant quantities of vampiric blood. Ghouls
stop aging (as long as they have vitae in their system), and
they can use the blood to heal damage and power certain
I‘iht'll"illll.‘.\. Maost }-'-hnula are under the blood oath.

Golconda: Apocryphal state in which much of the
curse of vampirism is lifred, including the hunger for
blood. Once a popular aspiration for religiously inclined
Cainirtes, it is now widely dismissed as a pagan falsehood.

haven: The home of a vampire or the place where she
\It'k'P\

kine, the: A contemptuous term for mortals, often
used in opposition to Cainite.

Kiss, the: Vampiric feeding by blood-drinking, and
the ecstasy that results in the victim. Sometimes used as
a synonym for the Embrace.

Lextalionis: Cainite law, based upon the Traditions
of Caine and other established practices. Lextalionis in
Europe is feudal in nature, emphasizing the bond between
ll'rl.l \Ithl \‘il‘\ill.

lineage: The bloodline of a vampire, traced by Em-
brace. If clan is a vampire's people (like the mortal Franks
or Catalans), then lineage is her family.

Long Night, the: The }wrlnd roughly lasting from
the fall of Rome to the burning of Constanrinople during
the so-called Bitter Crusade. [t was a time of both prosper-
ity and stagnation for the Cainites, who mostly ruled as
independent princes across Europe.

lord: A vampire with an extensive domain and several
princes as his vassals. Most lords are themselves vassals of the
great monarchs, but some have independent domains.

Lupine: A werewolf, the mortal enemy of the vam-
pires.

Methuselah: A vampire of the fourth or fifth genera-
tion, who has been unliving for millennia. Methuselahs
are subject to long periods of torpor, and very few are
active on a nightly basis.

monarch: The most powerful of the vampires in the
feudal system of Europe. A monarch typically rules a
domain equivalent to a mortal kingdom with the help of

various princes and counts who are his vassals.

neonate: A young vampire, usually no more than 25
years from the Embrace. Neonates are nonetheless full
members of vampiric society, having been presented to
the local prince and released from their sires,

Old Ways, the: The Traditions of Caine and the
associated tradition of Cainite law. Lextalionis.

prince: The preeminent vampire in a region, usually
acirty of county. Prince is the rradirional terminology, but
duke, baron, lord and queen are also used by some indi-
viduals often to convey a lesser or greater sense of status.

progenitor: The vampire who founded a recognized
line of vampires. Caine is the progenitor of all vampires,
while the Antediluvians are the progenitors of the clans.

rﬂgﬂant: f\ \':illil“l[’L‘ o \\‘ht'll'll iilll\[hL’l' is hl ?llllL] l"‘l\“ r]"ll'
blood oath.

revenant: A member of a ghoul family, born with the
ability to create small quantities of vampiric vitae.
Revenants families are bred by Clan Tzimisce.

road: A vampiric system of belief and hehavior that
keeps the Beast at bay and allows the Cainite to exist
without becoming an unthinking monster. There are five
major roads (Road of the Beast, Road of Heaven, Road of
[Ium:mn\;. Road of Kin;_w. Road of Sin) and countless
smaller paths. Sometimes called a road of enlightenment
or via (pl. viae).

sire: The vampire who Embraced another (hischilde).
The act of Embracing.

Thaumaturgy: Literally “the making of miracles,” it
is the complex form of blood-magic developed by the
magi-cum-vampires of Clan Tremere. [tisa potent weapon
that makes the small clan very dangerous. A practitioner
is called a thaumarurge.

Third Mortal, the: Caine.

thrall: One who is bound by the blood oath to a
vampire.

Traditions of Caine, the: Thesix key laws of vampiric
culture that structure their nocturnal society. They are
the Covenant, Domain, Progeny, Accounting, Destruc-
tion and the Silence of Blood. Sometimes called simply
The Traditions or the Old Ways.

vessel: A potential or past source of blood, typically
o I]lll'l'lil]'l.

vitae: Blood, most often vampiric blood.

War of Ages, the: The ancient bartle berween the
Antediluvians, said to be fought from torpor in slow
moves and subterfuges. Called the Jyhad in Saracen lands.

War of Princes, the: The battle berween the vampiric
princes of Europe, waged on many fronts. The so-called
monarchs are the ultimate faction-heads in this struggle, but
it is princes and lords who battle on a night-to-night basis.
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S am surprised to se¢ you heve, OGbertus”

The statement came from a chorus of voices, coming from a choir of inhuman mouths
adorning the walls of the cathedral. Viykos did not shudder, despite the display of author-
ity. To show fear was to suggest weakness, and weakness would not do here.

“l was not aware,” he said, “that one could surprise you, Excellency. Certainly not in your
very home.”

This time, it was a single voice speaking, coming from a throaty gullet that opened at
VWykos's feet. “The ever-changing has no home, Obertus. This is a church, not a nest.”

“Ah, yes. The Cathedral of Flesh. My apologies, Excellency.”

“Yes, the cathedral. Have you come to pray? | think not.” The old man emerged from the
membrane at the far end of the room, sinew not so much releasing as birthing him.

“I bring a message from my Lord Dracon, and | will be sure to let him know that the mighty
Archfiend Yorak has blessed me with a sight of his true form.” Actually seeing Yorak in
anything resembling a human form was a rare honor indeed.

“You goad me, Obertus. You know as well as | that no form is true for those who embrace
change. This is but a transitory aspect.” With that, it folded back like skin peeled from a
corpse and the voice continued from the vibrations of vocal chords stretched across the
vaulted ceiling of the cathedral. “What is your message, then?”

“The ambitions of Voivode Rustovitch have apparently fallen your way, Excellency. Our
nominal overlord believes that the hold you have over other Metamorphosists in our clan
poses a threat to his power. He plans to erode that support.”

“And how does he plan to do that, Obertus?”

“This is unclear as yet, Excellency, but your brother in the blood felt it wise to pass on
what warnings he could.”

With that, and without waiting for Yorak to dismiss him, Viykos turned and left. There
was no way the archfiend could dismiss such a warning, but he would have to expend
resources to confirm it. Resources that could then not be spent limiting Obertus move-
ments in the Olt Valley.

“Well played,” a disembodied voice said. Yorak apparently understood Viykos's scheme, and
the Obertus felt a brief surge of the elation of victory, a feeling to which he was becom-
ing accustomed.

“But remember, Myca Viykos,” Yorak continued, “l know of your lies. All of your lies.”

Vykos felt the dark cold swirl of dread in his unliving gut. This was a feeling to which he

had not become accustomed.
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For what you have done | will curse you all
Not mere
But each H(:cording to his nature,

y with a handful of words,

Each one ;;(:Cording to his crime.
Let my curse reign in his blood forever,
Let it be pass(:d down throu;ﬁ)h his embrace,
To each of his childer, and to their childer in turn.

—The Erciyes Fragments. VI (Transgressions)

The Embrace is both a death and a rebirth. The fledgling is ripped from the mortal coil,

i and her breathing days end. Matters of family, race and gender all fade before the Curse and
the Blood. Bur just like a human child arrives in this world with the inheritance of its
R parentage, the Embrace conveys its own legacy. The vampiric childe literally receives his

sire’s blood and takes a grear deal from it. This legacy includes a propensity for cerrain
Disciplines and certain curses passed down from the Antediluvians. Clan also has a social
implication just as mortal parentage does. Some clans are thought to be made for rulership,
f i others for scholarship, others for less savory tasks. These beliefs are most obvious in the
divide berween the High Clans and Low Clans.

The High Clans

lﬂ 1|H 50 'I'."lll.'l'il."'\‘ [11'..‘]"«.' dre [ll[l\'\' \\‘hl) dare \lC.\“n('LI to I‘UIC. even among th' l‘i]llln(\i,
Especially among the Damned, some would say, as the Beast drives many Cainites to
dominate, influence and enslave those around them. Over the millennia, this quest for
1y power has taken many forms. In the ancient cities of Mesopotamia and Greece, Cainites
stood as nocturnal gods and demigods, pagan monsters who exacted a price in blood for their

N
AR 5

T
7

——

Y favors. InRome, they were emperors and senators of the night, ruling in councilsand holding
the grandest— and most depraved —of orgies. In the frozen woods of the far north, vampires
. ' lurk asspirits of war and wood. In Eastern Europe, they are ancient masters of inbred families
i'\‘1 _)"( both noble and villainous.
%

—= e
* DARKAG




~ : —~ mid —

— —— s M

i = \; - — i ———————— . ———

h - : > '__'_/'7‘ o ‘\“‘. ,- .
\‘-m._..__,__'_______—-—-" .

Many of the Damned have adopted a feudal system of
rulership in the last few centuries, and the High Clans are
those who exist in its ruling class. Cainite feudalism grew out
of one of the same processes that led (and continues to lead,
as of 1230) to the spread of mortal feudalism: the need of
rulers and ruled to establish secure personal relationships
with others. The glue of the feudal structure isan oath, sworn
by ruler and ruled alike, that binds the two together. The
ruled swears fealty to his lord or lady, providing the support
of his knighrs during times of war and part of the bounty of
his lands during times of peace. The lord, for his part, swears
to I'.IkL‘ 3_:11;1] care of hi\ \';|.-«\;1|k, not to overtax Thvn‘l '.11‘1{] ro
provide them with the stability and security needed to
prosper. In times of instability and chaos, the personal bonds
of vassalage add much-needed strength and proximity to
relations. Loyalty is not to some far-off emperor or council,
but to a baron or duke one knows and deals wirh regularly.

If anything, this impetus is strongeramong the Damned.
Cainites are willful, independent creatures who distrust
relations with those whom IIIL-\.' CANNOL see. '”u'l‘t'f'ul‘c', oaths
of fealty (sometimes backed by the preternatural power of
the blood oath, see p. 260) are far more trustworthy than
bonds to sect or clan. Being the prince’s vassal is a personal
bond, one undertaken between individual monsters and
hacked by their own willful ways. This relationship is a
mutual and flexible one — each participant must gauge his
counterpart’s feelingsand hisown with each decision. When
the various monarchs stepped from out of the shadows as the
Le mg ng]ll came to an (‘IILI, the feudal structure gave them
an excellent way in which to organize their broods. Crea-
tures who had once ruled as gods (like Mithras) or high
priests (like Montano) became kings.

The High Clans are the six major bloodlines who have
accepted and integrated into the feudal structure most strongly.
Much of their clan identity — ar least as it is expressed in
Europe —is based on their participation in the feudal or semi-
feudal power relationships. A “typical” Ventrue, Lasombra or

Toreador is a vassal to some prince who respects that prince’s
position (at least for the time being).

= oy
TheRole of Scions

Scions (followers of the Road of Kings) have a lot to be
proud of in the Dark Medieval. Indeed, the current state of
Cainite feudalism owes much to their teachings and to their
teachers. [t was Scions who promulgated the feudal system
among the Damned, taking its first stirring among the mortal
herd and applying it to their own condition. And it is the
Scions who provide much of the feudal system’s strength. Its
teachers and scholars often serve as witnesses to various
oaths berween vassals and lords. They share stories of
oathbreakers and others who reject the system, making sure
they receive no shelter in other courts or orders. Rumors
persist of Scions who take it as their duty to hunt down
oathbreakers and Autarkis.

’ . .

Wyths and Convenient Fallacies

Only the very young and inexperienced can doubt that

the divide between high and low is not set in stone. For one
thing, secure princes who hail from the Low Clans are
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scattered across Europe, including Roque of Pamplona and
Etienne of Acre. Individual achievement goes before pedi-
gree almost withoutexception. Eldersalso remember previous
social orders in which a different assortment of clans ruled
the night. In Rome, for example Lasombra, Ventrue and
Malkavians held the balance of power, with the supposedly
high-blooded Brujah and Tzimisce treated as foreigners and
ne'er-do-wells. Those who have traveled extensively in the
l-L'\"cll'll.,‘ipL".lli(l[ asociety i the Damned inwhich Assamires,
Lasombra and even Nosferaru are the highesr clans.

Nevertheless, with the Children of Caine, blood does
indeed run true. Clan is more than a convenience of Embrace,
and the high-blooded can (and do) point to many stories to
reinforce their rule. The following are the most frequent:

¢ Primogeniture: The most common justification for
the primacy of the High Clans is that they are the descen-
dants of the eldest of the Antediluvians. According to this
belief, the progenitors of the High Clans were the first clurch
of the third generation to be Embraced, and they may have
been the only Embraces allowed or planned out by the
second generation. This givesthem an elevated statusamong
the Damned. Beyond this basic belief, the primogeniture
theory has many (and often contradictory) variations. Clan
Ventrue says that its founder was the first childe of Enoch
(first of the second generation). Others say that all the High
Clans descend from a single member of the second genera-
tion. Others claim that they descend from two of the three.
Some argue that the progenitors of the High Clans were
Embraced centuries before those of the Low Clans and that
they reigned in a perfect Second City before the arrival of
their lesser brothers and sisters. The fact thar the high-
blooded often call themselves the “first cursed” has much ro
dn Wi[h l]n‘ tlwur\' tlf pnnm;,[cllitllru

¢ The Blessing of Caine: The next leading theory is
that the high-blooded clans or their founders were somehow
blessed or sanctified by Caine himself. Some say that the
Third Mortal sancrioned only their Embrace, therefore, only
they are his legitimate successors. Others tales say that the
high-blooded progenitors distinguished themselves during
their early nights (by countering the schemes of the low-
blooded, according ro most rales). Fervenr adherents to the
roads (especially the Roads of Kings and of Heaven) are
especially attracted to this theory, which brings with it the
promise of sanctification and [‘L‘TI\;IPH salvation from Caine,
the Dark Father.

® Treason in the Second City: The flip side of the
previous theory, this one argues that it is the Low Clans who
have been punished, more than the High Clans have been
raised up. Generally this idea goes back ro the destruction of
the second generation and the fall of the Second City, The
High Clans tell stories of the low-blooded progenitors (and,
usually, their ill-defined “broods™) murdering their parents
and drawing down the curses of Caine and his loyal
grandchilder. This theory is often used in conjunction with
the other two to magnify the divide between high and low.
“Nort only were we blessed,” the first cursed say, “but you are
doubly Damned.”
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The Brujah are warriors — bur always warriors
for a cause. The fierce heat of passion burns within
their cold, dead breasts and it drives them to
L’l]i]]]]]‘lnn causes [l]lll ]1’10\' I\L‘Iit'\'l.' can set [h(’
world to rights. When Caine slew his bother, he
threw the world from its intended course.
The horror that it has become must be
corrected, and the Brujah intend to do just
that. Each member of the clan has her own
vision of the way the world should be, and
she strives to make thar vision become a
reality through argument, manipulation and
force of arms.

clan start to repeat his mistakes and give in to their
anger. In despair, he left the city and was never
seen again. Carthage fell far from thar ideal, unril
even some of the demon-worshipping Baali were
welcomed within its walls. Soon, the other clans
acted under the guidance of Roman Ventrue to
destroy this abomination.
The Brujah have fought to improve the world
ever since, but the failure of their grand experi-
ment has made their blood boil ever hotrer. As
the centuries pass, the world seems to fall ever
further from what it should be. As kine phi-
losophies, religions and ideas multiply,
proliferate and die, the clan becomes more
divided as to what should be done to make the
“'L\I’itl I'iuhl — L\nli even as to \\'h."l.t rh'." TiL:hI
should be. Many of the younger members of the
L'I':II'I no ]l}l'l_‘_ft'r l'lL‘CL{ [l'lL‘ “'l\'Ll\ M Hi. i}ll“ll’ CILIL'I"‘.
Their blood calls to them to do something now,
not watch and observe for a few centuries until

In the earliest nighrts, passion was
not a trait of the Brujah. Indeed, the
founder of the clan, Troile, was actu-
ally Embraced for his cold wisdom. His
ability to asses the virtues of an idea

Hl'd |‘\ }11‘- sire .md t_{l’;in\ihirc, I [ll\\'L'\'\,‘T‘
in his long years banished from the sun,
he grew ever more remote from both the
humans of the First City and his own Q
childer. Whar few emotions he had left
atrophied completely. As he developed theo-
ries, his experiments to test them became
ever more cruel. He would use and sacrifice the
living and the Damned, just to satisfy an idle whim.
One of his childer, whose name is lost to time, could no Srr[_:_ REO—I‘YP ES
longer stand by and watch this cruelty. He dreamed of a world
in which the humans and Cainites had at least an understand-
ng. E\'l.'ll |]\L'H. I'IC 111.! lllul'll fhii[ genuine PC:[CL' was oo I'ﬂlli.rl'l
to ask. He tried to convince his sire to abandon his rurhless
behavior. Troile’s arrogant dismissal of the childe’s arguments

the patterns of society become apparent to them.
The elders merely shake their heads and recall the
misjudged dreams of their own youth.
Some Brujah follow the great philosophies and
religions of the past, while others adopt new faiths

The High Clans: 'l‘h(-\l,' cling ro some ideals,
to be sure. Too often, though, these ideals are
selfish and achieve nothing more than the ad-
vancement of a single Cainite at the expense of his

drove the childe to the very edge of frenzy, and he threw fellows and the world itself.

himself at his sire. Long out of practice in hand-to-hand The Low Clans: Some are dullards, worthy of
combat, Troile eventually fell beneath his childe’s fists and neither our attention nor of the effort it would
fangs. Once he had tasted his sire’s blood, the childe was take to disdain them. A few bring new ideas that

unable to stop himself drinking. Within minutes, Troile was we would do well ro.examine.
HGINeLC: Lasombra: These shadow lurkers are every-

From the shadows stepped Caine himself, his face
clouded with I“lll'\', “Never before has one of my progeny
drunk the very soul of another. | curse you ever to aspire to
yoursire's wisdom, but also to be prey to the very fury which
led you to this diabolic act.”

thing that is wrong with the world, locked up inan
animate corpse.

h’i'ﬂlkil\'iilns: \K-"’l]L'I'L' \\'i"ikll"l'll LII'I\'L'\ us to an-
ger, insight drives Malkav's children to madness.
You can learn much from their words, as long as

The childe rook the sire's name and position among the ;
you stay wary of them.

third generation. He assumed the burden of Caine's curse, but
alsostrove towards his own vision of a better world. His passion Toreador: Like us, they seek wisdom in the
seemed to spread like wildfire through the line of his childer, ays of man. Unlike us, they seem to find nothing
and ar first he rejoiced in their crusading zeal as they worked but distraction and games.

to make the world a better place. Ventrue: We hate them for bringing an end
In the city of Carthage, Troile (the younger) and his to our greatest chance to make this world right.

childer worked to establish what he had dreamed of in earlier We pity them, for they are unable to do anything
times: a society in which mortals and Cainites coexisted for

3 L 2 : but shore up the established order.
their murual benefir. Bur again and again he saw those of his
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and ideals with L'L]llill vigor and convince themselves thart the
salvation of the fallen world lies there. Some even jump from
idea to idea in search of the
one thart fires their imagi-
nation and drives them
toward a berter world. All of
them pursue theirideals with
a vigor and commitment that

(7

Wi NIIL] I‘HT d I]:]I'\lL'le'\I \\|'||.\<‘1LILT
o ?'il.l”lk'.

Sobriquet: Zealots

Appearance: The Brujah
h\l\‘k'iil“‘ﬂ\\ihlJ\L'ni]l]'ll‘n}_'f}lt'lwk‘.\l
of humanity for their childer, so
most of them are strong, well built
they tend
toward the ideal of fitness, rather than
simply transitory notions of beauty. The
women are striking, rather than beauti-
ful, for example. The clan’s adoprion of,
and commitment to, mortal philosophies .
and ideas keeps the Brujah in touch with 3
mortal fashion, and most dress in ways that \\ "
match rhe local area. Most tend to be
extremely near in their dress, as if perfec-
tion in attire could help their quest for
perfection in the world.

.ilh] llll[\t!hil\u. III‘\\'L'\'L‘I'.

Haven and Prey: Almost without ex-
ception, the Brujah choose to live amid the
bustle of humanity, usually in a city or busy
town. They pick places where exceptional think-
ers or believers make their homes. Often a sire
and childe haven together, with the sire mi*jvct—
ing the fledgling to long punmls of rtuition and
physical training. In recent years, small groups of
young Cainites with similar beliefs have set up com-
munal havens. Most Brujah prey on the dull, the
\\‘L‘;lk. the lgnorant or those who choose to take a stand
against the idea that the vampire espouses. The dull-
ards should perform some small service, even if they
can't see the truth.

The Embrace: The Brujah look for three qualities in
recruits: commitment to a cause, the intelligence to com-
prehend that cause and the passion needed to make it a
reality, Most choose their childer from the upper ech-
elons of society, assuming that the most capable can be
found in theirnumber. A small but significant number of
the clan, however, were low-born in life but showed
enough drive, beliefand spirit to attract the
attention of an undying Zealot.

Character Creation: The majority of the
clan takeseither Physical or Mental Attributesas
their primary group. Younger members of the clan
are slightly more likely to have Physical Arrribures
as their primary choice. Social Attributes almost #7]
always fall a poor third. Their Demeanors are often
cold and aloof, but all have Natures that are passion-
ate, even aggressive. Most have a decent balance of
martial Skills and Knowledges. The newly Embraced
sometimes have Talents as their primary group, as their

sires plan to mold the development of promising childer so
that they come to espouse the correct ideals. Most of the clan
can be found charging along the Road of Humanity, the Road
of Heaven or even the Road of Kings.
Clan Disciplines: Celeriry, Potence, Presence
Weaknesses: Thanks ro Caine's curse upon the first
diablerist, the fury of the clan's founder runs through the veins
of all Brujah. Their tempers are always close to the surface,
\\'}'IICI\ ln:il((‘.\ [l'l(.'l'll eVvVen more Fl'\‘ﬂ.l' to h’l'I’!:\" ti'lLI“ l'|I]L'l'
Cainites. The difficulty of a Brujah’s roll to resist frenzy is
always two higher than the listed number.
Organization: The Brujah have found so many different
ideals to espouse in the Dark Medieval
world that they find it increasingly
hard ro work together. Often a sire
\ (lnd her fledgling stay together for
) some years, with the childe acting
' as an apprentice to his sire.
The childe usually finds
hisown cause and sets
offalone topursue it
“’ht’rc\'t‘l’ |11‘
- thinkshbest, rather
My than waiting to
M be formally re-

I’

- leased. In some
major cities,
groups of

Brujah
W cather

every
few years
for grand

councils in
\\'IliL’l\ ('ilL‘l'l [‘ll[’ﬁ
forward his or her
view of the world and
the clan's role within
it. Sometimes they
achieve great things at
1}1{“40 L'l“]n('il‘i, iinii a
great and passionate
speaker wins over many of her
fellows to a particular cause.
1\ Ii‘rl‘l‘i‘rl‘n i’l]'.mm![. r]"u“l!.{h.
they become week-long
(_‘.\'L'I'L'I.\L'* il"l L'irl_'lll';lr
debates and all-out
conflict.

Quote: With
the wisdom of afewmore
years behind you, you will
be able to see why what you

propose is wrong. I truly believe

that my way of addressing this chal-
lenge will achieve the best results for us
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CAPPADOCIAIL

For members of Clan Cappadocian, bloodline is
often as much of a philosophy as it is a lineage. The vast
majority of Cappadocians are fascinated
by the concepts of death and undeath
— most specifically with what re-
mains once the eternal soul has left
the body. Some were scholars in their
mortals lives, while others were men

gty ‘:‘\...-

of faith or philosophers. Such inquisi-
tive natures remain vital even after
the Embrace, and although the
Cappadocians’ bodies resemble those of

are rumors of lL'IIl{‘|L'~ more secret and more

f terrible still, including buried necropolises of
ages past.

Wirth irs broad scope and well-trav-

eled members, Clan Cappadocian has

Cainites all over Europe and even to the

south and east. Coptic monasteries in

Africa are havens to Graverobbers, as

. are the courts of pashas beyond the

Levant and even the halls of rhe

73 2 Giovanni, a Venetian merchant family

4 rumored to be skilled at the arts of

the dead, their minds are quite alive with
the metaphysical secrets of the night. Their
studies and obsessions manifest most
potently in their twisted Discipline of
Mortis.

NETRES

Within this archetype, however,
these so-called Graverobbers vary
widely. For every one who was a
priest following the events of the
Crusades, there is a clanmate who
was a knight fighting in those same
holy wars. While the Cappadocians
are not politically powerful as a clan,
they do earn their place among the High Clans with their
knowledge, wisdom and contacts. The most politically

s
%

acrive act as advisors to princes, viziers to mortal kings
and even tutors to royal families, while the scholarly more
IYIWLH”S' h.‘lﬂl‘ll monasteries or Plllnk]t"{ grav t'\':”kl.‘ﬂ FHT' II]L'
“subjects” of their inquiries beyond the veil of mortality.

The clan is suspected of originating in the depths of

Anatolia or Armenia; several clan legends mention desert
sands, subterranean cities and rolling plains. The progenitor
of the clan, known only as Cappadocius (“of Cappadocia”),
gives his childer great berth, merely asking thar they uphold
the quest for answers to the undead state. Scholars believe
that many Cappadocians either spend their nights in the
cold arms of torpor or have immigrated into the Saracen
East, as Cainite history implies thar they were once far more
common than they are tonight.

Although they are disorganized and far-flung, many
revere knowledge and congregate at certain timesin temples,
libraries and universities. There, they consult with one
another on whar they have learned, trading secrets and
blasphemies, sainted truths and gossip. The clan’s spiritual
center is said to be in the great temple at Erciyes in Anatolia,
where Lady Constancia acts as priestess and oracle, and
where fragments of The Book of Nod were gathered at the end
of the 12th century. Despite the fact that no outsiders
very few Cappadocian neonates

and

have seen Erciyes, there

III‘L"ThT[{“'lL'\‘. IT 1S da t‘(‘l.‘\‘]lllll‘“]ll’ill\ L’ill]].
with as many of its members claiming
humble origins as hail from noble or
clerical stock. To the Cappadocians,

a keen mind is more important than
breeding, and any Cainite with an

O || inquisitive nature earns the esteem of

| his sire and peers.

Other clans often regard the
Cappadocians as secrerive and morbid,
which is true to some extent. Indeed,
their practice of Mortis and related stud-
ies require patient research and a plentiful
supply of dead flesh. Members of the clan have been
known to cloister themselves for decades, emerging from
their laboratories and havens only to procure sustenance
and subjects for their experiments — often one in the
sdme. l%L'HL'JI'[Il |h|.\ \I':lrl\ ‘GI\IL’. E]l)\\'t'\'t'l" llL"\ d Serious
spirituality in many Cappadocians. Although their prac-
tices tend to make them cold, alien and withdrawn from
the mortal world, they delve into mysteries thar lesser

Cainites and kine couldn’t begin to fathom.

STEREQTY
The High Clans: Our station is among them,
but [ don’t recall ever being offered a choice.
The Low Clans:

thy, I probably wouldn’tspare any for these mongrels.

Even were [ capable of sympa-

Brujah: Too many of them have forgotten the
first half of their roles as philosopher-kings.
Tzimi

teries th‘\.' seek are mer

They are cruel and deluded; the mys-
y of the transcendent flesh.

Ventrue: Arrogant and vain, but nonetheless
strong l&‘.i\]k‘l’.‘ made stronger ]‘\' our own counsel.
Their positive qualities are often offset by their
selfishness, however.
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Sobriquet: Graverobbers
Appearance: Afflicted as they are by their clan weak-
ness, the Cappadocians all exhibir a ghastly pallor
and emaciated frames. Many try to hide this

corpselike appearance, though it is not so pro-
nounced in some cases. Thc\' tend to affect the
garb of their station, from rhe cassocks of simple
monks and scholars to the fine robes of a cham-
berlain or even the rotting rags of a gravedigger.

Haven and Prey: Cappadocians usually®
make their havens away from the mortal world
and even other Cainites, where they may
study inseclusion or conduct morbid experi-
ments without unsettling other residents.
:";Lll.h 11-'1\'(‘“* Inc IIILIL' LIIHH.‘\(’L' (I'[i”]]l‘(’l—.‘; of
castles, out-of-the-way monasteries, ne-
glecred cellars and Roman-era sewers or
cisterns.

Of all the High Clans, the Cappadocians
are probably the least exclusive when it
comes to choosing prey. Indeed, many
Cappadocians see the Kiss as little more than
a function, and they deny the emotional
charge it gives to both predator and prey. Few |
Cappadocians have any reservations about
f‘i.“.'\l'l”_!_: t.l'l nm dl]l[tl;l]\ or even L’UI‘P.’*L?'\'. ]-‘llf I‘I'L'.\i-]\
human blood is still more delectable. When Ihc\' do
feed from mortals, Graverobbers are often as unobtru-
sive as they are in Cainite society, discreetly feeding

/

from the dregs and untouchables of humankind.

The Embrace: Being possessed of somewhat
morbid mindsets, the Cappadocians usually Em-
brace those who are interested by death or work
with it in some fashion, or those whose scholarly
talents may be turned to the Graverobbers' own
intellecrual and spiritual pursuits. Soldiers, priests,
h‘.'rl”l'“‘ !‘ltf_:l’llllh, L{I’i]\’L’\ii}._{‘.lL’l‘?" ilnd .';llppﬂ.\'{:kl
witches have all been Embraced into Clan
Cappadocian. Additionally, the clan seems in-
clined to less of the European prejudices than the
other clans exhibit, Embracing such far-flung folk as
Persians, Moors and other foreigners.

Character Creation: Mental Attributes and
Knowledges rend ro be primary among Cappadocians. /%
Concepts, Natures and Demeanors lean toward the
il\[l'*.“[‘l.‘l.'l.i\'k' and cnlltcnli‘l;lll\'t‘ while
Virtues lean toward one extreme or
the other, cither very developed or
callously ignored after the Em-
brace. Backgrounds, like other
aspectsof the Cappadocians’
personalities, usually fo-
cus on ln:llv(lnj_: the

g
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Cainite self-sufficient or at least well regarded by others.
Thereare Cappadacians on every major road, but most tend

toward the Roads of Heaven or of Sins. The clan’s most
spiritual and morbid members follow their own
Road of Bones.

Clan Disciplines: Auspex, Forti-

rude, Mortis
Weaknesses: The
Cappadocians bear the
visage of death, which
makes their skin appear
coldand corpselike. No
matter how much vi-
tae a Cappadocian
imbibes, she never
shows the “flush of life”
that other Cainites may
choose to display. This grim
condirion also exacerbates
with age, and some of the most
venerable Cappadocians liter-
ally resemble nothing so much
a5 -“hl'l“'ll\'t'ﬂ L"ILIEl\-'L'T‘*. l.}lﬂ']‘
- -culties of Social rolls for
Cappadocians — any roll in-
volving a Social Artribute —
increase by one.
While
Cappadocians may seem soli-
tary, their inquisitive nature
leads them to seck at least cor-
respondence with others. In
some cases, they form fraterni-
ties or societies of like-minded
scholars, while others form co-

Organization:

teries whose journeys may lead
to the recovery of a lost relic.
Others are simply cabals of fel -
}UW ilitl,'”ucluul.\ \'.'110 share
their observations. The clan as
a whole has no formal hierar-
chy (although most voice
respect for the priestsat Erciyes),
up to individual
Graverobbers toprovide for their

SO It 18

social urges individually.
Quote: [sourundeathacurse
or an exaltation? No easy answer
exists. It is the question that has
plagued us since God castout Caine.
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LAJOINBRA

Lasombraclaimed vastdemesnes inal-Andalus,

Deviousand refined, the Clan of Shadows sees irself
signaling the dawn of a shadow war with
entrenched Christian clan members

as the superior bloodline in a world gov-
erned by superior blood. Lasombra

believe that whereas the Low already in residence. Even the Amici

Clans exist to shoulder the bur- ; ‘X Nocus (“Friends of the Night™), the
den of Caine's curse, the High Clans A , 1 _ secretive ruling council of the clan,
— led by their highest clan, natu- JJ*@ ; was split by religious differences: Just

0
rally — funcrion as the inherirors of P as many clan elders supported the

his majesty. They are the embodiment of mortal Reconguista as railed against it.
Divine Right, and the absolute epitome of The Christian faction mounted a “Shadow
Cainite existence. As a result, the Lasombra Reconquista” ro eject their Muslim clanmates and
accept no other Cainires as equals, although the tide of mortal fates have turned their way in
they readily admit that each clan has its recent times. Rumor has it thar Montano has
place in Cainite society. That place simply brokered a secret accord to ensure that Muslim

lies beneath that of the Lasombra. Lasombra who accept the mounting Christian vic-

From irs earliesr nights, Clan Lasombra has tories (and abandon their Muslim allies of other

been associated with the lands around the clans) can maintain their domains in the expand-

Mediterranean Sea, where the clan’s founder ¢

is said ro have been bom and first brought I

i.~|v.~, mganinu “‘l_'[li], ][.I]\', NslTlh .'\T'I'ic;l b
and Byzantium. The center of this dark do-

astle of Shadows) in Sicily, S-—] ERE()—[‘YPES

wherein the Eldest himself is rumored ro lie in fitful \]u‘|\. Taothis

ing Castile-Leon. If this agreement does exist,
there are certainly |_k|.-uml*l':| W hn.i reject L, suc h

. . ciliass Q T T,
into undeath so many millennia ago. Since as the zealous Sultan Badr of Granada.

Although they are bitterly divided over
[beria, Christian and Muslim Lasombra find

then, hisdark seed has creprourward, touch-
ing all the surrounding coastal lands and

main is the Castel d'Ombro ((

: : A The High Clans: Those who fancy themselves pre-
night, pilgrims of Lasombra’s line come from all over to visit the

shadowy isle in search of an evening's discourse with the patri-
arch of their blood the Cainite king of kings or his

venerable regent, Montano.

tenders to the Lasombra throne. What more need be said?
The Low Clans: In everysociety thereare those who
lead and those who must follow. ”Tht‘\" donotlike it, rh:.'y
- : : can always return to the leprous pit from whence they

One characteristic endemic to the Lasombra character is 3 - A -
came. It is high time that the underlings of the night

LlllI11\;!|I:|}‘1L‘J["[‘\'!HL‘h':l']‘\‘\\'\‘ll'il1<|“1[\I1I\'E'I:IL]I.\'I'lll‘. From the : T g ! : . 4
' recognized that they have masters in eternity.

hushed quarters of cloisters to the glimmering halls of royal rule, .
Assamite: "Tis a shame that the Children of Hagim

/e not learned from the failings of their contemporar-
I]’l |]]i’l}' |l‘l'\'\ll', Iht"" hil\'(.‘ hL‘Cl"[llL‘ as l‘llﬂtl as lh\!ﬁt‘
gainst whom they would spend an eternity at bitter odds.

Lasombra seek ro entwine their shadowy tendrils around every
realm of influence available to them. According to clan lore,
however, such ambition is merely the outward manifestation of
their internal struggles. The Lasombra claim that it is their curse

to exist as erernal conduits to the Abyss itself, that they might
be ;‘ut'}‘clun“\ confronted by the inner darkness of the undead
form. This curse has given the Lasombra an instinctual aware-
ness that undearh is much more than mere feral subsistence, and
many seek their own mastery of this eternal conflict through a
reconnection with rthe divine. One clan rendency feeds into
another, as spiritual revelation drives many Lasombra into the
arms nT'th'( ] wirch rhr grearest \Ii'l‘_’ll' source of power in the
Medieval world. As such, the enrire monolithic organizarion,
from its lowliest parishioners to the papacy itself, crawls with the
machinations of the clan and its numerous mortal agents.
Indeed, many of the clan’s most prominent members are those
wirh the strongesr ries to mortal religious insritutions, such as
Archbishop Ambrosio Luis Mongada, a Castilian ancilla with a
oreat deal l"‘]"l‘»\\'l.'r across the clan.

The spread of Islam throughout the Iberian peninsula,
however, saw a terrible rift appear throughout the clan. During
the golden age of the Cordoban Caliphate, many Muslim

Brujah: In taking up the sword, they passed the
torch of scholarship to those better suired ro such pursuits;
a decision they rue to this very night. Indeed, it would
seem that the Zealots spend a great deal of time nursing
regret.

Ravnos: Graciously welcome one into any court at
which you may be an advisor, then graciously watch asthe
Charlatan tightens the noose around his own incompe-
tent neck.

Tzimisc » epitome of the vampiric noble-sav-

although typically a trifle heavy on the savage part.
Watch their war with the Tremere Usurpers closely, for it
may determine our outlook regarding further interaction
with these warlorc

Ventrue: Alwaysstay at least one stepahead of these
Teutonic curs, and at all times, lead them to believe that

they are at least three steps behind you.
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common cause in hatred for their clanmates in the Cainite  prize Mental Arrributes and Talents most highly, followed
Heresy. While the notion that the clan itself is of superior  closely by whatever traits the vampire requires in order to excel

breeding appeals to even religious Lasombra, they draw the line at his duties. Although many Natures are appropri-

at the system of beliefs those in the Heresy adopt. Lasombra ate for Lasombra characters, those that favor
ambirion or guile (such as Autocrar or Peda-
gogue) are the most common. Influence

b 3
iil‘IL] }\L'\\ WITCES Are COmiInon Iﬁ. lL‘L&‘_:!'l PlIHL]“

Heretics have proven both subtle and powertful, and they
comprise the majority of the Crimson Curia that rules
Ilmt twisted church. Howex rl'.ﬁuuclhvl'uu'm death of
N;IIM'\ of \-l‘Hll ¢, one of I|1L' \t‘Lt\ meost |"['LII11EI1L'I1E' ilIll\‘l]l_’:\i.i_l:i\lL']'h,'.l?-\.ll'L' t'lTht'! ["l\lll;llll
or Mentor, but rarely both; Lasombra
do not appreciate being openly vassal
to anyone. The majority of the clan

Lasombra, the Heresy has suffered many losses and
found irself in a stare of rurmoil. Some feel thar the end
of the heretical movement may now be in sight, and
walks either the Road of Heaven or the
Road of Kings, although a dedicated
few preach the clan’s own puritanical
Road of Night.

Clan Disciplines: Dominare,
Obtenebration, Potence

pious Lasombra are leii;ltm;: putring J.‘\id\' rlu‘u'
sectarian differences in order ro crush the Her-
esy once and for all.

Sobriquet: Magisters

Appearance: Lasombra hail almost ex-
clusively from noble families, particularly
those of Iralian, Moorish or Spanish extrac- Weaknesses: Magisters cannot
be seen in mirrors or in other reflective
surfaces, such as pools of still water or

tion. Features are often fine and well-bred,
with dark or olive skin draped in the finest
raiment wealth can provide. The exception to quicksilver. In addition, as creatures of
this rule lies in those Lasombra connected with holy

orders, who often dress in vestments or other simple

darknessandshade, the Lasombraare greatly
pained by the garish presence of bright light,
and they suffer an addirional
level of aggravated damage
from any exposure to sun-
light.

artire as befits their service ro God.

Haven and Prey: Often born into wealth,
many Lasombra take refuge in the manors or
landed estates of their own mortal families.
Some Magisterssimply engage inaclevertrans: Organization: On the
ferof title by masquerading as theirown inheritors whole, the clan’s organiza-
after their transition into undearth, allowirig tion is a structured one, with
them to retain pecuniary control over any positionoften stemming from
former holdings. Such maneuvers also allow a combination of factors such
for convenient feeding, as significant num- as age, ancestry and pastaccom-
plishments. Although few
L|L'L'l\'h ms Thktl .1“’1‘([’ I]IL' entre CIJI\
are made in formal gatherings, the
presence of the Amici Noctis pro-
videsanoverarching semblance of

order for the clan at large. Specifi-

bers of live-in mortals are required to
maintain such domains. Lasombra lurk-
ing among churchmen often feed from

the lay of the congregation, although |
some feel a compunction against this
sort of behavior and seck out sinners to
punish with feeding. cally, the Friends are responsible
The Embrace: Lasombra typically for the disposition of the Courts of
Embrace from among the most highly Blood, a method of clan jurisprudence

regarded members of whatever society whereby one Lasombramay call for the
they belong to. In these nights, this

distinction includes individuals of title

blood of another, petitioning the
Friends fortheright tocommir the

and station or (equally as often) men Amaranth. Otherwise, much of

and women of the cloth. Innate apti- clan policy is established in pri-
vateg }]‘ﬂlli\'l.\}‘('T\\'('l'”.l‘l]l!_'}t
Lasombraand hisvisitors, orin

secret, between a trusted Mag-

tudes are highly regarded as well, as
the Lasombra tend to view the Cainite
condition as merely a magnification
of an individual’s latent capabilities.
Many Lasombra take pride in those

ister and his Cainite liege...
or |1n.‘\..

Quote: Nawrally, |
Wi 4(M [rillxe’ [o h.‘ of assistance,

whom they would Embrace, woo- e,
ing their would-be childer for
l”](I :\'llHT't”'&_:HH[L'?” 5 ”!{ji'L'(!([
L'r-ilijn‘”mgum'. Whether ornot 1
can convince his Lovdship of yow
mnocence is another matter. Perhaps if

n‘u!n[hn}t' cvenyearsatatme.
Indeed, the length of this dark
courtship is a good indication of
the sire's esteem for her fledgling.
Character Creation: Magisters there were good enough cause for me to

respect ﬂT'Il\'t'.\'t'L'”l'Iu‘l'. Therefore, they intercede on your behalf. ..
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times L’UEHI";II‘L'\] o .\IILEL]L‘I][\ I'k'l‘llcmht‘rll'l‘.: o
breathe, is supremely intoxicaring.
The quest to regain this rush de-

The moment the blood of Caine
flows through a ﬂcd_t_:[tn}_:. his

daysasa human are over. Each
new night edges him further stroys the weak of will, but others
away from his living roots. can use 1t to regain some owner-
Of all the clans, the
Toreadorare the most

likely to fight against

ship of their damned souls.
Tllt"l'{"\ll't‘. Ihl‘ C |.|I‘: cone-
rinues to move amidst morral
that distancing from society, courting the finest arti-
mortal society, keeping sans, the wisest scholars and the
themselves close to their most ralenred artists. From them and

prey. Understanding and

maintaining relationships B
'Qs

oo

059/

their work the Toreador are able to
gain an understanding of human-
ity and its troubles through every
century. This keeps a small spark
of what they were alive in their dead
forms. While other Cainites are left
behind by changes fashion, language
\i.lo:"b’ .]nLI Lllhllrt'. 'IT(' I l'I‘L‘:Kll'l‘ can con-
,gg tinue to socialize with, and subtly

with the kine helps them
keep a rein on their Beast,
or so they reason.

That, at least, was the belief
of one of the three vampires of

the Second Generation. He
saw others of his generation
and their progeny grow ever influence, their prey.
further from the breathing folk who Toreador remain vampires first and

|U[L‘[llU.\I, hi Wever, ;md II‘H.' sdme curse

had spawned them. Caine himself ]
Lo
0,

Gl

thatafflicted Caine afflicts them. Few can
resist the chance tomanipulate the people

came to his childe, and expressed
his frustration with the incompre-
hensible kine and their now-alien
viewpoints. His childe promised to bring
h“n an answer ro hi‘; Il]i\\'ry.

around them, setting one group of artisans
Or SC hnLn'a :I}_:.Iill‘-l .lrmrhrr or competing \\‘il||
others of their clan in the area to see who can best

The childe chose one of the greatest of the artists among
the humans, one Arikel, to be the instrument of his solution.

She labored for him every night, crafting an expression of the STE RE()WP ES

mortal plight in Enoch. With Caine in attendance, she

unveiled a mural of stunning beauty, which the legends say The High Clans: Sometimes our rivals, but
brought into stark relief the relationship berween God's curse neverourequals. They failed to heed Arikel’s lesson
upon Caine, and his race's eternal problem in controlling its andsowill never have the ability tosurvive amongst
Beast. In their anger, Caine and his childe never saw the final our prey as we do.

secrion, which showed how Arikel thought the vampires The Low Clans: What they find worthwhile in
could retain something of the human soul. Caine destroyed the squalid depths of humanity I'll never know. The
I'|\L' I1'tLI]'.I.| .m‘l III‘dL‘I'L'Li |1i$ L'hildl‘ (8] l!ii]in. the artist LlT\'. []m,d. IhL‘ U'h'.l‘.f" [hu pl‘ilﬂll‘i\'u.’ ']_hcn" are Ii|]||_- l'\u[[ur

Looking at the dying husk of the artist, the Third Mortal than beasts themselves.

spuku: “Asyou have distracted me from important matters, so Brujah: Their intellectual interests and com-
shall your attention ever been consumed by that which you mitment are laudable. Their inability to focus their

deem beautiful.” He then ordered his childe to Embrace her. energy is their failing.
Such was the power of his blood that every member of Arikel’s

sttt Lasombra: Dangerous opponents and worthy
line felt Caine’s curse.

friends. Existence would be poorer without them.

Toher ¢ hiln]l'f'. ht\\\'l.'\'t’]" A\Ill'\kl ill‘l‘ ]‘r;!“L‘d Il\L‘ secret of
controlling their Beasts: Through an appreciation of beauty,
they can continue to understand what it means to be human.
Every rime amemberof Clan Toreador seesa truly outstanding

Nosferatu: Ugly wretches who, if they weren't
so useful, would make excellent sport for those of us
who enjoy the hunt.

Ventrue: Ruthless and competent rivals, whose

work of art or another supremely beautiful thing, she feels a _
arrogance is actually a strength. Never let one know

rush of passion that reawakens the emotions that the Embrace

atrophied. This sweet reminder of the pleasures of life, some- that she is your enemy.
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cultivate their chosen part of society. Many of them argue that
these manipulations give them a greater insight into the
human soul, which makes these acrs not only justifiable, but
necessary. As they age, this tendency only worsens, and the
games they play with their mortal toys become more and more
extreme. Many see beauty in the patterns of destruction on the
battlefields and in the suffering of those whose loved ones are
killed in these petty skirmishes. After :1“, these experiences
too are all part of the human existence they must not forget.

Sobriquet: Artisans

Appearance: Theclan’sappreciation of
all things aestheric and its close rela-
tionship with the mortal herd
means that most Toreadordress
in the finest clothes, made by
the best local tradesmen.
Nighttime fittings might be
inconvenient, bur few
clothiers are able to
turn away one of the
charismatic and in-
fluenrial Artisans.
The members of
the clanare,on the
whole, as beauriful
as their clothes, al-
though that beauty
sometimes reflects the aes-
thetic values of a bygone age
or foreign land once dear to
that Cainire's sire.

Haven and Prey: Toreador make their
havens among the upper echelons of society: -
those who can alfft rrd topay rnr art anda .\'i:t:ii}'\]L‘
collection of books. Many maintain town or city §
homes to which they add secure and comfort-
able cellars in which to spend the day. Artisans
are faddish about their eat ing habits, a]\cndin}: a
month drinking from the local whores, before
devort inga L‘ntlplt’ of weeks to Lll’l['ll(l['l\_{ from the
family of a local lord, for example.

The Embrace: The clan chooses the most
beautiful and socially adept people for its
fledglings. An appreciarion of the fruits of
humanity in life isa prerequisite for main-
taining that humanity in death, after
all. Grear scholars, scribes and artists
also make for B od childer. Artisans
rarely Embrace from the peasantry,
although they often choose arrisans
and craftsmen. They sometimes even
take members of the Church into
the clan, particularly those who
were more concerned with secu-
lar affairs.

Character Creation: The Torea-
dorvalue Social Attributesand
“!\E‘iiiti\'ﬁ I!l.'\'nlhl all t‘IHL', :ll-

though some regard is given to Talents. Some choose
Knowledges as their primary Ability group, though. Back-
grounds such as Domain, Rerainers, Herd and Resources are
very common. The Roads of Humanity and of Kings are the
Toreador’s preferred journey through the night.
Clan Disciplines: Auspex, Celerity, Presence
Weaknesses: Caine's curse upon Arikel is still strong,
and all members of the clan are prone to distraction when
confronted with a
thing of beauty.
Whenan

Artisan

L]

L

encoun-
ters music, a
L piece of art, a per-
SON OT even an
ideathat meertsthar
criterion, she becomes
fascinated with it and en-
ters areverie that may last for
hours. The Storyreller decides
what triggers this rapture, but the
player is allowed to make a reflex-
ive Self-Control or Instinct roll
(difficulty 6) to resist it. Unless that
roll is successful, the character re-
mains enrapt until the end of the
scene or until the object of the
reverie leaves her presence. While
under this raprure, the Toreador
may not even defend herself, al-
though an artack allows the player
to make another Self-Control or
Instinct roll.

Organization: Artisans typi-
cally keep in regular contact with
clanmates in their vicinity. These
meetingsare hardly friendly, though
— they are more akin to social and
intellecrual I"'."l'lL',L:I'l!IlHLl\', The
most influential of these gatherings

occur in France, where the Courts of
Love — once a venue for Toreador
N socialization — have become the ruling
“wme< structure for vampiric domains,
Quote:. I thinkyou'llfind thisevening’s
entertainment quite fascinating. Some of the
minstrel's songs remind me of the days when. ...
Well, you'll hear, and then we'll decide who has
had the more profitable vear.
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“No man may take what we have claimed for

From the earliest nights, the Tzimisce have
haunted the European east, laying claim to north-
ernmarsh and southern mountain, fertile plainand
trackless forest. The koldun — the clan’s witch-

our own we are the very soul of this land
Tzimisce sires whisper over the ritual graves of
theirchilder. Thisis true. What isalso true is that

priests and lore-keepers — have preserved the holy ties of earth and blood are no

[|\L‘ I;l|(‘ n!r hn\\' I'hL‘ Elxlu‘.\'r. \‘ulihll‘\' ‘llhi l““'\‘!n cn”“‘ul" “ [I."‘l T'I“m.“‘r “I\h to

ateane. tattied his back on thie-tuiti bis survive, they must unite beneath a hand
siblings’ power-struggles had made of strong: enough to shape' them. a5 thiey
the Second City and went into the
world to build a dominion of his own
shaping. He came to the mountainous
heart of their homeland as though
called, and there he sertled. He laid

deep roots and forged pacts of blood

have sought to shape their world
Sobriquet: Fiends. (Somekoldun

and more scholarly members of the

clan refer ro themselves as Shapers.)

Appearance: It is the rare Tzimisce
that can be described as normal. Either
derived from revenant breeding stock
(see p. 286) or modified through their
land in a sacred union. God- flesh-sculpting Discipline of Vicissitude,
touched rthrough rtheir Fiends tend to be shockingly beautiful
unbreakable tie to the earth, the or stunningly hideous, with very little
clan both ruled and served, offer- middle ground. Alterations in
ing sacrifice in the blood of the Tzimisce directly involved in the
men and beasts within their do- conflict with the Tremere tend ro
main to renew the earth, and be of utilitarian, martial nature
(semi-permanent “natural armor”

and the like). Adherents to the

paying the price from their own
strength when that was not enough. This dual-
ity and symbiosis persisted for millennia, and the Tzimisce Metamorphaosist change-culr twist themselves into what-
were unconguerable within their homeland. ever form best expresses the god within. Elders lean toward

All things come to their end. modifications that inspire awe, desire or fear.

In these nights, the Tzimisce are beset from all sides. From
the very heart of their homeland, the sorcerous Tremere have

violated both Tzimisce blood and domain and have provoked S- -ERE -).. PES
the most vicious nocturnal war since the fall of Carthage. In the l (~ I I

north and west, Germanic Ventrue have taken the opportunity The High Clans: Peers! do not have peers,
to invade territories left vulnerable by the struggle with the childe. There are those who cover what we possess and
Tremere, assaulting pagan enclaves in Livonia .unf_l.nlm;ml;l those who know their own place — and very little in
through crusade and undermining the weak-livered Kingdom of between.

Hungary with commerce. Worse yet, within the clan, hereditary The Low Clans: Those who know their place. For
A8l o . « .

rivalries and fresh resentments sabotage any attempt at unified the most part.

action. More and more of the clan’s eldest broods Lll.\nllt'ur:tlc y S .
Gangrel: Our Veela, our Valkyries, our fierce and

merciless |":.1L'k of wild hunters. Respect their feral self-
knowledge and the raw savagery they bring to our

amid petty struggles for power, and precious knowledge is lost
with every koldun who falls.

- -ce Dride s recd - 10} i s, 101
Tzimisce pride is the red-hot goad that has blinded them to cause. If we must share our homeland with any, better

these than the thrice-damned Tremere or the carrion-
eating Ventrue.

their own failings, to the undeniable fact that there are forces
arrayed against them that can finally drive them ro their knees.
Within rhe most stable domains of the voivodate, unlife contin-

_ R emere: Kill them. All of them. Do not waste
ues in traditional fashion — elders rule their childer, their

time on lessons they should not live long enough to

childer scheme and serve in the hopes of earning favor, and they
- appreciate.

SITE « rﬁ-xprin_l_: of ||w1r.\\\'rl who do the same. Amc ng t|1umt~¢1\'w.

! - » . F. — - - g r 3 .
the Tzimisce still value what they always have: respect for (and Ventrue: Know this — our struggles with the

Tremere are but a passing dalliance compared to the
conflicts we have known against this clan of would-be
kings. Never submit to the dominion of a Ventrue

submission to) their elders, concemn for personal honor, adher-
ence to the demands of the family hierarchy and, above all else,

a fierce love of and devorion to the homeland. : PoLe. \ 3 ”
while Tzimisce blood still runs in your veins.

===y .DARKAGES:VAMPIR
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Haven and Prey: The Tzimisce claim one of the largest territo-  are the aspects of the Road of Heaven that glority the tollower. Few
ries in all of Europe, from the isolated hinterland of Livonia nearly to - Tzimisce profess any open allegiance to the Road of Humanity,
the walls of Byzantium. Their havens and herds are likewise diverse. In ~ lest they incur the wrath of their brethren, (especially the hardcore
the pagan north, where some Tzimisce elders are still worshipped as  monsters who follow the cult-like Road of Metamorphosis).
gods, richly sculpred remples, sacred hills and groves, and blood-cults Clan Disciplines: Animalism, Auspex, Vicissitude
of mortal devotees are not uncommon. In the nominally Christian- Weaknesses: The Tzimisce are arguably the most terri-
torial of all the clans, sharing as they do inviolable ties of
blood and spirit to the land they rule, When a Tzimisce

rests, he must surround himself with at least two

ized south, the Fiends tend toward less blatant displays, dwelling

in fortified country manses and reigning as the cruelest
landlords local villages have ever suffered. Consciously or
otherwise, many Tzimisce place their havens near the
summits of hills, one of the primal confluences of earth
and sky in pagan koldun belief. Tzimisce cherish elabo--
rate protocols of hospitality, feting those whom they
invite into their domains as princes and punishing

handfuls of earth from a place that was important to
him in life — usually either the land of his birth or
the soil of his grave. Failure to do so halves the
player's dice pools every night that the vam-

pire has not rested in appropriate earth.

trespassers with a viciousness that eamed the This halving continues until all ac-
s g

reputation they enjoy.
The Embrace: Traditionally,

voung Tzimisce are selected from

tions use only one die. Eight hours’
3 FCest :mm] the spccml it\ii negates 1t

Organization: The Tzimisce
among the clan’s revenant min- are hierarchical, but they do nor

tons and groomed for the Embrace tollow the rigid feudal chain of

from a young age. More rarely, a

lord and vassal. Rather, the
particularly gifted (or lusted-after) in-

Tzimisce are familial, nearly
tribal, in nature. Most
Tzimisce families consist of
asire and her brood, buteach

dividual caprures the artention of a
prospective sire, or a koldun suggests that the
auspices are right for enlarging “the family.”

The war with the Tremere and other inter- ' of these families is connecred
lopers has added a more practical impetus to

to many others, There-
many recent Embraces, however, More war-

fore, many regions of
riors than “brides” or “pets” are selected in’ the east are domi-
nated by networks
of blood relations
descended from

these nights and in greater haste, Even so, when
at all possible, Tzimisce sires gift their fledg-
lings with rhe funeral rites believed to
cement the new childe's holy bond

a single indi-
to the earth.

vidual.

Character Creation: Most Within
Tzimisce are Eastern European t h e
inorigin— which cab fam-

be rII]\_'Tl'llIIL{ from a

il‘,'. the
pagan Baltic tribes-

L'I\lk‘r re-
FET

man to an erudite
Greek monk. Men-
tal Arrributes are
usually primary.
Domain is the
mostcommon
Background,
though Mentor (in the form of
one's sire and immediate family),
Retainers (most often revenant

cetves great
respecras thenaru-
ral center of the
household, while her
childer compete murder-
ouslyforacknowledgement,
advancement and affection.
Rival families often maintain
running vendettas across the
centuries, are similarly mur-

underlings or Vicissitude- derous, governed by

sculpted human or animal maddeningly complex
social protocols.

Quote: This

earth has drunk our

ghouls), Herd and Resources
are also popular. Most
Tzimisce believe,

quite simply, bloodformoreyears

than your small
mind can compre-
hend. This is my
homeland, and I shall hold

it or die trying.

that they were
bnm to [llIt',.‘\( ]
the Roads of
Kings is popular as
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\I ||1L‘ L‘nd_ [h.;rc “-||[ |va war. \IUTT'I[H u[\';[k Plll[ th‘ CUTHIPIinI\ of [it!l_' anc .lI]L] Ehl‘ II‘lL{nlk‘l‘LL'k’ Hi\
of the Barttle at Armageddon, : the Long Night are not easy to shake off. The clan’s
Gehenna. Either way, there will come a warriors clash with one another as often as they do
night when drawn swords and
mustered armiesareall that

with outsiders, either in pvmuul vendettas or
under the banners of one of several
stand berween the great Ventrue factions. And still
nli'lt'l’.‘- retuse to return to Il'l*.'

warrior's ways. They seek power

Damned and the saved.
The Ventrue take rhese
PI'L‘\“&IIUI‘I.‘-\ as lhl.‘lT
marching orders. They

in commerce and intrigue in-

stead.

are the fearsome The greatest Ventrue

knights, noble warriors factions are the Normans
who follow Mithras, Prince

of London and Monarch of

and empire-builders of \
Caine’s get. Let others

“rule” as priests and po-
tentates. When the last
bartle comes, I}u‘y will
beg for protection like

the Baronies of Avalon, and
the Germans, under Lord
Hardestadt of the Fiefs of
the Black Cross. Both
courts rally around power-
ful Methuselahs and claim
whole swaths of Europe as their

Accordingtoclan legendry, extended domains. Various merchant
the Ventrue founder was the first childe of Enoch, el- princes who have been carefully constructing their
dest of the second generation. Therefore, they are destined by~ leadership around a system of money-lending and coopera-
special mandate to carry the mantle and the burden of tive guilds are strong as well. This new class of Ventrue still
leadership. remains a strange aberration to many of the more rraditional

all others cowering be-
hind the arrayed Ventrue
knights.

In more recent night, the Ventrue identify strongly with ~ elders, but the power of these guilds is a force to be reckoned
the late Republic .mdlv;niy Roman Empire, looking ln._]ulill.\ with. Other Ventrue warlords and nocturnal dukes stake
Cesar and others as grear exemplars of the warrior-king ideal.
In the later Empire, however, the decadent Lasombra and STEP\EOWPE%
addled Malkavians were surely closer to the heart and soul of e
the Eternal City. The other clans rub the Ventrue's face in this The High Clans: Nobility isnotsimply in the blood.
transformation every time they call them “Patricians,” the It is in the deed as well.

name of the Roman noble families who became an inbred The Low Clan
privileged caste.

As long as l|'1\‘\' stay in their pl.ltu,
they have a role to play in the bartles ro come.

The Long Night was not a grand time for the Venrrue, Assamites: Our counterparts among the paynim,
either. Skill at arms was hardly unnecessary in the period after they fail to understand the battles to come. Their hold on
Rome, bur the get of Caine were so isolated as to shrug off the the Holv Land nmist be broken lest-it- condemn us all.
urge for empire-building. In these centuries, many who could :

not prove their worth on the battlefield chose other methods.

Brujah: Despite their pointless grudges, they are
worthwhile. Listen to their theories and put them into
practice. Call upon their warriors’ skill and lead it to
appropriate targets.

They became the guild masters, the courtiers and the sen-

eschals who w hispered promises of power to come.

In these nights, however, things have changed. After a

Lasombra: Masterful schemers, useful allies and
very dangerous rivals all at once. They make good use of
words and daggers, but this is a time of swords and lances.

tense build-up, the War of Princes rages ar last, and the

Ventrue know that their time has come. Several of theirelders

have rerurned to the fore to gather their armies and claim new

) ) Toreador: Do nort be deceived by their reputation as
kingdoms. The knight — a warrior-lord bound by his honor : :

j , ) e mere artisans, as our tenuous alliance with this clan has
and judged by his sword— is the Ventrue ideal made manifest,

and the clan has organized several orders of chivalry for the
Damned. The Ventrue call themselves Warlords, and it is no
empry boast.

proven them capable leaders. But don't give them any

more credit than is due, either.
Tzimisce: They say that our eastern lords have
begun to adopt some of the customs of this clan.
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claims of their own or under the banners of other lords,  for the Blood. Sires often train childer for several years, forging
including the Arpad brood of Ventrue in Hungary and the  vassals and lieutenants out of their progeny.

freelances who fight in Iberia under Lasombra banners. Character Creation: Physical Artributes and Skills are
Mortal society is important to the Ventrue, but not nearly  primary in the most martial of the clan, but rulership is more
as important as what one gains after the Embrace. Only then than skill at arms, so Social Artrributes and

can the true power and potential of the fledgling be realized. Knowledges are also popular. Important Back-

A few independents maintain influential positions within

grounds include Alliesand Rerainers (for brothers

“in arms), as well as Domain and Resources (for

lands thar they hold). There are Ventrue on

every major road, but the clan idenrifies

most strongly with the Road of
Kings.

mortal political institutions and the Church, bur not enough
to Im]\_' im;“;u‘! sociery as a whole. :\n\' Ventrue with
ambition, however, should be viewed with respect, for the
clan is a formidable force indeed.

Sobriquet: Warlords (some still use the less-flattering
Patrician sobriquet) Clan  Disci-

Appearance: Whether merchants or princes, plines: Dominate,

, i z
the Ventrue dress to their station impeccably. An Fortitude, Pres-
impressive elegance goes a long way toward creat- ence

ing the appearance of leadership, and the Ventrue Weak-

nesses:  All
Warlords have a
specific limitation
on theirfeeding hab-
its. They maydrink the

vitae of only one type of
mortal (priests, non-

work to portray what riu-\_' L'I‘lll"lll\'. L.'mnmnnh'
present too are the various arms and weapons
that prove that the Ventrue lords are both
willing toand capable of defend-
ing their landsand leading their
forces into battle.

Haven and Prey: Every
leader requires followers, and Christians, virgins,
Englishmen, and so on),
chosen at the time of char-
acter creation. While they

so the Ventrue are never far from

centers of political power or from
the battles where it is to be gained.
Old castles and mansions make excel-

: can physically imbibe the
lent havens, as do fortresses built on the *

blood of those mortals who
arenotamong theirselected
prey, they gain no suste-
nance from it. This

frontier, be it in pagan Livonia or in the
Holy Land. Younger Warlords either serve
under elders at a great court or head to
.;ml\'mg areas o me power '.H‘h\l ]‘tlhi- \\'t“l}-\l‘lmh L{L!C?"\ not c.\‘TL‘I'\d
tion. Because of specific feeding to the blood of other vam-
habits of the Ventrue, pires, however. The
they often choose Ventrue can always gain
a haven that al- sustenance from that.
Organization: The
Venrrue believe firmly in
Cainite feudalism, and

they organize themselves

lows them
access t':\Ihc\l‘L‘»
cific type of prey that they require.
The Embrace: The Ventrueseek
to Embrace those who personify accordingly. Oathsofloy-
alty (sometimes backed
by blood) are common
between Ventrue of dif-
feringrank. Othersjoin
chivalric orders of the
Damned, some of
which exist as a con-
spiracy withinmortal
orders. The largest one
is the Order of the Black
Cross, which is hidden within
the Teutonic Knights.

honor, powerandconcuest. More
often than not, they Embrace
members of the existing ar-
1Istocracy .11“'
especially radition-ori-
ented clan members
even go so far as to
Embrace only those
t]ti!>|‘t‘k‘i1.ﬁt lineage,
kk'L'p"“_: e | |‘|IIL' IlI‘lL'
of descent throughout the ages. Other

powerful mortals, be they military lead- &

ers. merchantsortheoccasional Knights

Quote: You think yourself a
ruler? 1 will teach you the true
meaning of power.

Templar, also make excellent candidates
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The Low Clans

[f some must lead, others must follow — or so
the tllcnt‘y goes. To ask most of the |‘.)\\"l‘l()(?k|k‘k|.
their status is not a matter of following but of
being different. The Low Clans are, overall,
those who do not participate wholly in the
feudal system. Many of their members do, if only
to survive, but they do not typically rise high in
its structure. The typical Ravnos or Gangrel is
not a prince and may not even be a vassal. This
does not mean they do not seek influence or
advantage, simply that they do so in other ways
or in other places.

In the feudal nomenclature, the Low Clans
are sometimes called the fallen. This appella-
tion reflects a wide-held belief in Europe that
the Low Clans have somehow fallen from what-
ever grace their high-blooded betters enjoy.
Often these stories go back to betrayals in the
Second City, but there are other stories as well.
The Nosteratu and Malkavians are almost al-
ways held up as exemplars of these theories
because they so obviously suffer from debilitat-
ing curses in the form of twisted miens or
fractured minds. Similarities to the Brujah’s
rage or the Cappadocians’ deathly pallor are, of
course, overlooked.

In Europe, the other Low Clans are usually
dismissed as foreigners and barbarians. The
Gangrel are hardly foreign, but their common
rejection of settled unlife makes them seem so.
The Ravnos have been in Europe to some degree
since the time of Alexander the Great, but their
clan tales of life in far-off India helps brand them
as outsiders. The Assamites and Followers of Set
tend to appear in Europe only as ambassadors or
travelers, making their status dubious at best.

The Tremere are not even a clan at all, as
far as most Cainites are concerned. They are
a usurping bloodline that has offended the
Tzimisce and stolen Salubri blood (perhaps
even Saulot’s, if one believes the most scan-
dalous rales).

The Crimeof Usurpation
There was once a seventh High Clan, and it
still persists in some parts of the world. Clan
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Salubri was divided between fierce warriors and
arcane mystics, and never a numerous bunch. The
warrior line warred against infernal vampires called
Baali in the nights before Rome, and it has been
reduced to a stout few. The mystics, solitary schol-
ars and researchers lair in lone monasteries and
quiet merchant houses. It’s said that they exist
under a debilitating curse in which the harm they
do to others is revisited upon them. Needing to
subsist on the blood of the living and saddled by a
raging Beast (like all other Cainites) this curse
causes the so-called Unicorns no end of trouble

or so the stories go.

And to many young vampires, stories of the
Salubriare all that remains. Over the last century,
the clan has fallen into sharp decline. Its members
have become even more scarce, some falling to
enemies, others going deep into hiding. Where
most major courts and domains in Europe could
once count on a clutch of Salubri mystics lairing
in some temple nearby — often ready to serve as
advisors, power-brokers and oracles — now very
few make their presence known. Marked by the
third eye that grows on their forehead as a sign of
unliving enlightenment, the Unicorns were once
exotic but well known. Now, only in OQutremer
are there significant numbers of them. (They are
said to be even more numerous in Saracen lands,
but the stories of those lands are fanciful in the
extreme.)

The cause of such a precipitous fall is unclear.
Some great tragedy seems to have befallen Saulor,
the Salubri progenitor, around 1130 or so. Some
elders gifted in the Discipline of Auspex report
having experienced terrible visions of blood and
ash involving Saulot at the time. Others report
seeing a great eye close forever in their fevered
daytime sleep. Just who might have destroyed or
wounded Saulot is another question without a
solid answer, but the leading candidate is the
Usurper Tremere. Indeed these warlocks-cum-vam-
pires were once but a troublesome minor bloodline
tied to the Tzimisce. In the last century, they have
grown in power by leaps and bounds, holding back
their enemies and seemingly forging a form of
blood-magic (called Thaumaturgy) that is supe-
rior to any other vampiric sorcery used since the
Second City. The elders of the High Clans associ-
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ate such power with the blood of the third genera-
tion, and accusations that the Tremere stole
Saulot’s heart’s-blood in some ritual are growing
louder. (The Cappadocian oracle Constancia is a
major proponent of this view.) The fact that the
Tremere once spread rumors about the Salubri
being infernalists — which many princes found
hard to believe

Bloodlines and Offshoots

The blood of Caine is not always as static as
some would have it. While most childer do
indeed inherit much from their sires, the Curse
still manifests itself differently in each indi-
vidual. In some cases, a qualitative change occurs
in one childe and then passes on to that vampire’s
own progeny, creating an offshoot of the main
clan. (Sugh an nt't'\}n Ot 1S llall;lH\' called a “l\hmd*

-only adds to the suspicions.

line.”) It’s a common belief among the High
Clans that this mutability is a sign of inferior
blood, that it is only the Low Clans who spawn
strange offshoots. Nobility runs true, it is said,
while villainy is ever-mutable.

Princes and courtiers can site much anec-
dotal evidence to support this view: The leprous
Nosferatu and the Charlatans of Clan Ravnos,
for example, are widely recognized to group into
familial broods who share characteristics. The
wild Gangrel — hardly a clan at all, according to
some — are believed to have spawned dozens of
twisted offshoots in pagan lands from Ireland to
Scandinavia to Rus. The Tremere usurpers are
not a clan at all, according to most, but a cre-
ation of poorly understood magics. Even the
Saracen Assamites, who present themselves as
nobles of their heathen lands, are rumored to be
nothing but an aggregate of several bloodlines.

As with most “common knowledge,” how-
ever, the claims of the High Clans are somewhat
specious. Indeed, stories of offshoots of Clan
Ventrue and Brujah are rife from the time of the
Punic Wars between Rome and Carthage, and
Clan Cappadocian quietly maintains clutches
of offshoots of its own.
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SIGNIFICANT BLOODLINES
-~

A he total number of vampiric blood

>/ lines is, in all likelihood, unknow-
able. Indeed the term is so loose that it could
refer to almost any inherited variation from
the clan norm. The following bloodlines, how-
ever, have displayed unique gifts that make
them worth mentioning:

¢ Baali: Once the scourge of the
Holy Land, the Baali are debased vam-
pires who serve various demons and
hell-beasts. They lurk in Europe as well,
where they have learned to hide among
the living and unliving alike.

e Laibon: Said to hail from the lands
of Prester John, the dark-skinned Laibon
appear only very rarely as travelers in
Europe. They are said to commune with
spirits and to know the secrets of
Golconda, but no proof of these claims
has ever been forthcoming. They are
more common in Saracen lands.

® Lamia: The priestesses and temple
guardians of ancient C
Lamia are among those who put the lie
to the belief that only Low Clans spawn
bloodlines. The Lamia worship Lilith
and have a reputation as fierce warriors.

ppudnu ians, the

e Lhiannan: Thought to be an off-
shoot of the Gangrel, these so-called
Druids lurk in the guise of nature god-
desses and priestesses in pagan lands.
They are highly territorial and said to
be targets of local churchmen and
Cai

e Gargoyles: Strange thaumaturgic
constructs of the Usurper Tremere, the
Gargoyles are made rather than Em-
braced. Nosferatu, Gangrel and Tzimisce
are said to perish in Tremere labs to
provide raw material for the making of
these slave-warriors.




The Cainite princes of Europe call the Assamites
diabolists, fanatics, assassins and Saracens. Most
properly, they are the Children of Haqim,
the lords of the Levanrine night. Al-
though high-blooded scholars
apocryphally regard the Assamite pro-
genitor as a traitor who abandoned
his brethren in their time of need,
Assamite lore \IWL"Ik\' of | f;ll.lllll as a
noble warrior-judge who opposed
the inhuman machinarions of the
Third Generation in the Second City.
Hagim's descendants trace their roots
back to ancient Persia, the founder’s
birthplace, and claim to be the Cainite
power the Mesopotamian,
Babylonian and Assyrian empires. Hagim laid

behind

down a series of rules to his childer in those nights,
commanding that they honor their eldest, protect mortals
from the schemes of other Cainites and judge (and punish)
those found wanting. Since the collapse of those ancient
kingdoms, the clan has come to be associated with all the
tribal peoples of the Middle East and, through them, with
Islam. By the reckoning of most European vampires, Clan
Assamite is a monolithic army of paynim zealots.

In fac, it took many nights for Islam to be accepted as
even remotely legitimate by the Children of Hagim. From
Alamut, the clan’sspiritual heart in the mounrains of Anatolia,
clan eldersat first claimed thar it violated their covenant with
their progenitor. As the combination of zeal, wisdom and
unity that was so evident in the carly caliphate entranced
more and more Assamites, a deep rift tore through the clan.
Some renounced their lincage entirely during this time of
strife and came to be called the Dispossessed. It rook the threat
of destruction at the hands of the infernal Baali for Hagim’s
divided brood to finally reunite. After a bloody and terrible
nocturnal war some five centuries ago, the clan emerged far
more unified, if only to safeguard its holdings. While a
majority of the clan does indeed now feel protective (or
possessive) of the Muslim herd, significant minorities call
themselves Christians, Jews, Zoroastrians or followers of other
more obscure faiths.

Beyond matters of faith, the clan is also broken up into
three distinct castes — warriors, sorcerers and viziers — and
each follows Haqim's laws in its own way. Warriors are the
dominant caste, but they have only held this position since
the Prophet’s death. They remain [slam’s fiercest adherents in
I!]L' L’llll'l‘

Assamite sorcerers claim to be the oldest practitioners of
vampiric blood-magic. Many use kalif, an herbal hallucinogen
grown through mystical means. The drug is ingested through
the blood of mortals who have smoked leaves of the plant, and
itoffers the sorcerers a glimpse at enlightenment and a means

A3BAMITE

by which they may focus their consciousness. This caste is
responsible for much of the clan’s tight-knit orga-
nization, as its members excel in mystical
methods of communication across great
distances.
Of all the castes, the viziers typi-
cally -i"u|h| the most time around
Cainitesof other clans, and the caste
I'I:h L'lll[i\':i{'n'\l numerous contacts
in Europe. When they are successtul
in their diplomatic endeavors, vi-
ziers often emerge as either sagacious
advisors or objective third-parties in
various Cainite negotiations.
Sobriquet: Children of Hagqim;
Saracens
Appearance: The vast majority of
Assamites are of Middle-Eastern descent. Although
their dress tends toward the more traditional, a grear variery
can be found between the three different castes, espec ially
among those who depart the relative safety of the Levant for
destinations in Europe proper. Rather than paling over time,
Assamires are unique in that their visage darkens with age. A
true elder can be marked by the ebon and somewhar lustrous
shade of his skin.
Haven and Prey: Assamites gravitate roward havens
that conceal their nocrurnal activities, particularly those they

STEREOTYPES

The High Clans: It was by their command that

the call for crusade was issued among the Franj, and
it is upon their hands that the blood of those who
died yet remains.

The Low Clans: A curious epithet, considering
that the Children of Haqim, Nosferatu and Gangrel
in particular possess infinitely more honor than all
those who would classify them as “low.”

Followers of Set: In the Crusades, we have
found our first and final commonality with these
serpents. Rest assured that when the last of the Franj
are turned away, we shall direct our attentions to
them in earnest.

Lasombra: Our Muslim brothers among them
made great strides in al-Andalus before their Chris-
tian coun rts set about reclaiming lands held by
those of their own blood. Never have | seen such

intentional disunity.

Ventrue: It is good to see them stir from the
complacency of their hidden thrones and fortres

Perhaps now we might meet them on the fie

battle — face to face, for a change.
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procure while visiting European domains. Security is always -
o : » Sorcerer Weakness: Sorcerers have difficulty hiding
paramount, and all but the most materialistic Assamites favor . T & S LAY L S
a well-concealed hovel over a dangerously conspicuous pal- theirarcane nature. All mystical attempts to determine magic

ace. When in foreien lands, Assamites feed with deliberate usage on and around the character are ata—2 difficulty and are
care, often upon acity’sundesirables, lest they draw unwanted considered to operate at two levels higher for the purpose of

artention from mortal or vampiric authorities. opposed powers and rolls.
The Embrace: The Children of Haqim prefer to select Vizier Disciplines: Auspex, Celerity, Qui

potential fida'i, apprentices, from the ranks of their own el

tribal followers and families, although outlanders (in- Vizier Weakness: Viziers are exacting to
cluding Europeans) occasionally prove themselves a fault. Each character is considered to possess
worthy of Haqim’s blood. Beyond this, wartiors

value faith, dedication and, above all, loyalty. Sor-

an obsession or compulsion derangement as-
sociated with his highest intellectual or
creative Ability. While this derangement is
active, the character’s halo glows in such a

cerers rend to Embrace l'l'ltinlllh whose
experiences mirror the work of the undead
blood-wizards themselves, such as Sufi mys- way as to provide a careful observer
ticsand Bedouindervishes. Viziers fledglings with hints as to the vizier’s true
typically share an overall sharpness of mind Nature, as well as the object of
and keenness of ambition. his obsession, upon any suc-

cessful use of Soulsight

(Auspex 2).

Character Creation: Members of the war-
rior caste typically possess highly developed
Organization:
Thanks in part to the
communication pow-

martial skills, favoring Physical Attributes and

L‘\uuiml ;\luhtlg‘\. In |\I'n.1L1 ST]’UkL'.‘i, SOrcerers [L‘I’ILI
toward Mental Artributes and Knowledges, and (
viziers toward an eclectic mix of Mental and ers of its sorcerer
Social Atrributes and Abilities. Most
Saracens have at least one dot in Mentor

caste, the
Assamites are or-
ganized much
more intricately
than  many
other clans.
Owverall, the
“Old Man of
the Moun-
tain” (the
eldest childe
of Hagim not in

torpor) leads the clan from the
Black Throne in Alamut. That

honor currently falls to the sor-

(theirsire), as well asone or two dots
in Generation, due to their prac-
tice of diablerizing those who
have been judged unfir.
The Roads of Heaven, of
Kings and of Humanity are
all popular, although the
most traditional Assamites
follow the secretive Road of
Blood.

Warrior Disciplines: Celerity,
Obfuscate, Quietus

Warrior Weakness: The war-
riors are marked by their tradition
of ritual diablerie. Any super-
natural ability tosense the dark
taint of the Amaranth con-

cerer Sha'hiri although he is said
to be slipping into the Sleep of
Ages. Each of the castes maintains its

own distinet figurehead, and it is these
three individuals — collectively called
the di’at — who are most responsible

firms a warrior Assamite asa
diablerist, even if the sub-

:ecthasnevertastedthe for the night-to-night operations
.cthasniever tasted the

Mssd of urodhes of the clan. The most powerful
OO0 € L |

Cainite. (Somealso
suffer froma blood-

curse laid upon

voice on the council is Caliph
Jamal, the powerful sword and stares-
man at the head of the warrior caste.
Viziers follow the dictates of Tegyrus, who
once rode with Alexander the Grear. The
sorcerers have been led for many centuries by
the mighty Amr al-Ashrad.

them by the Baali,
and have the Blood
Madness Flaw—p. 309
— for which they gain ex-
| Quote: You, who would have us stand by as
you make aruin of all we have come to hold sacred,
shall know the judgment of Hagim.

tra bonus points.)
Sorcerer Disciplines: Assamite Sorcery (or Thaumaturgy,
see p. 171), Auspex, Quietus
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ROLL

“Recognize Eden by its serpent,”
ashen priests tell theirinitiates. And
the serpents among the garden of
the night are the Followers of Set, a
clan of Egyprian and Eastern vam-
pires rumored to practice every
ignominy under the night sky. These
vice merchants are said to truck in all
manner of desire and fancy, cultivating
a bloom of corruption and heresy across
the face of the known world by appealing to their
clients’ l‘clwr wants. To 1]1v Setites r|1rnl.~'u|\\'\, how-
ever, they are merely practitioners of most ancient
traditions who cherish freedoms that have been
stamped out in a world thar has lost its way. They

——

prefer shadows because light is the vanguard of hu-
bris, while darkness breeds humility and proper respect

in all great mysteries.

The Followers of Set claim
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thriving. Only occasionally did
they Embrace Desheru (“the red
ones”) or those Franks with the
prized red-hair (which is believed
to be a mark of Ser). Now, how-
ever, some Desheru breed without
care and establish nests in Eu-
rope, away from the conrrol of the
traditional caste of ancient Setites
in Egypt known as Hierophants. These
mongrel Serites are an abomination to

Set'’s gift. They ignore tradition and spend more
effort succumbing to their own vices than cultivat-
ing it in others. This is creating friction among
traditional Setites and the Desheru, who say rthat
the legends of Egypr are fading and that the new
Eden is Europe. Some Hierophants have responded

]"\' [[xl\'l.'[ill‘_: west n!'['l\l I’ml’lh o Investgare !IW\"‘L'
claims and prove to the renegades that their holy
traditions need not be abandoned

lineage to Set himself, a deified
figure on equal footing with Caine,
if not God. Indeed, the Followers
dispute any ties to the supposed Third Mor-

tal. They trace their history back through to the ancient
nights when the desert sands were still mountains. [t was in
these mythic times that the great hunter Set tore into Geb's
bosom and drank of the Earth God's blood, thus making
himself a god by action and his children the avatars of his
marble-cold divinity. Cainites claim that these were corrupt
and debauched days, but the Setites remember it as a time of
uncensored freedom... at least unril the war against Set’s
brother Osiris and nephew Horus took its toll. Accounts vary
as to the vicror of this bloody familial feud, with the Followers
claiming the upper hand and their enemies asserring other-
wise. Alas, Egype still fell to a march of foreign mortal
conquerors, forcing the Setites deep underground where they
]“t‘I‘fL‘L‘IL‘d T]mn III\I‘IIUL]H ways.

Calamity later struck again in the early nights of the first
century, when Set vanished from his sarcophagus after plagu-
ing |1|.~ most \‘vncr;ll“-iu L‘hIHL’!' \\'il|1 I‘Tnl‘l‘wti\j drcnms. Nn\\'_
slowly, the dreams come to fruition, and the Followers of Set
debate dogma with a greater inrerest in the world. Although
they once limired their activities to the shores of the blessed
Nile, they now wander the known world, spreading Set’s
wisdom from deep inside dark caravan tents or at the end of
twisted alleys in the city slums.

The Followers embrace misfortune, disease, tragedy and
calamity because such conditions create patrons in need of
theirservices. They cherish unmitigated freedom, the chaos of
fulfilled desire and the satisfaction of want... any want. They
revel in sensation and pleasure, twin connections with their
god, but times are slowly changing. The Setites spread beyond
the Nile out of necessity, but they chose to keep Set’s blood
mostly to Africans and Saracens, thus keeping their traditions

simply because the site of a
IL‘IHN\‘ does.
Sobriquet: Serpents, Setites
Appearance: Most Followers are of Middle-Eastern or
African extraction, which brands them as foreigners in Eu-
rope. In addition, the clan has adopred the Nubian practice of
scarification. By rubbing ash into cuts and wounds, they create

~~

The High Clans: Just another example of the
tyranny of laws. Smile pleasantly and woo them with
their hidden wants. They can be useful tools if prop-
erly subverted.

The Low Clans: Some are willing slaves and so
the worst of fools, but others show remarkable will and

»against the world that has damned them. Perhaps
e touched by Set after all.
ssamites: Convenientallies against the Franks,
and we must now ensure their loyalty. Still 1 trust
them as much as [ trust my own blade not to cut me
when held by another.

Cappadocians: Play the patient crocodile with
this lot. They believe themselves superior for their
scholarly pursuits, but when their precious books can
no Innj't'r sate their questions, [}'IL'\,' seek us out.

gainst the tyranny of
zation, but without any plan for fighting it. Once
trained and bridled, as useful as any other desert dog.

Ventrue: The Assamites’ opposite number, and
useful for the same reasons. They can grant much and
may
lands — only to be expelled themselves, of course.

>t use their herds to expel the Arabs from our
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patterns of scars and raised welts. In rerms of clothes, most Setites dress as merchants and traders, and they are known for their
skill at travel (there is safety in flight). In private, they return to the tradirion of the ancient priesthood. They keep their bodies
shaved to protect against lice in the filthy warrens of Europe, and they wear neo-Egyptian robes made of linen. The few
Furopeans whom the Serpents Embrace can more easily pass as Cainites of other clans, and they often do by varying their dress
and mannerisms. Many of these Desheru are also red-headed, either naturally or thanks to henna dyeing.
Haven and Prey: While the Followers of Set prefer their lairs underground — be it in great caverns, forgotten cisterns or
buried temples adorned with ancient script and linens — these trappings are the
privilege of the sect’s most venerable members. Most Setites throughout Europe
maintain sarcophagi on caravan trains or own buildings in the city slums close
to ports and trade districts. Regardless of their surroundings, however, Egyp-

tian hieroglyphs, papyrus paintings, linen draping, alcove temples with statues
of Set and temple pottery predominate the interiors of these havens. From
these temple-lairs, Setites prey on the underclass of a
European city making sure not to raise the ire of a
well-placed Cainite lest they be displaced.
The Embrace: Traditionally, only those
born of Egyptian stock or near the Nile itself
were acceprable candidartes for Set's blood,
and the bulk of the clan remains
‘gyptian, Arab or African.

N . :
&'- \ Bur the blood of Ser is re-
o

y served for those strong of
will, not of a particular
shade of skin. Most fledglings spend time as mortal (or ghoul)
retainers for their sires, a rime in which they must prove them-
selves. If they are sycophants, they may be useful as servants, but
nothing more. The Embrace is reserved for those who have the will and
conviction to remain strong. The actual Embrace takes place before a
statue of Set and involves a complex (and secret) ritual. The
Desheru tend to be more idiosyncratic and less ritualistic in their
Embracing, but no Followers of Set worth her salt, no martter
how unorthodox, would waste the Embrace on a fool or a
weakling. A majority of Desheru are Greeks
(as rtheir center was once
Constantinople), but they include a
growing number of Franks.
Character Creation: Social At-
tributes and Knowledges tend to be primary
with the Followers, representing the
= charms and arcane knowledge they bring
from the East. Commerce is also a common
Ability, and some more physical types bring a complement of martial Abilities as well,
Backgrounds are key to most Setites, who travel with Retainers and a Herd (their caravan)
and have significant Resources. Contacts, Influence and Mentor are also common. The most
orthodox of the ¢lan worship Ser in all they do and follow the secretive Road of the Serpent. Others
look to their progenitor as a guiding principle that leads them down the Roads of the Beast, of
. Kings or of Sin. .

Clan Disciplines: Obfuscate, Presence, Serpentis

Weakhesses: Set lurks in the night and hates the day, which is the domain of the
tyranny imposed by Osiris and Horus. Therefore, Followers of Set suffer greater susceptibility

tothe .-lm||uhr. L'l"ll!ll_!{h so that exposure to the sun inflicts twice as many levels nfu}_:_;,'r;u'nlcd \1;1[11.1_\4( to them
as it would to other vampires.

Organization: Traditionally, Setites favor the ancient priesthood practices of Egypt, with each temple
run by the Superintendent and First Prophet of Set. Thereafter, the remaining Setites fall into line as the
Second, Third and (where applicable) Fourth Prophets of Set, though this last is rare. Circumstances now favor
small intimate cults of mortal followers with the chief Setite acting as First Prophet of Set. Still, any hierarchical
structure belies the Setites’ respect for one another as vessels of Set's blood. Desheru are less stringent and
ritualistic. They often simply gather what slaves will follow them.

Quote: Come. [ can promise you'll never desire again.
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GREL

good hunter knows better than to wipe out all of his prey.
Many Gangrel learn to survive alone simply because it is

The natural kine tendency to gather together has
been a boon to Cainites. Most choose to follow their prey

into the towns and cities of the world, where the feeding
is easier. The Gangrel are the exception to this rule. From
the Tartars of the east to the Arabs of

5\1” lI\L‘\' ]l;l\'l.' CVer k]'lll\\'n since {]‘l‘.‘\‘ were \‘I':kl.‘lt‘ll. Hll'!..‘\

often leave their childer to fend for themselves, to see if
they have the mettle of true Gangrel.

the south and the barbarian Solitude cannot continue for-

tribes of the north, the ever, however. On the most

Gangrel make their homes

among the wild people of the

world. To them, cities are

]‘mdiull Ik'\'t‘l. ||1L'H' 1S a \'i!lll(' in
numbers if only to form hunting
packs. Bureven then, unlife ishard
traps wherein once-strong away from the cities. Gangrel face
Cainites grow weak and lazy. constant dangers. Lupines stalk
The Gangrel do not many woods, and it also requires
believe themselvestobe de- cunning and stealth to carch
scended from Caine,

though. In the days before
history, theysay, the greatest
B Id?‘ L‘}ll?‘\l_' many to EK' Tl‘.tl‘l'['
children. A pair of twins
among the gods became bit-
ter rivals. One twin, Ennoia,

chose only the most worthy war-

human 1\|‘r\_'\\'|1|u utalert gt he
whole settlement or group to the
vampire's presence.

Therefore, most Gangrel
spend at least some time among
other vampires. Testing them-
selvesagainst humansand animals
is all very well, but they can only
rors ;1~.|1L'rchildrcn.Thcnrl\.cr.(fhurk;l.clmﬁvthnw I"n"-'r \'k‘l‘<L‘\| ll'LJI\‘ test I!k‘lll.'éc|\‘i.'- ‘-lL'-liIl\'*l u[hy[‘, lﬂ“- ||\L‘i]'|. T}ml means
in deception. The broods warred for long years, until Churka spending at least a little time in the cities, learning the ways of
coerced two of Ennoia's most trusted children to leave thefield  their rivals. A few have even come to live in cities full time,
of battle. In her anger and despair, Ennoia decreed that all the prowling the night when most prey are locked up in houses. But
children of both twins should have to depend on the blood of  the weak, diseased and ineffectual humans who dwell there
others for their lives. The other gods approved of her decree, with over-complicated, manipulative vampires feedingon them
and so Clan Gangrel, the children of Ennoia, came to be. breed contempt in most Gangrel. For most of the clan, unlife is

Members of the clan believe that their mother will relent — a series of long periods of rural solitude and interludes of a few
one night and call upon them to fight for her once more. Then,  years among the massed herd and rival predators.

and only then, will Churka and his lackeys finally suffer the fate
STEREOTYPES

that has been due them since the dawn of rime. It is the duty of

the Gangrel to ensure that only the most hardy and skilled join

their numbers, so thar the clan may rriumph when the day of The High Clans: Pathetic creatures who think
that final confrontation comes. Then they will be welcomed walls and human ways make them safe from the law of
back into their mother's love. predator and prey. They will learn.

Civilization is a trick of Churka to ensure that those who The Low Clans: Some, like us, understand the

deceive are better suited to the final conflict than those who

: : _ skills needed to survive and prosper. Others are too
fight. The clan refuses to fall into the trap of their ancient

busy submitting to orhers to understand the rrue

enemy, and instead chooses to recruit and hunt among the vsstiaie o dhi vl

nomadic and wild peoples of the world. The chains of master
and \1.!\\‘. of lord and l;ickc\,', are utter anathema to I|1L’|]1. and
hierarchical European society repulses them. They see the
ability tosurvive and prosperunderall conditions as the grearest : :
test of an individual’s worth. They value simple but profound Nosferatu: Some fancy that their twisted forms
concepts such as bravery, honor, martial prowess, survival skills make them monsters. They are mistaken.

and knowledge of the land. Ravnos: Children of Churka, our greatest foe. Do

Necessity forces the Gangrel to spend periods of time on not trust them. Kill them if you can.

Malkavian: They are tormented prophets who
speak with the voices of the Gods. When they talk,
listen — but from a safe distance.

lht‘!ll' Own. l\all\l'C l'h'.'lt'!. one of I’}lL‘IH l‘l‘t.‘}'illL‘ ona I‘ilFI'IL’LlIilI’f_’I’i up TZil’IliSCt‘: T] ey LII‘ILICI'.\T LI[lx{ territory ; ]]\! t I‘u_' ]'|||g_'
of humans can quickly reduce the number available to feed on, of the strong, even if they have a strange obsession

or rouse suspicions enough that a confrontation is inevitable. A with twisting their flesh into unnatural forms.
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Sobriquet: Animals
Appearance: Gangrel develop animalistic characteristics after their Embrace, and few see any reason to hide them. Indeed,
they wear them with pride, as signs of their survival skills. Clothing, when worn, is practical and usually simple. Their general
appearance tends to reflect the people upon whom they have spent most time preying, but with a distinctly rougher edge.
Haven and Prey: It is rare for any but the few full-time city dwellers in the clan to have a permanent haven. They hunt over
a very wide territory so as not to thin the herd, so they move too much to take the time to create a safe refuge from the sun. Instead
most seek simply to merge with the earch through their Discipline of Protean or rake advantage of natural shelter, like deep caverns.
Gangrel take a particular pleasure in feeding from city dwellers who are traveling through the countryside, or other humans who have
been foolish enough to wander alone at night.
The Embrace: Most Gangrel come from the so-called barbarian
peoples like the Tartars (or Mongols), Celts, Norsemen,
and Livs. A growing proportion, though, are drawn from
those |\U![‘li in the civiliz l.\] worlc 1\\}"1“ he I\L‘jﬂl"~ which ; ‘
InIL \-1\“1 e IL“ tosurvive |I‘I mnmh\nr\t irs Oon {I\LII‘
own, while their sire keeps half an eye on them at best. If

l]l\.‘\' ‘-11&1\\' II’[L‘ st l'L‘I’l§_‘IlI l’lL‘L‘LlL‘Ll to survive, f}'l\_‘\' are I’l"dll'll_‘L; /‘/'
'K

and welcomed into Gangrel sociery. If "

n\luu\' SUrvivi Ii ~Ll”\ i]lllﬂt(\ hﬁc\lkf“ \”]\1 L'l!!ll_‘f I'llT'l

they don't, the sire (or some other “

1‘1’('&';]'[1“] I‘L‘(I.HIHN !'lk‘ 1‘[0\ k]. r', ‘
Character Creation: Physical [ \’

Attribures are, by and large, the pri- -'.,4- ;

mary choice for this clan, and Social
Attributes often come last. J\-I:III)'
Gangrel have identical Natures and De-
meanors — they are not ones for
dissembling or deception. Talents and sur-
vival-orientated Skills are chosen before
Knowledges. Ruraland wilderness-dwell-
ing members of the clan rend to focus
their Discipline development on Pro-
tean before they develop other
Disciplines, as it gives them a signifi- s\
cant edge in survival. The Road of the fg
Beast is typically Gangrel, though Animals :
may walk almosr any of the orher roads as well.

Clan Disciplines: Animalism, Fortitude, Protean

Weaknesses: The Gangrel'scloseness to their g
inner Beast tends to manifest itself in their
bodies. Every time a clan member frenzies, she
gains an animal feature (furry arms, cat-like
cyes, heavy |-<I|‘|}J-. etc.). For every five \'llL‘I‘t
features gained, one of the Gangrel's Social
Attributes drops by one. Some Gangrel view
this as a blessing rather than a weakness.

Organization: The clan has lictle in
the way of formal structure, falling back on an
approximate status system. Childe and
sire often maintain infrequent contact
once the neonate has been trained.
When members of the clan meer, rela-
tive status is established through a
combination of recounting of deeds and whatever reputation
may have preceded the Gangrel. Occasionally groups will meet for “gathers,” where regional leaders — an
informal position ar best — and overall status are determined. Even rarer are revels — war parties of Gangrel
gathered to face a particular threat.

Qll(llt‘ ltif’u [h( next roun hll\ LHJHJIILTIYJL\ IIFIL!H you to L(IILh

N TN T e
‘_\ —— —\\,\.___\__h__'._-._‘b'*;.-\:'_,._.‘_,_.__.‘ - \ \ '_"\\ ™ 2 EE
BN 0o x mm— — » CHAPTER TWO - e — e e (5§
\ = - —— e ———— T "




ST T Wt

=

T R AT S

L

[NALKAVIAI

Medieval folk respond to lunacy with quiet fear. It the mind-boggling architecture of Creation creates a

is never clear whether the mad are rouched common frame of reference and some of the
by Gaod, the Devil or a little of both. Some
say that their ways are infectious or that
they have been touched by the Fair Folk. In
any case, it is I"t’.‘\'! |E8] lL'll\‘l’ [hL‘IH L]Ilﬂ e, ll_"*l

Madmen are said to communicate in a
secret language all theirown. The problem

is that this vision is fractured and too great to
envision at once, so all Malkavians see
they curse those who come across their different portions of the picture at the same
paths. In Clan Malkavian, all these fears
find their most terrifying expression. Acute

time. That is why they prize the perception
of others, if nn]\_' to gain a sense of the

madness, oracular insights, ceaseless preda- landscape beyond their ken.

tory hunger and the Blood of Caine combine Malkavians are social and often pas-

sionate creatures. Some say that madness is

to make these vampires among the most feared
in the Dark Medieval night. Their merest words
can drive ancients insane or reveal: insights of

I'llﬂhin"_: \'l'ltth“T L‘L‘ll]p:ll]\', }"'lll leL' [l'l”l'l IS ||Ii§[
Malkavians appreciate insight and adore unique
harrowing genius. In moments of perfect lucidiry, perceptions. Perhaps this is why they flock to
Il'lk'\‘ grasp thL' universe .In\] Ih{' great |UL"\.}1\|' CAUSEs das L‘-l.\il\ ds Il1‘.'\ -|!‘HHLL m Il]t‘l]]\ ur \\'h\
they enter seemingly fruitless alliances. Un-

fortunately, while the Malkavians love

nisms Ihlll' i ’}-‘L'I-l” (i 1]‘1(.' IhL'HTL'i S lﬂlL'.\ 1Istence.
They see everything in one sweeping pic-
ture and touch upon God Himselt... but company, few appreciate their companion-
only for the briefest instant. Then the truth ship forextended periods of time. Certainly,
escapes them, remaining only as a bitterly an ambitious lord or lady might tolerate an
ecstatic memory. In their quest to regain evening with them, gleaning some greater
understanding, they achieve lesser insights
that are still far beyond the reach of other

vampires: glimpses of the future, the true

truth to their predicament, but even that
can be a distressing experience. Indeed, it is
rarely clear until it is far too late

whetheran individual Malkavian has crossed

nature of the soul, the grand scheme of na-
tions and pontiffs alike, the portents in the
very stars. [tall pales in comparison, but itkeeps
their quest for perfect, maddening apotheosis
alive in their unliving hearts.

the boundary between dark sage and fiendish

devil. Determining l}u-pnhirniwul aMadman
is like taking flame to different powders, trying

to determine which is the incense and which the
explosive. Still, what frightens Cainites most is not
the Malkavians' own nature, bur that they can share

STEREOTYPES

The High Clans: They try to impose order on the
night and fail at every turn. Who are the true madmen,
[ wonder!

The clan’sprogenitorwas Malkav, whom Cainires
remember as the oracle and prophet of the third genera-
tion. Some legends say that Malkav delivered enlightenment

to Caine bur failed to warn him of the \.ll.'[‘l'l_'dkl“l ns of his
brothers and cousins in the Second City. As punishment,
Caine cursed Malkav and his progeny with a madness so great
they could no longer share their wisdom. Others claim that
the curse was unintentional, that it came when the Third
Mortal shared his memories of the face of God at the moment
of his own curse, shattering his grandchilde’s mind. Srill
others claim that Caine baptized Malkav in his own blood,
damning him thus.

The Low Clans: Far truer to the gifts of their
blood than those supposedly above them. Most are still
blind to the truth that lies within, however.

Gangrel: We envy their ability to commune with
It is something of a game among scholars of Nod to the Beast within us all. Pity they're too busy bellowing
exchange theories abour Malkav's affliction, but few dare ask at it to listen properly.
the Madmen themselves what they believe. In truth, the clan Lasombra: Tl
webs, then grow upset atus when we clear them aw
tell how are they supposed to see anything otherwise

Tremere: All that eff
and they haven't an inkling where. Never has there
been a brood so blinded of purpose and so dedicated to

fill their existence with all these
Pray

!}

das a \\'}1& FIL' \\‘i.'l'.‘l”‘!lk'.‘ 1S 8¢ ”L’il”k'\l IU“;!L‘\' |‘L'\'.|li.‘;l.'. at [hl‘ Very
least, madness is a vibrant, creative force in their otherwise
dead and decaying world. To them it is not a block on their fort to venture somewhere,
insights, but the cause of them. Even beyond that dynamic
seed in their breast, madness also unites the clan in a manner

tew outsiders can understand. Their shared connection with remaining blind.
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their insanity through their Discipline of Dementation. It expressed or not — can qualify, and Malkavians can

takes great courage or desperation to court a seek tordecades without hearing the elusive siren’s

-

77/

The history of Clan Malkavian is, therefore, a _

Malkavian's attention for long. call of the mad soul crying tor dark release. The
Madmen prize individuals who are possessed of
pendulum swinging between respect and terror, keen intuition, madness, vision or whimsical
between status and banishment. When they are in - 6 e . insight. Their Embrace is a cause of celebra-
the graces of their brethren, Malkavians are the tionforsire andclanalike, foritoffersanother
advisors, seers, oracles and shamans of Cainite piece to their fractured mosaic.
society. Inevitably, tolerance turns to wariness, Character Creation: Malkavians are a
then fear. The latest iteration of this story saw
the Madmen fall from their mantle as oné of
the leading bloodlines of Imperial Rome.
Now, they bear the stigma of having cursed
that great enterprise, and they are said to

fluid lot, blessed with a maddening L|i\]\tri[\;
of outlooks and aspirations and
therefore Natures and Demean-
| ors. Most Malkavians possess
4 high Mental Attributes and a
" proficiency in Talents, though
some are adepr ar Social Ar-
tributes as well. Backgrounds

1\' I}H.' Aents « | llll}u '|5 forces. ,"\t |\'\T,
Cainites in the Dark Medieval piry and
offer charity to the supposedly feeble
and infirm clan. At worst, the Malkavians

vary by the individual, bur Starus
must face persecution, torture and even israre (but hardly unknown). There

destruction. are Malkavianson every majorroad,

)
!
é

;il!]lmlgh the Road of Heaven is the
most popular.

Sobriquet: Madmen

Appearance: Malkavians do not
offer the Embrace based on any social
standing or regional concerns. They of-

Clan Disciplines: Auspex,
Dementation, Obfuscate
Weaknesses: It is said that Caine
offered Malkav the maddening truth, a
secret the Antediluvian forever shares
with his progeny through his sanguine
genealogy. Therefore all Malkavians

fer the Kiss to whoever possesses a grain
of madness or insicht. Therefore,
Malkavians can be of any description,
any race, any class, from the wild seeron the
outskirts of a hamlet to the local midwife who
teeds newborns her virae. b automatically possess one derange-
Haven and Prey: Malkavians flock to ruin,

\ ment (L‘]hm‘l't at t|l.‘|r.iL'{L‘i' creation)
be it the \'I”:IL"L‘ devastated l‘\ ‘l:l‘_:llL“ |11L' |‘llﬂl1
} I

that they can never overcome, even
church, the forgotten abbey or the decrepit after spending Willpower. For more
building in the most vile slum. The interiors of
such havens difter, however, according ro the

lunacy aftlicting the Malkavian, Some ha-
vens are repositories of animal and human

on derangements, see p. 261.
Organization Once, all
Malkavians belonged to one of a
variety of secret orders that taught
the most arcane insights carried
in their mad blood.
ordo are few, and they hide be-
hind layers of mortal cults and
other fronts. The majority of
Madmen now exist free of their

i‘( nes, IlT}‘lL'T'?\ dare _1L|- ll‘lu‘d \\'i[h L‘]Lll'c: hil'

written script, still others are pristine and Now these
Spartan-bare. Some of these same idio-
syncrasies manifest in their choice of
hunting stock, but many Malkavians
see their depredations as serving to
punish the wicked. Few agree asto
who is and is not wicked, how-

hicrarchy and guidance,
bonded only by a loose sense

4 of affinity with their
The Embrace: Most 8 { R clanmates. They turn to road
(Cainites trear the Embrace - and coterie to provide the
as an honor doled out only

CVET.

structure they need to keep
a handle on their quicksil-
ver minds.

» Quote: Mad? Are

= we mad, milord, or is it,

tothose who prove them-
selves worthy.
Malkavianssee the flede-
ling as the gift, bettering
the sire and clan. Only
those who have the seed

perhaps, that our truth is
C‘-\ i 5

maddening!
of lunacy within them —
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NOSFERATU

Embraced never entirely leaves them. It remains a constant
reminder of whart they have become. Many other Cainites
take these afflictions as a visible sign of the evil wirhin
every vampire, and they shun them to avoid being
rem Illl]{'«.l of t I1{'i.[ own tlillllll:l‘[ ik M.

Of all the clans, the Nosferaru teel the
Curse of Caine most acutely. Their Embrace is
an agonizing experience as the clan’s tainred
blood burns through their dying veins, twisting

their bodies into monstrous aspects. Each :
;“1\1 every |]]p|1ﬂ'\¢\l|‘ ot (:E;”‘ NU.‘\'L‘I’H“I s Tht‘ I'I'lt‘ll‘l}‘L'I'ﬁﬂi lh\.‘ \.'lill'l \1!.\1' \\‘i[h (lit‘il'.ltt]ik"
remade ”'“,, a hideous. deformed horror tion in many ways. Some seek solace or penitence in
Once the change is complete — which can religion, hoping that the Lord will forgive them and
ange is i :
grant them entry to Heaven. They quest as Cainite
knights, seeking todo good deeds, or they mortify their
undead flesh in the hope of winning their Lord’s
favor. Most seek sanctuary in the Church, whose

offer of universal forgiveness through Christ

take up to a week — not even the blind mistake
them for human, for many of them also have a
dire stench thar offends God-fearing nostrils.
A mere glance ar their terrible mien con-
firms that they are evil, creatures of sin R
incarnate, forevermore set apart seems to offer the best path to |'u|y|n;1t::.n|1.
Others find the heresies of the age toofter
a lifesryle and a set of strictures thar
suits them better.

from humanity.
Some go mad once
t}‘u'\" |’l'.]11:l' \\'h-ll }LI\
happened and have to Orthers seek to hide from
be destroyed by their
sires. The rest find
different ways to
cope, |‘\UT :t“ dare

society, living among the lep-
rous and the diseased and
making themselves of some
use to Cainite society by bar-
changed by their tering and rrading the
traumatic experience. information that they obtain
Many newly sired
Nosferatu blame the
vampire that creared

as they watch, listen and learn

from the shadows. The High Clans
lnni\' Lln\\'n on l}'ll.'\i.‘ ‘.\'T&'IL}K‘\‘ yvet tew
them for their condition, of the first cursed everadmit quire how
and with good reason, for he chose much they have come to depend on
them for this terrible fate. Although most . !
neonates have to spend a while under the wings These Nosferatu often gather in small groups,
of their sire, they seek escape from the monster that

made them a monster as soon as they can. These bonds of

hatred stretch back o the very first of their line, if the legends ~ —r\ PIR ] o=
are to be believed. '(DTE RE ) PtS

Absimilliard, the founder of the clan, was obsessed with The High Clans: Oh, so high and mighry unril
beaury — both his own and thar of others. Some say thar he they need something from us. Then they grovel in
led the rebellion against the Second Generation, Caine's the mud with the rest of us.
own childer. Others say that he won the affection of a mortal The Low Clans: They are as outcast as we are,
with whom Caine was fascinated. Whatever the cause of the yet too self-obsessed to realize it. That gives us an
Dark Farher's anger, Absimilliard was cursed with the re- advantage.

moval of that which he held most dear. His ugliness was a Lasombras
torment to him. Even worse was the constant rejection from

Each one is obsessed with herself, but

: , \ _ most are aware that information is the best coin.
beautiful people, including his lover, whenever he approached

Toreador: Their pretty faces let them play with
the kine. How can they forget how their playthings

lht.'m, Th:.‘ ﬁr~t f\]nsfvr.n'n !lll'nui hl\.lﬂj_!l'l’ll'!’l | s L‘|’|!1u|t'l', :|I1\|

he is r.uumrul. even now, to hunt them through i\.l‘\ pawns. il vty iF Hieie lontls true misais wis seveaded?
Vampires of this clan have learned the ways of conceal- Tremere: Aspirant monsters who must be taught

ment to mask their curse. They are masters of hiding, a lesson in what it means to be a vampire

deception and subterfuge, both supernatural and mundane. Triinis St o tiidessbirell witae v dne: Gl
zimisce: ey understand what we are, and

Whilesome of theirabilities allow them to appear normal for SR ;
they even try to make themselves like us.

a while, the pain that surges through them when they were

..J.a.-’d.___;u : g » ,__ " 2 -'-_'—;‘-_-
B3 N, DARKAGESVAMPIRE.  f «ﬁ e
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whose actual numbers they do their best to conceal. “found that people who are bitter about their lot in life adapt

mare quickly. Still others — particularly those who give

themselves over to their monstrous natures —

*, choose the beautiful, successful or high-

" placed for the Embrace, delighting in

their horror and madness as they try

to come to terms with their new
condition.

Character Creation:
Mental Artributes are domi-
nant in most of the clan,
although Nosferatu warriors
and thugs whose primary At-
tributes are Physical do exist.

from their vampiric neighbors.

The last group sees their visages as an
irrefutable sign of damnation. Their souls are
corrupted beyond redemption, and they make
no effort to win the favor of a God who has so
callously abandoned them. Instead, they be-
come monsters seeking revenge on living and -’
Cainirte society in whatever ways they can.

Sobriquet: Lepers '

Appearance: The defining characrer- .
istic of the Nosferatu is their utter ugliness.
[t can take many forms: anything from a

twisted, deformed body with hunches,
Most of the clan values

Knowledges over Talents or
Skills. Contacts are quite com-
mon in the clan, but Allies and
Retainers are exceptionally rare.
The clan is split between those
that walk the Roads of Heaven,
of Sin and of the Beast. The Road
of Humanity is rare to the point of

nll‘\‘\l'\i\PL'n or L]l.\r‘IEICCLI Iillll".‘l Elﬂ.LI
distended head through toleath-
ery skin, pustulant boils and
perpetual gaping wounds.
A few of the more reli-
giously inclined members
ofthe clan rake the latter to )
sion of the suffering that God wishes.

he a

them to undergo, mirroring the stigmara of
Christ. Some deformitiesare passed from
sire to childe, creating distinct families
of Nosferatu. Most seek to conceal
their bodies as best they can beneath

non-existence among the Lepers.

Clan Disciplines: Ani-
malism, Obfuscate, Potence

Weaknesses: All the
Nosteratu are left deformed and
hideous for the rest of their
unlives. Their Appearance is
automatically rated 0, and it
can never be improved through
any means whatsoever (they
evenlose the automatic dot that
all characters get in Attributes).
All rolls involving Appearance auto-
“matically fail.

Organization: Despite their appearance
and uneasy relationships with their sires,
most Nosferatu are surprisingly social crea-
tures, at least with each other. This may

ii”‘l'HL'l‘llll‘ll“-.\i] 12 'I'i'll‘(“"ﬂ', (31‘] en “l'-l.dL'
of rough cloth, like those worn by
mortal lepers.

Haven and Prey: Each member
of the clan finds herself a lair as far
t"['tlln rl)l.' mainstream k)f \'llfil’r\' as
she can. Abandoned, run-down or
plague-ridden settlements are a fa-

VI ITIIL',:t.\'er‘l}ll’Rl}llt:!.I!'I_‘Rl.\L'\\'L’Th
and underground passages of the
few cities that possess suc h luxuries.
Many lurk in the farthest and least-
used parts of monasteries or castles.
A few choose leper colonies, so that
their deformities don’t stand out from
the crowd. The down-trodden, infirm or the clan don’t judge them by their
mad are the clan’s usual prey, although
some religious members of the clan choose
to feed from those who they feel don’t live
up to their particular creed.

The Embrace: Some Nosferatu

choose those who are Ll|1‘L‘le\; de-

appearance. Many gather in small
groups and freely exchange infor-
mation with each other. Religious
Nosferatu usually maintain contact
with others of a similar faith to
encourage each other in rtheir ef-
forts.

)
\4 Wt

formed, outcast or diseased in
the hope that their mindset
will be suited to the rigors
of the Embrace.
Others have
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RAVNOS

Followers of vice and discord, misunderstood mem-
bers of a society that cannot grasp the potency of
the Beast that drives them, Clan Ravnos’s com-
pulsion toward sin breeds distrust wherever its
members travel. They are known by many, wel-
comed by few and trusted by almost none.
Travelers by necessity, they hurry from city to
ciry, rarely raking the time ro build permanent
connections or settlements. This makes the

rhc\' JL';{] \\'Irh must e JIl\I\]&'T \\}uﬂu-r what !]u-y Are seeing 1s
truly present, or some fanrastic deception.

Bonds of family and caste, however, do pr wide a
uniquely personal sense of security for members of the clan.
Ravnos are quick to defend members of their own jat, and

the closer the blood relation, the swifter the response. A
common cautionary tale among the seneschals and scourges
of Europe is that of a Ravnos whowas banished or
. : wrongfully punished by a high-blooded prince
Ravnos ideal traders. Goods, information, e
) (the details of who and where change with each
secrets — everything has a price, and these : y

: telling). Soon thereafter, the prince found himself
itnerant vampires know exactly what to

overwhelmed by “requests” from the victim's
ask in exchange.

family: her sire, her fellow childer, her prog-

» F Y . v AT > -
The origins of the Ravnos are shrouded eny and so on. Open warfare is not the style of

in mystery, even to the clan members the Ravnos, but they can bringa city toruin just

as easily by corrupting it from the
inside. Leaders must carefully weigh
the risksofaRavnosguestagainstthe
legends of retribution for expulsion.

”‘l[_']nf\l.'l\'[‘ﬁ, Thll\L' \\'Illl now rl'.\]th' (18}
EL:I'upr trace their lineage to a series of
waves of immigration from the eastern
lands beyond Persia, dating as far back
as Alexander the Great. Before that, history o >
: = : ; Because of their reputation, Ravnos
fades into legend. While those initial waves of . i .
; ) , otten .uinl\l one of two distinct strategies for
Ravnos have broken into several distinet jati, e i . i
_ : . survival and success amid Cainire feudalism.
Or castes, lluhd\‘ scattered across I;ll{ﬂl‘u. Atfrica
and the Middle East, most agree that their founderstill

rests in those far-off eastern lands, perhaps in India, having

Many choose to masquerade as a member of
another clan. While existing in such a position
can be fraughr with dangers, the benefits are many.

been banished there after the Great Flood. ; .
Few other clans are as openly distrusted as the Ravnos, and taking

In the lfm' century, a trickle of Ravnos has arrived from the guise of a Ventrue knight-errant or a wandering Toreador
those same far-off lands, however, and they weave a wholly
different tale about the clan’s ancestry, spreading stories of a
fnlmdcr \\‘]‘n Y Was, at the very least s agreat her and }\Url'w:q\\ even
agod. But these newer Ravnos have been exceedingly critical of
their more established clan members, and little information is
forthcoming. Just whar part of this rale is truth and whar part

, domains. We could prove invaluable tothem
myth is unclear, as befits all tales of a clan condemned as

Charlarans.

The weakness of the clan causes great discomfort to the
high-blooded lords of Europe. Each Ravnos is addicred to sin,
and the clan as a whole is accused of spreading chaos through the
lands in which they wander. But foolish indeed are those who
mistake the Ravnos's tendency to indulge in the whispered
urgings of their Beast as an inability to maintain self-control. An
upstart prince might be tempted to banish the Ravnos from his
lands, but the tales of the consequences for doing so are a matter
of legend among the High Clans. Banishment serves only to
bring the wrath of the victim's jati upon whoever was pretentious
enough to attempt such a feat.

In the best of times, the Ravnos are a disjointed unit, and they
distrust one another nearly as much as others distrust them. Eastemn
and Western Ravnos oppose each other with equal vehemence, and
the philosophiesespoused by each frequently clash and cause tempers
to flare. Wherever they go, their (not unwarranted) reputation for
trickery precedes them. Many Ravnos excel in chicanery, and those
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if only they would learn to trust what we offer. They must
realize that the illusions I'|':('\_‘ build around them are far
greater than any we could provide.

The Low Clans: It seems like such a poor distinc-
tion, this separation into High and Low, for all must be
watched with equal impunity, and the latter certai
trust us no more than the former.

Gangrel: They hate us with a rage left over from
their rime in East. Beware their rage, but thank Caine

they are easily deceived.

Toreado
clan, but get one alone, and they quickly become
ave tooffer. A good courtly secret

They publicly spurn us as any other

covetousof wharw
and a bolt of silk can buy off the best of them.

Ventrue: Some among us whisper of shadowy
dealings with the Normans and their prince, but don’t
be fooled into thinking Warlords will tolerate us any
more than any other
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troubadour leaves the Charlatan free to pursue his vices dis-  their sincerity or trick them into a false confidence, so Social
creetly. Because discovery means certain retribution, some Attributes are usually primary. Drifters of all kinds are
vampires x[\'l]d t]L'CJl\lL‘.‘ ur even centuries hlllldlm.: a Ilr.'r\\‘tll'k Uf.
people who support their false claims. Others spurn this ap-

Embraced, and good concepts may vary from
wandering musicians to local guild masters

pruuch. however, along with the very idea that any Ravnos seeking to ('.\pnn\] their territory. Talents

should be forced to hide who they are. They act openly as traders, are often primary. Typical Backgrounds

include Allies and Mentor (for members
of the jati), as well as Contacts and Re-
sources (for rraders and their goods).

[’\L‘Ck\l‘l.il['l!_{ O MOSt rumors, H.H Rll\.'ﬂ.l\:\ fﬁ.‘l“t‘l\\‘

messengers, spies and mercenaries.

The dangerous trickery of the clan is made most manifest
in their Discipline of Chimerstry. This art — which few
outsiders understand — allows the Ravnos to conjure illu-
the Road of Sin, but there are, in fact, many
on other paths, most especially the Road of
Humanity. The most traditional and danger-
ous of the Charlatans are said to follow a

sions big and small and twist perceptions as an artist
would clay. The use of Chimerstry brings its own
dangers however, and rales of Charlarans who have
deceived themselves are passed around the jat.
secret faith of their own, called the Road

Sobriquet: Charlatans :
of Paradox.

Appearance: Those Ravnos who are open
about their clan ties often purpx M‘fll”;' dress in'a
manner to underline their exotic nature. Théir
attire stems from Indian or Mediterranean origins,
and their clothing includes rare materials and dyes
from the East. Vibrant purples, blues and golds
figure prominently in the garb of this can, and the
designs are loose and less restricting than those of g
the European nobility. Those masquerading as §
.\nlm'[hlnu nlht;r, \‘lt}‘!cr I\rldl\_' or r}\r a DL‘I"IU(] nf

Clan Disciplines: Animalism,
Chimerstry, Fortitude
Weaknesses: The Ravnos
Beast 1\u.\L-dlictl\'('mn:‘l.\'tcr, not
the mindless hunger of other
vampires. While Ravnosarestill
subject to frenzy and Rotschreck,
1 IhL‘ F'i:“.‘\'l '.Il."-t\ I‘II.\']L‘?‘ |hl."[l] |i“\'<'lr\i maore
-s:'uph't;rlcam-\i indulgences. Every Ravnos
years, dress as suits their role. : is addicred to some sort of sin or vice,
Haven and Prey: The Ravnos's reputation for chosen at the time of character creation.

EA S oLl i O g i
sinand revelry is not wholly unwarranted, and they Pride, avarice, lust, thievery oranyother

urges touse ;ln\] L'XPIL"I‘T t'!fhc['!“ dre come-
mon. When the characterisinaposition
to indulge her vice, she does so unless

are often found in places where there are opportu-
nities for corruption and pleasure. Because they are
primarily travelers, many seek out cities where ’
there is a large market to haven within during
their stay. Port cities serve especially well for

the player succeeds on a Self-Control
or Instinct roll (difficulty 6). Even if the
this purpose, though Ravnos can be found roll is successful, the character feels the

inland as well in smaller numbers. Large urge and may even hear her Beast whis-

cities also allow them to disappear pering in her head.
quickly should their pre
come \l]ddl:n[\_ less than d
by a local prince. They may
feed on mortal family members
when they travel, but when a
larger base of prey becomes available — within

ce |“C'

Organization: As wanderers, the
asirad Ravnoshavelittle time to develop firmly
grounded contacts or holds. Their struc-
ture, like their society, is fluid and
unconventional. The only rule that is
sacred among the Ravnos is “Protect the
Family,” a directive that is most commonly
witnessed through the actions of the vari-
ous jati. These jau funcrion as a sort of
extended family for the Ravnos. The mem-
bers are usually tied by blood, however

towns and cities — those of the lower classes
sérve Just as \\'L‘”.

The Embrace: While a good number of
Ravnos are Embraced due to their successes
in life, the choice varies from sire to sire as
towhat qualities would make a good childe.
Many look for mortals with a distinct
sense of rrickery and a desire to travel, bur
others seek our those who are particu-

distantly, and they often espouse similar

philosophies. In addition, they willingly of-

fer one another protection and aid, helping
othe rjat met nbers in matters such as travel
or the exchange of informarion.

Quote: Come, My Lovd, this exquis-

itely crafted dagger must be worth at least
20 drachmas to you... after all, |
would hate for you to find itin your
back should I sell it to your brother

down the street. What? You didn't

larly virtuous in life, believing thar a
person can never know virtue unril they
have truly experienced sin. Some from
the East desire to L‘t'r]‘ the bloodline
pure, but mortals of all origins have been
Embraced into the clan in Europe.
Character Creation: Ravnos must

either be able to convince the locals of

-~ e, L R e
= e e N N R
B R IR — S Ry T = ~ ——— e e ™ | gl )
e . « CHAPTER TWO - : AL
\ * \A\ "\\ et P \-‘




CREINERE

On a chill, cloudy night in 1022, cight of the

world’s most accomplished Hermetic magi
gathered in a hidden room in a hidden
castle in Transylvania, stumbling
and l‘|c:|r_\'-a".’u| from a ~lcu'[‘|«.‘.~\
week of preparations; }‘u:nm] to
conclude a ritual which, they had
been promised, would put the
[’hi[uiuphvr\ Stone the l\'l.'\' to
true immortality and limitless power
— within their grasp ar long last.
The promise was kept (after a fash-
ion), but their deed plunged their
august house of scholars forever
into vilest infamy, damning them
as vampires through the usurpa-
tion of the Blood of Caine. Even
some among that cursed eight won-
derif even theirleader, great Tremere
himself, realized how fate would ply
him as her tool to alter both Hermetic and
Cainite history. They wondered if they would spend the rest of
their hunted, harried existences scrambling to escape the conse-
quences of this one fatal act. But then, rushing in where angels fear
to tread has always been the very hallmark of House Tremere.

The two centuries since have seen bitter theorizing from insider
and outsideralike. Is magic truly dying in the world, as Tremere and his
seven acolytes said, or did they believe so only because their lust for
eternal youth and might outstripped the supply? Did they not know, or
not care, what fate they dragged their brothers and sisters toward? Are
they improvising their moves now, or is it all part of some vast
incomprehensible plot. .. and if so, whose?

All anyone knows is that the Tremere grow bolder the harder
they are pressed. A once-great house of magi has yielded to a
vampiric bloodline — the Hermeric Order banished them in 1202,
and the resultant war doomed rheir forlorn human remnanr to
Embrace or execution by their Damned brethren. Their Tzimisce
foes, from whom they stole the Blood but who wavered forjust a few
precious years too many, are fought to a standstill. Spells and
strange beasts drive them back from the heart of the infection !|‘m'\;
would cauterize. Although the Tremere have never officially ad-
mitted to burchering the Antediluvian Saulot and guzzling his
heart's-blood (thus making themselves into a clan), few elder
Cainites have failed to notice his progeny dwindling just as the
il“lhi“lﬂl" NEWCOMeErs wax in I‘U“'L'r.

And now these Usurpers, despite (or because of) their eternal
besiegement, cherish a fresh ambition: a place at the Cainite table.
In this task they face their steepest odds yet. Even those vampires
\\'l\tu!ntfl’ ;1L‘r~l:|‘1;11|.\‘ hate the Tremere treat them as unclean. The
wizards’ hands are stained with sacrilege, and the taint could well
rub off. Many a clutch of young Tremere, suddenly helpless as the
Embrace robs them of their mortal magics, has been discovered and
slaughtered. Still otherfledglings have been dragged before princely
thrones to answer for their ignorance with their unlives.

The Seven — Tremere's seconds and the
night-to-night leaders of his House — quickly
realized that they must placate their fellow
monsters, must learn the rules of this ar-
cane little culture and art least appear to
play by them. Surely the Tremere
have much to offer. True, their new
blood-arts of Thaumaturgy, however
effective against the primitive
Tzimisce koldun, fall miserably short
of the arts they once wielded as breath-
ing warlocks. True, they feel more
alone, more vulnerable than they

ever have. But no outsider ever need
know that. Wheedling and making
oneself “useful” to others' ambitions
does not come easily to the proud
Tremere soul. Many chafe ar having to
smile while Ventrue lordlings use and
abuse their gifts with seeming impunity
Yet they bear it in the name of despera-
tion — and enterprise. In private, they scoff. If they must

bear the l.::-urput' t'plthn'l. Ihn'y should eam it.

Unfortunately, neither the clan’s tightening hierarchy nor the
partial blood oath each Tremere pledges to hissuperiors has brought the
unity the Seven desire, though they only have three of their own to
blame: Goratrix the Sleepless, lightning-rod for the clan's radical
elements; Etrius the Reluctant, whose faction plays clan conscience;
:lnt]\\']“\vkll'('r]]nlIJ],\]t’l'iL]i'Li'.I\'i].T”t'n_"'i]“l'!!l.lllTTL'\'L'H.'I,‘\\I\l':l"'\‘il_‘!"!‘]l"\
her own base of support. And there are deeper rifts yet: between those
who welcomed imme nrmil[y and those who feel l\'ll:lyn] and enslaved,
between authoritarians and champions of wizardly autonomy, and so
on, ad infiniem. Still, most Tremere understand thar the rest of the
world hates them far more than they could ever hate each other. In the
face of external threat or scrutiny, even the deadliest rivals close ranks.

Sobriquet: Usurpers

Appearance: Most Tremere consider themselves truth-seek-
L'rHi]T\LI\]T\’_\.\ ‘h(’ l‘i'ir“ .\('l'l\ 1].|ri¥ Ii \l‘t’..\ Inst HT\]\,' f‘i!l‘rl('%.'.I\]l‘ii.l‘l’riih'l\

STEREOTYPES

The High Clans: We need patronage, and even if
they’re too damned blind and hypocritical to admit ir,
a lot of them need us too — particularly among the
Ventrue. That's all that's I'.L'l‘|‘ll’tL: us on this side of
death.

The Low Clans: Even they sling muck at us; but
they also know we'll not stay in the muck long. And |
think they already hate us for that, even more than
ll‘n.'ir !t'l’\i.\ dn,

The Tzimisce: When they first descended, we
h.'l\{ no i\,h‘.l \\'|'l\' tl‘lL‘\' l|‘n' |'1l us \IlL"l'l lhlL 1emies.
Now we know enough about them to agree whole-
hL“'.II'[L'\H‘.‘.

The Salubri: Are you sure it was alone!
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scant wardrobe. (Clan coffers overflow, but individual luxury is  Attributes and Knowledges are usually primary, although concept
considered frivolous.) Tremere regents tend to keep themselves,  might dicrate otherwise — e.g., warriors, diplomats, iniriares with
their apprentices and their chantries austerely. Usurpersservingas  amagical “wild ralent” but no formal education. Mentoris the most
Cainite liaisons, however, might wear anything from a court-  common individual Background, but chantries may enjoy consid-
conjurer’sgaudy robesto the silksand ermines of nobility. Apparent  erable pooled Backgrounds.
ages vary widely, a result of the conversion. Tremere can Clan Disciplines: Auspex, Dominate,
hail from anywhere in Christendom or its bordering ‘ Thaumaturgy
regions, though the Germanic and Slavic lands are Weskiasssit Tiatise
presently the clan's ethnic center. culture encourages obedi-
Haven and Prey: Nearly all Tremere ence to House leadership,
dwell in secrer houses of thaumarturgic and that obedience is aug-
study called chantries, usually along- mented by the forced
side s handful of theirclanmates, though partial blood oath —
regional headquarters can be larger. one drink of the com-
Vampirism is forcing chantries into the bined vitae of the Seven
cities, where, because of their pariah '— that each new acolyte
status, Tremere usually ger stuck must undertake. Tremere
with the dregs: slums, ghettos, superiors thus have a -1
foreign quarters and their of- difficulty to Dominate
tenunderfed inhabitants. Some their clanmates of lower
officially unacknowledged rank. Perhaps more dan-
chantries can't even claim that gerous still, each Tremere
much, and the draining nature of surrenders a vial of his own
blood-magic complicates things blood to his immediare su-
further. Luckily, clan culrure dis- perior, and the High
courages gourmands. Many Chantry at Ceoris is rap-
chantries keep a “larder” of idly assembling its own
mortal prisoners and simply exhaustive collection of
forbid their apprentices to risk Tremere blood. The
hunting. blood magic of
The Embrace: Despite the Thaumarurgy makes the
proximity of enemies old and lesser Tremere a potential
new, Tremere still recruit fur- target for dark rites of pun-
tively from occultists’ cabals, ishment.
Gnostic cults, cathedral schools, Organization: Out of a
universities, abbeys, nunneries desperate need for coherence
anywhere the life of the mind is hon- (and, supposedly, for the sake of a
ored. Recruits of all faiths are, however, massive cabalistic working) the
expected to discard what the Hellenic- Seven are slowly formalizing the
influenced Tremere think of as the House’s old hierarchy into some-
unenlightened aspects of their creeds, thing reverentially dubbed the
especially since the conversion to vam- Pyramid. Evenrually, they hope to
pirism. Some regents also create theirown have seven apprentices under each
mortal secret societies for use as feeding chantry regent, seven regents under
and recruiting grounds. And there are oc- each regional lord, seven lords under
casional Embraces of Hermetic magi who each of the Seven, and thence to
either looked too promising to pass up or Great Tremere himself—whorestsin
stuck their noses somewhere unfortunate. Ceoris, the High Chantry and greatest
Pragmarism rules the seemingly more fortress of the House, locared high in the
outré choices: knights for the “Hungarian war” Transylvanian Alps.
and courtiers or even the odd prelare for diplo- Ascending these degrees is a labyrin-
matic duty. Such folk are seduced or ambushed as thine business, requiring fears both mystical
necessary. Regardless of background, the ideal and mundane. With all their looming perils,
initiate combines a blazing intellect with a hunger 43 many Tremere still find the nightly rasks of
for secrets and, above all, a freebooting spirit. Other e chantry establishment and survival far more
Cainites, deceived by the fusty exterior, may not = important than impressing some remore
recognize until he’s too late the scope of a superior. But the clan's initiatory oath
Tremere's daring. : declares death the price of open defi-
Character Creation: Most Tremere = ance, and ranking magi have the means
follow the Road of Humanity (or occa- e, - to carry out that threat.
sionally the Road of Sin), being either - Quote: It pains me to disagree with vyour
ignorant or leery of alternatives. Mental - Ladyship's privy advisers, since they have doubtless
" g - T ate
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GAncemore, Soetwas on the run,

The priests had found here hunting in the streets of Troyes, a man’s blood on her lips and his
sleeping form at her feet. The fact that the man had been as much a monster as she — a
sinner who did more than covet his neighbor’s wife and daughter — seemed of no matter to
these supposed men of God.

The first priest had been easy to elude. He looked like a country friar unaccustomed to an
agslomeration of people like that at the great fair, even at night. Forjustamoment, even Zoe
herselfhad believed that the old mule was rearing in its makeshift stall. The friar had recoiled
in fright of the blow to come from the beast’s hindquarters, closing his eyes like a boy. By the
time he opened them, to find the beast sleeping quietly, the “‘devilish harlot” he had been
chasing was long gone.

Father Anatole would not be happy that she had been seen, of course, but he would
understand. “Almighty God,” he was wont to say, “brings us all to our fates. When hardship
strikes, it is but another test of our faith.”

The second priest, however, was more of a problem. This one came flanked by a knight who
bore both the cross of one who has gone to Outremer and the seashell of a pilgrim to
Santiago. This soldier was no inexperienced squire, and the priest he guarded was no parish
fop. Hewas a Dominican, Zoe thought, for his garments were deep scarlet under his traveling
cloak. A crucifix of gold hung around his neck.

The problem with this priest and knight was that they wouldn't go away. For every turn she
tookor every distraction she created, the pair seemed to have aninstinct to follow the right
path. They might stray for a second, but they continued on the right course, as if following
some unseen path. A chill ran through Zoe’s already cold body as the fear rose up inside her.
“God guides them,” she whispered to no one in particular. To rid herself of them, she would
have to do something permanent. But these were men of God....

Allmen are sinners. The thought came unbidden, from the deepest part ofher unliving soul.
And those who sin in the name of God are the greatest sinners of all.

Andthey had sinnedin God’s name, hadn’t they? They hunted her, a child of God and Caine,
afollower of the Road of Heaven, because of her nature. A nature God himselfhadimposed
on her asa penance. Would they challenge God'’s workings? That would be unthinkable. The
gravest of cardinal sins. Pride writ large and apocalyptic. To deny God? How dare they? To
let them continue would be the sin.

The priest and crusader never saw her circle back. Their deaths were neither quick nor
painless.
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And if thﬂy think me a 30d for my power, | shall not

correct them.

And it they ofter me that which is first and best of all

they possess,
| not refuse thcirgiﬁ:s. nor cast them out.
—The Erciyes Fragmt:n'ts. Il (Lilith)

| sha

Within each of the Damned lies the power they call the Beast. It is
the unending hunger and limitless savagery that gnaws at their soul,
night after night. They must learn to master the Beast or else go mad,
becoming little more than ravening monsters until they are put down by
their own kind like rabid dogs. In order to stand against the nightly
demands of the Beast, vampires embrace a variety of philosophies, beliefs
they can hold on to and build a strong center around, perhaps even paths
to greater understanding of their nature and a measure of peace. They call
these ways roads (or viae in Latin), and through them lies hope, and often
power,

TheWatureof theRoads

The roads are philosophies, ways of existing and understanding the
world, that give their followers a greater sense of self and purpose. As the
peasant turns to the sacraments of the Church for solace from the misery
of everyday life, so do Cainites look to their roads for solace from the
knowledge of what they are, and from the Beast that lurks within each of
them. The more strongly devoted ro aroad he is, the more easily a Cainite
can overcome or control the urges of the Beast, but also the more
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fanatical the vampire becomes about the road’s beliefs, as
zealous as a saint... or a martyr.

Although the roads share the common goal of keep-
ing their followers from madness, they each do so in their
own way. Some deny the Beast, others seek acceprance
and accord with it. Each road focuses on a particular
belief, but the individual tenets of the roads vary greatly.
Some, such as the Road of Heaven and the Road of
Humanity, seek redemption and hope of salvation. Oth-
ers, such as the Roads of the Beast and of Sin, give in to
the Beast as a means of satiating its lullll_:cr, Others still,
such as the Road of Kings, focus on the superiority of the
Children of Caine over the mortal herd. Each road serves
the purpose of keeping the Beast at bay, but that is perhaps
the only thing upon which they agree. They are like
differing religions, often quarrelsome and competing for
influence over Cainite hearts and souls.

The Order of theAads

Many neonates focus on the parallels between roads
and religions, and there is indeed a great deal of faith and
belief involved in the viae. But the roads are neither as
organized nor as powerful as the Church, no matter how
much their adherents might wish otherwise. Each road is
ordered according to its nature, and some are more orga-
ni:vd lf];ln others, As a ucnur;il rl!lc. nmd.\ lh;!l Tcudl
adherence to an established code of social morality and
Tl‘tc repression of tl\u Beast’s urges are more Ul'g;-tl‘li:m] and
hierarchical than the ones that guide followers to be true
to their personal honor and instincts. (These distinc-
tions, in Dark Ages: Vampire, are often expressed in
terms of traits called Virtues, as explained on page 158.)

THE FIRST ROADS

ainites scholars and elder priests be

lieve that the Road of the Beast and the Road
of Humanity are the most basic, and oldest, roads of the
l.!ﬂd\_.'il’l'_’. In\lt't.'l], [I‘It"‘\l' I'nl'll_ill piﬂ']]‘\ IWL'IL‘;lI]. \'l'lil'l an
instinctual desire to hold on to the grounding of human-
ity or to embrace the savage nature of the Beast. The
other roads and paths are said to build upon this most
basic, most instinctual decision. Therefore, all vampires
are said to have walked one of these two roads however
briefly. From there, instructions from a sire or teacher
and personal experience can lead the childe to adopt
affirm her original choice. Even if she
stays on the road to which she first was drawn, doing so

another road or

action. No vam-
Is” for

long without choosing to act in a way that promotes

becomes a {}wi(c I';II}‘NJI' I|'|k|[‘. a gut r
led “root ro

pire can long walk even the so-

their virtues. Ferals and Prodigals face just as many
moral choices, and they must practice their road as

fervently as any other vampires.
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Organized roads often have different sects, based
around divergent paths or the political ambitions of
particular Cainites. Therefore, the roads are even less
united than the domains of the princes, but those Cainites
with high positions within a road’s hierarchy still wield
considerable power and influence, much like the high-
ranking clergy of the Church.

An adherent’s progress along a road over time is
one thing that determines status, but it is also a
matter of politics and social maneuvering, like any-
thing in Cainite society. The leaders and teachers
of a road are usually the most advanced in it, but not
Hl\\'il\_'.\, ':ll'll.] every rllleI I‘l‘nl\ 1ts P]'ll]'\hL'lh. :{".ilﬂr.‘i,
heretics and divergent sects. If any of the roads were
able to come together into a single order, it would
wield power in Cainite society nearly equal to that
of the Church in mortal society. This is usually
enough to unite the other roads (and various princes)
against the possibility.

Walking theQvad

The roads are difficult paths to follow, but they are
necessary if Cainites are to resist the siren call of the Beast
within them. Following a road is a process that begins not
long after a vampire is Embraced, and it continues through-
out her immortal existence unless she meets her end, falls
prey to the Beast or achieves the legendary goal of
(;\!l(nﬂd.i.

Jnitiates

Newly Embraced vampires choose a particular road
to follow. Some neonates make this choice with a full
understanding of the implications, after their sires teach
them the ways of Cainite belief. This technique is the
preferred one among the High Clans and some of the Low,
but it is hardly universal. More likely, the childe has little
detailed understanding of roads or may even be blissfully
unaware Uf I|1t'111 at .'l“. I I(‘l' own instincts ;,!l“‘lll' I]L'r o a
broad via she can follow. Such Cainites follow their roads
out of blind faith or instinct, clinging to whatever beliefs
they can to ward off the Beast. Proper instruction inaroad
is one of the reasons princes insist on controlling the right
to create childer. Caitiff left to their own devices too
often LIL'}.[L'HCI':IIL‘ INto monsters :Hld stir llp I}H.' l]]l"'r;ll
population against Cainites in general.

However vampires arrive at their chosen road, they
all begin as initiates of that road. Their first steps are
tenuous and cautious. An initiate is not yet fully commir-
ted to the road, so he does not yet enjoy the full benefits
of it. Initiates, whose convictions have yer to be tested,
are less able to hold back the Beast, which makes them
maore .‘il]f‘\l‘.’t’l\[ihlt‘ o [I'll._' ]]]{!\i[]l‘.‘;.‘; ()f fn?n:y -']nLi rh{'.' [{(’Li
Fear. Initiates also do not yet ['J-Iliiilrl_‘ Ii“lt.‘ Aaura« l!.lhclr rlmd
(see p. 161).
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Adberents

Initiates remain initiates until they experience a

moment of truth, a powerful insight into the nature of

the Beast and their chosen road. This comes quickly for
some, while others struggle for some time before stum-
bling upon the insight. Some roads and reachers work
to create moments of truth for their initiates while
others allow them to happen in their own time. A
moment Uf lrllth attirms a (:;”l]l[L“.\ i‘i“l]l m 4 Ill‘]Llu
Those who have experienced one can progress from
initiate to true adherent of the road.
ments of truth allow the vampire to advance further
along the road (see “Moments of Truth,” p. 260).
The majority of Cainites are adherents of their

Thereafter, mo-

particular roads, having experienced a few moments of
truth to strengthen their beliefs. They follow their
road’s ethics and strictures as a means of holding the
Beast at bay each night of their existence. Some fail
and let the Beast claim a bit more of them, while others
struggle forward along the road. All adherents are
equals, at least in terms of their road, although they
IT'Iil\-' dlfh:l uru:lr}y 1n terms llf.\"[':”'l]?\', generation Zlntl 50
forth. Some roads differentiate adherents based on
experience, seniority, faithfulness and other qualities.

Teachers and Priests

Some Cainites who are particularly experienced in
their road and firm in their beliefs, with many mo-
ments of truth behind them, choose to share their
insights with others in order to help them along the
way. They become teachers and ministers of their road.
They may do so deliberately or simply fall into the role
ds more &lll\_l maore hlllL]L‘n[h come “(.'L'l\'lll‘_{ le\'l{.’L’ 'clllt_]
guidance. Sires usually teach their childer at least the
basics of their own road, if not all the major roads, so
that the fledgling can survive in Cainite society. Other
teachers rake on many students and debare among
themselves the ethics and qualities of their road, fur-
ther refining their knowledge and passing it on to
others.
the Road of Heaven)
hii\'l.' a rL‘t'l.L[lL)l].\' LIll]lL’l’l\\'lUn to lllt.‘lll‘ ‘.ind L‘.‘:{“L‘i’iL'nL‘L\l
adherents rake the role of priest as well as reacher.
These ashen priests, as they are known, minister to the
needs of adherents on their road and act as confessors,
counselors, teachers and guides. Although some were
priests and nuns in life, most find their vocation after
the Embrace, ordained by a particular sect of their road
to perform their duties. The Road of Heaven has many
such sects, while the Road of the Beast has few reachers
and fewer priests. The other roads lie somewhere in

Many roads (particularly

between.

Ashen priests and other great professors of the
roads have some influence in Cainite society, much
like mortal priests and scholars do in mortal society.
Although the roads have nothing to equal the unity of

the Church, the highest-ranking ashen priests wield
power like that of a and
princes and barons seek their favor and support.

Paragons

Above even the greatest reachers of the roads are

]‘thnp Or even C:H'Llll'lill,

the paragons, those Cainites who embody the prin-
ciples of their road in every word and deed. These
worthies have endured many years of unlife and faced
countless challenges on their path, overcoming them
through dedication and strengthening their devotion.
Their wisdom is unparalleled, and they are looked
upon as the equals of Christian saints and mythic
heroes. Mystics claim that some paragons have even
attained the IC}JL‘HL];U’\" state of Golconda, but such
paragons are incredibly rare. Indeed, many Cainites
Lll!lil—"['
legends and parables created by ashen priests to en-
courage their flocks and give them examples to emulate.

that they even exist as anything other than

A paragon is more than just a Cainite with a strong
dedication to her road.
walking their road
vigor, few find that their initial blush of dedication
survives years of unliving existence and the tempta-

While some Cainites begin
as initiates full of devotion and

tions of the Beast. For most, their road is a constant
struggle, a tug of war between their free will and the
Beast. For each step forward, there is at least one step
back, creating an uneasy equilibrium. Paragons are
those who have undergone many trials and moments of
truth and learned from those experiences, using them
to strengthen their devotion and deepen their under-
standing of their path. They manage to continue forward
on their road and maintain the high pinnacle to which
they have ascended.

Apostates

Sometimes, Cainites rurn away from a road rhey
have chosen, but apostasy is a grave decision that risks
the character’s soul. Either the vampire takes up a new
nmd 1n ‘ihur[ UIJL‘(. or he is lost to the Beast forever.

In either case, apostates turn away from their
current road. They no longer honor its principles or
tl‘i“k‘l“' 1ts T]'iitllTlUn‘i. [)(HITL‘ S50 Ell](l\\'.\' [hL‘ l%L‘ilSt greater
reign over the vampire’s heart and soul, and apostates
become increasingly dominated by the needs of the
Beast. They sneer at their former beliefs and may even
become outcasts at court or among other adherents of
their road. Most apostates fortunately have the patron-
age of ateacher or priest of another road to shield them.
TI]U."'L' “'I'IU ll(‘ not may l‘L' L}L‘L’iilrk‘d El[‘!ilthl‘“!il Or even
become the prey in a blood hunt.

Eventually, after casting aside most of their road’s
beliefs, apostates reach whar some Cainite scholars call
“the jaws of the Beast.” Like a drowning man, they can
either swim or sink. They must take up a new road,

dedicate themselves to it and struggle to regain their

iy 2. T T
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mastery over the Beast, or they surrender and sink into
complete savagery and irreversible damnation.

Even apostates who are successful on their new
road carry aslight stigma with them, particularly among
their former fellows, but changing roads is not consid-
ered a crime. Srill, relarively few Cainires choose to
change their road once they become adherents. Those
who commit apostasy more than once are looked upon
with suspicion; they possess extraordinary strength of
will, but little strength of character, making them

dangerous.

Ercommunication

Even rarer than those who turn their backs on
their chosen road are those Cainites banished from
t[lt'l[ TUHLI 11\ dan k']kll.‘l‘ or "l"r]t'l'lt'l', I“JrI't‘li I-l'(ﬂ'ﬂ 1ts
sacraments :1tn| made anathema to their fellow adher-
ents. Not all roads practice excommunication as such,
and it is never invoked |iu|n|y. but influential priests
and teachers of a road have the power to declare an
adherent outlaw, and groups of them can even banish
one of their own.

The excommunicate is cut off from all involve-
ment with the road, its rites and its followers. Anyone
associating with or giving aid to an excommunicate is
likely ro suffer the same fare. Although they can con-
tinue to practice the rites of their road on their own,
excommunicates often begin to degenerate without
the support of their fellow adherents, causing them to
become apostates and seek another road, or else fall
into the clutches of the Beast forever.

Therefore, excommunication is a serious matter,
since it may condemn the banished to rhe Beast. Most
consider it close to a blood hunt in severity, while some
consider it worse. A swift Final Death is often kinder
than slow degeneration into a monster. Such is par-
ticularly true on rhe rare occasions when a vampire is
outlawed from Cainite society in general and no teacher
or priest of any road will take him in. Powerful ashen
priests wield the threat of excommunication like Cainite
princes wield the power of the blood hunt. It is a rarely
ll-‘il..'l_i‘ I‘lll L'\'L'r']-‘r('.'\(,'l'” ]I'II'L'IH' I]'Iilr [1:111;::«- over TI'IL‘ ]'H_‘H\.l‘-
of their enemies.

Forking Paths

Each road has a l_ll‘gL' number of followers scattered
ACTOSsS ELII‘lI[‘IL' ;ll‘u' hr\‘nn\], all of whom agree on hasic
precepts, bur who may disagree on some areas. In most
cases, these disagreements are reflections of individual
experiences, and they do not lead to factionalism so much
as personal insights. One follower of the Road of Human-
ity may believe in mimicking the latest human practices,
whereas another may follow the models of previous soci-
eties. But real movements do grow up within the roads,
either in reaction to a spreading insight or around an

especially charismatic ashen priest. These so-called paths
are refinements of the practice of a road and its tenets,

FI_HV L‘KlllllPiL‘, ilh'lllu [hl‘ l{{!lld Ui. [ lt‘il\'{'ll. lht‘[(_' ih
the Path of Di\'inily, which teaches that Cainirtes are
divinely blessed, touched by the hand of God and set
above morral men. The pracrice of this path can be
seen in the Cainite Heresy, among other places. In
stark contrast, however, lies the Path of Penitence,
\\'l“t.‘h rl.'iil_‘hk‘.‘\' lhil[ (_;l'lil t'llr."i(‘ll (:iiiﬂl' iiIlLI |I'Iil| llll).‘i('
who carry Caine’s blood are also cursed for their sins,
with their vampiric unlife as penitence. Both paths
believe in the power and greater glory of God, but each
considers the other’s beliefs heretical.

In other cases, the diverse paths of a road exist
more or less in harmony (or at least without any overt
conflict). The adherents of the Road of the Beast
respect the various beliefs of its paths, since they are
simply differences in expression of the principles they
all hold true. Some paths relate to their road like a
diocese to the Church, while others are more akin to
]]lll\' l.'ll"l]t‘l'.‘i. IllUnil.\'l(‘ri{‘.‘! or, in some cases, I'lL'Tt'li(_ill

sects.

Aites of theads

Each road is more than just a set of beliefs. For a
road to be useful, its ideas must be put into pracrice,
and Cainites carry out the sacraments and rites of their
roads as part of their nightly existence. These rituals
affirm the Cainite’s belief in the road and hold the
Beast at bay for one more night. Like the sacraments of
the Church, rites have an important role in Cainite
existence. Without them, their roads would be so
much lip service and meaningless philosophy. With
them, the roads offer adherents an existence other
than the one offered by the Beast. Failing to perform
the rites of their road on a regular basis can erode the
vampire’s moral cenrer, a process known as degenera-
tion (and detailed on page 267). The exact rites vary
from one road to another, but they fit into certain
categories that are common to all roads.

Prayer

In solitude or together, the adherents of the road
recite sacred texts, often passages from the Bible or the
so-called Erciyes Fragments, extracts of The Book of
Nod which have been passed through vampiric circles
in recent decades. They offer up prayers of thanks for
the will to carry on another night or of thanksgiving for
their unliving state. They honor God (or whatever
pagan gods they believe in), or they simply medirate on
the truths of their road and how their experiences
illuminate them. Prayers to ancient figures from legend
such as Caine and Lilith are known among some of the
Damned. Nightly prayers are an important devotion
for the Road of Heaven, and Cainites walking the Road
of ]"Ilm]:mit\,‘ sometimes find solace in them, :I[Ihtlll;_!h
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they more often prefer Socratic debates and dialogs on
the nature of humaniry and their own existence.

Study

Cainites often spend time in study and contempla-
tion of the tenets of their road and what those words of
wisdom have to teach them. They may study under the
guidance of a teacher or priest, alone or in the company
of other adherents. Some roads have ancienr texts and
llt'l|\-‘ books, pt-nnmi l*\,‘ their greatest teachers, while
others have un|\_,‘ the lessons of the world, studied in
mortal courts, dry tombs or the darkest wilderness. Time
spent in study deepens the adherent’s understanding of
the road.

ARtual

The roads have numerous rituals, from the Mass of
the Road of Heaven to the knighting ceremonies and
pomp of the Road of Kings to the ritual combats and hunts
of the Road of the Beast. Rituals tie the adherents of a road
together, giving them common experiences, and rituals
serve to mark important events and reaffirm devotion.
During rituals, adherents are most in touch with their road
and its precepts, embodying them and carrying them out,

Celebration

While rituals are usually solemn affairs, celebrations
are more spontaneous but still honor the beliefs of the
road. The Bacchanalian excesses of the Road of Sin and
the tournaments and competitions of the Road of Kings
are both examples of celebrations, while stories are told
about how followers of the Road of the Beast celebrate in

-_-_"‘—.. — - - . ~
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savage contests and wild hunts. Those on the Road of
Humanity often find solace and strength in the celebra-
tions of mortal society, affirming the joys of life and its

simple pleasures.

Winistry

Some adherents of the roads choose to honor their
beliefs by teaching and ministering to the needs of their
tellows. Professors and priests are important to the continu-
ance of the roads and for initiating neonates into the ways
of the road. They also officiate other rites, such as priests
offering the sacraments to the faithful or lords bestowing
knighthood and other honors. Ministry and teaching are
usually reserved for experienced adherents of a road.

PVenace

In addirion to prevenrting degeneration, a road’s
sacraments offer solace and hope when a follower sins
against it. This may be a literal confession and penance
like that of the Road of Heaven, or it may be a more
metaphorical affirmation of the road’s ethics, like an
adherent of the Road of Humanity feeling remorse and
doing humane deeds or a follower of the Road of the Beast
casting off more of civilization's chains to be wild and free.

Penance can take place any time adherents sin against
their road, whether or not they degenerate. If they do not
degenerate, then they atone for their sin and rededicate
themselves to the road. If they do degenerate, then proper
(and often lengthy) penance may serve as a way for an
increasingly callous adherent to rediscover his moral
compass. The guidance of a priest oracolyte at these times

cdan lliilkk' [I]L’ L]IiTL‘FL'{lL'L‘ l‘-L‘l ween recovering from sin illlLI

failing before it.
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OTHER ROADS

/@)hc five roads described in this chapter are
2/ not the only ones. They are simply the
most prominent and the ones most often followed
by the vampires of Europe. There are other minor
roads (often seen as paths of the five great roads).
Their most common adherents are Cainites of a
particular clan or bloodline, who created the road
to embody their own precepts and goals. These
other roads include the following:

® The Road of Blood (Via Sanguinis): The
mysterious code of the Assamites, handed down
to them from their clan’s founder. Ir teaches thart
the blood of Caine is a dangerous and powerful
gift, one that only the followers of this road are
truly worthy of. They hunt and diablerize other
vampires.

¢ The Road of Bones (Via Ossium): Follow-
ers of this morbid road are fascinated with the
nature of death and the soul, and how the unlife of
the Damned relates to both. They study death in
all of its forms with a cold detachment, seeking to
learn more about its true nature. The road has few
adherents, mostly members of the Cappadocian
clan, along with a few morbid Tzimisce.

¢ The Road of Metamorphosis (Via
Mutationis) The esoteric Road of l\'[ct‘.ulmrphu-
sis is the realm of the Tzimisce and their
flesh-shaping arts. It preaches a transcendence of

all things, from human compassion to weaknesses
of the flesh. The body is only clay to be shaped for
the perfection of the spirit. It is a secretive road,
open only to the Fiends.

¢ The Road of Night (Via Noctis): Cainites
on the Road of Night embrace the darkness and all
that dwells within it as their birthright. They are
also drawn to the darkness within others, seeking
out sinners to punish them. Via Noctis is most
common among the Lasombra, masters of shadows
that they are.

e The Road of Paradox (Via Paradoxi): The
bastion of asmall and fanatical core of Clan Ravnos,
the Road of Paradox is ill understood outside the
Charlatans' ranks. Its principle belief is that every
living creature has a specific destiny. The Embrace

creates a fundamental paradox by removing a per-

son from his destiny, and the only way to
compensate for that is to help others reach their
destiny or remove from life those who don’t follow
destiny’s dictates.

® The Road of the Serpent (Via Serpentis):
The serpent is a subtle rempter, leading many
Cainites to believe that this road is a path of the
Road of Sin. But in truth, it is a road of its own,
most commonly followed by the Setites. Like the
serpent in the Garden of Eden, they offer both
truth and damnation.
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OF ThE€ BEAST

VIA BESTIAE

Most Cainites struggle against the
hunger of the Beast, but the Feral follow-
ers of the Road of the Beast accept their
destiny as the greatest hunters in the entire
world. Tllu‘\' see lht'llh\'l\ esas L\ in to the wolf
and the lion, predators that live in wild places,
stalking their prey. They rely on their instincts
and animal cunning to help them survive.
Abandoning civilization, they
give in to hunger and sav-
agery, and sariate the Beast
in so doing, giving it no
lu‘L‘Li o overw l'u_‘|m
them. This road may be
the oldest among
Cainites, harking back to
the first nights, when they
were the mightiest hunters
in the world. The Ferals
certainly think so.

Ferals leave the trappings
of civilization behind and sur-
vive by theirown lawsand those
of the wild. Theirs is a simple
existence: When they hunger, rhey
hunt; when they tire, they rest; and when they are
threatened, they strike swiftly and wirhour mercy.
Doing otherwise is to show weakness, and the weak
perish so that the strong may survive. Among the followers
of the road is a saying: “The Feral wins every battle but one,

ally. There is no room for anything else.

i|1t\lli' Or roamin hill][ INg pac i\'ﬁ. More l'l-l]‘\ll':lll'

HIERARCHY OF SINS AGAINST THE BEAST

Score Minimum Wrongdoing

10 Putting yourself at risk needlessly
Not challenging a weak leader
Killing for any reason other than survival
Avoiding contact with nature
Needless torture or cruelty
f‘t'i'.lkin,t.: a sacrifice for someone unrelated to you
Refusing to kill when important to your survival
Failing to defend your territory

Showing mercy to an enemy

Abstaining from feeding when hungry

Rationale

Survival is paramount.

Only the strongest should lead.

Murder is a creation of society.

In nature liesstrength. Civilization is soft and weak.
‘civilized” folk engage in these things.

You owe others nothing.

Norhing is more important than survival.

Those who do not defend their territory have it

taken from them.

Mercy is for the weak.

1st must be satisfied.

YARK AGES: VAMPIRE -

and in thar one is death, rrue and final.” But
cruelty is no more the way of the Beast than
mercy. Ferals kill because they must, not for
sportorpleasure. They prefer to kill quickly and
cleanly, and only when necessary.
But Ferals give no thought

to regret or recrimination. Fol-
lowers of the Road of the Beast
exist in the moment. The past
is past, and the future is yet to
be written. All that matters is
now, satistying the needs at
hand. In the extreme, they
do not plan beyond choos-
ing their next meal or
t|n\||m: a safte haven from
the coming of day. They typi-
cally have no patience for
plotting and scheming, pre-
ferring to act where others
think. This boldness makes
‘erals seem naive to some
‘ainites, bur they are not fools,
and they do not care to be treated as
\Iluh. TllL'\ see with the eyes of the
hunter. Everything in the world is di-
vided into predator and prey, enemy and

I..IL'L‘ true ]‘I'L'll‘lhll"\, |"('I\!l‘- L'I||'Ik'|' \\'.Ilk



social bonds seem odd and confining to them, and they
hold mortal and Cainite society in contempt. They have
as little to do with either as possible. Some even go so far
as to reject the legend of Caine and claim that their
lineage comes from older, pagan sources. They value their
freedom above all else and hate to be caged or bound. They
owe fealry to no lord, and they avoid the blood oath at all
COsts, except \\']1\'11 1L 1s 1|’w.'|\' v.\-.il‘t;ll‘nucd as a |11u'\1uc nl'
lovalty. They live by their wits and their strength and have
no need for the softness of civilization. They give their
trust and their respect only rarely, bur rhar gitr is uncon-
ditional when they do. They only obey those they respect
and only respect those who prove their strength — of
body, mind and spirit.

Ferals are wanderers, so they are found in
wild lands everywhere near their prey.
They dominate the wilderness where
most Cainites fear ro rread. They range
in appearance from naked savages to
fur-clad barbarians to cunning woods-
men. Common belief to the contrary,
their Feral nature is not always imme-
diately apparent, though it always
comes to the fore, sooner or larer.

Narurally, few of the members of
the High Clans follow this road that
rejects the very social order that guaran-
tees their prestige. Those high-blooded
Cainirtes who do embrace E'h(‘ f:L‘I'.l] way
are usually outcasts and exiles from
the courts of princes and bar-
ons. The road is much more -
popular among the Low
Clans, especially  the {
Gangrel, who are most
St |11Il_:i\".|.\hs wciated with the
Road of the Beast in the
Cainite mind. Still, mem-
bers of any clan can follow
this road if they are strong
enough to survive it.

Sobriquet: Ferals

The Ethics of the Beast:

¢ Exist in accord with the needs of
the Beast.

® Do what you must to survive. No more, no less.

* Merey is for the weak. Only the strong survive.

* The past is dead, the future is unborn. The mo-
ment is yours.

* Respect only the strong, and swear tealty to /t‘j

no one.

Initiation: Many Ferals take up the Road of
the Beast on their own, giving in to their
animal sides. It is most common among bar-

bariansand rogues who are already outside the

laws of civilization. Some Ferals seek out and teach
students the ways of the wild before leaving them to
survive on their own, and Feral packs also “adopt” ini-
tiates from time to time. Initiation onto the Via Bestiae is
made up of harsh lessons, intended to strip away novices’
remaining ries to civilization and harden them to the
realities of existence as hunters. Those who fail are culled
without mercy, to leave more prey for the worthy.
Organization: The Road of the Beast has even fewer
leaders than it has teachers. Ferals sometimes gather in
I‘lek‘\. |L'\l ]“\ lilk' strongest among TI“'I“ \\'l]i' must r:lL'L‘
down any challenge for leadership from the other mem-
bers of the p;lrk. These [\;Icli.\ tend to exist nI‘Ll\' as 1tll1_L: as
they are useful, breaking up and going their separate ways
when they are not, or ending in the destruc-
tion of the weaker members of the pack.
Otherwise, followers of the Road of the

Beast acknowledge no leaders, nor any

._/.

=

hierarchy save the relationship be-
tween predator and prey, and teacher

£ W TN = Py T T

\IHLl hlllLItl]l,

| Aura: Menace. Those in the
/ [‘r{'ﬁl'llt'l‘ l'lj.il Ft‘rill l\l‘l\‘\\' lhill "\I‘lL' 15
atrue hl\nll'l', Just as dl.'ct' L]ll \\']‘IL‘I'I
\ \ L'unfmnl'in_u a wolf. The aura modi-
fierapplies torollsaimed at terrifying
Or cowing an opponent.
Road Virtues: Conviction,
Instinct

Paths: Path of the Hunter:
You are a predator, and all others
are your prey. Path of the No-
mad: Civilization is slavery. Run
wild and be free. Path of the

Savage: Embrace vour hatred
and rage, and use them to de-
.\[Tl':\' Iht' ll'k’id\.

Roleplaying Tips: You
are a monster, more terrible
and savage than any natural
beast. You see all others as
potential prey, and you re-
spect only those stronger than

vourself. You are free and un-
encumbered by morality or
material things, guided by your
mstmcrts '.ll'ILl ylllll' |'|t'(’li.\. \bl'lll
exist in the moment and fol-
low the laws of the wild. You
strike without mercy or regret.
As long as you are strong, no

| one can stand against you.
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ROAD OF hEAYED

VIA CAELI

Thk' [ ).!111110;' l([\( "W T]\L'\ arec L||"*L'\]
by God, and many of them curse God in
return. But others accept the burden
the Lord has placed upon them and seek
to find purpose in it. These Faithful know
that everything is a part of God's plan, even
the Children of Caine. Followers of the
Road of Heaven devote themselves
tounderstanding that purpose. The
answers to the question, “Why has
God done this to me?” lead to the
many \Ii\'vrucnr ]1;1111.\1 lt'lh]k I 1:'u1.
Like the mortal Church, the Road
“I.l I\'l‘\‘t'n 15 Lli\ EeNnrosc h]\]]l.\, sects
and heresies.

The road as a whole is built
upon the belief that God is testing

the so-called Faithful, just as he
tested Abraham and Job ro
strengthen their faith. Theirs is a
heavy burden, bur they bear it
gladly, because it is the crucible in
which theirfaith is purified and made
holy before God. Many Faithful are
drawn to various Gnostic heresies

l'li.lf klilllll [hil' Tht' ||l'.|[L'T'1.'I] WOr [\] 1S
Hell, a belief that fits well with the
Cainite condition of damnarion among
the living. Orthers tie themselves to more

s!l'ThleiH,\ “."ICNTL‘I'H ;][h{ l‘:LI\IL'I'I'l
Christian teachings and seek salva-
tion in the rejection of truly undying
temptation. Theyallagree thataheav-
enly reward is not unattainable,
although it is far harder for the Damned
to achieve than the living. God
does not withdraw His grace from
sinners.

Amongallof the manysects
of the Road of Heaven, the voice
of the Beast is that of Satan, the
great tempter, seeking to lure the

Faithful away from righteousness
and into sin. They shun all ser-
of
devil-worshipers, demons and
followers of the Road of Sin. The

vdants c\ll‘ ~1u.}1

ds

Faithful continue to carry out

the sacraments of the Church
even in their unliving existence,
and ashen priests are the most
commonon the Road of Heaven.
Followers gather in small congre-
gations to worship, guided by their
priests. Some support the mortal
Church while others reject the
Church in favor of their own he-
retical beliefs.

HIERARCHY OF SINS AGAINST HEAVEN

Score
10

Minimum Wrongdoing
Violating any of the Ten Commandments, for any reason
Failing to speak out against corruption and sin

Acting out of pride, avarice,

gluttony or some other sinful impulse

Theft, robbery, willful vandalism
Causing harm to a pious and virtuous person God see
ding from an innocent without permission

Blasphemous or heretical acts

Allowing a crime or major sin to go unpunished
The murder of innocents

Aiding a demon or other supernatural agent of evil

Rationale

God’s word is law.

All the Devil requires is for
the faithful ro do norhing.
Sin is the road ro the Beast.

Thou shalt not steal.
all and punishes such sins.
God protects the innocent.

Thou shalt have no other gods before Me.
Denial of God leads only to damnation.
engeance is mine,” sayeth the Lord.

Thou shalt not kill. Do not repeat
the sin of 1€,

Serve evil and you serve the Beast.

’1"*_. ] /I'- o~
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The Faithful are found throughout Christendom and * Deny the Devil through denial of the Beast and all
beyond. Those in the East often follow Muslim creatures of Hell.
ways, and there are Jews and even pagans on Initiation: Many who come to the Road of Heaven
were believers in life, particularly clergy and crusaders
sworn to the cross. Others find God after their Em-
brace, seeking meaning in their unliving existence,

the Road of Heaven as well. Monasteries
are particular havens for the Faithful, iso-
lated from the outside world and permitring

them a measure of solitude (and a mortal and these converts are among the most zealous.

Initiation onto the Road of Heaven is much like a
Church confirmation or baptism. The initiate swears

herd ro feed on). Outwardly, most of the

Faithful appear no different than the mortals
with whom they sometimes mix, save for a
fanarical gleam in the eyes and the air of holi-
ness that surrounds them,

before a priest and God's altar to renounce Satan
and his works on Earth and to honor the will of
God. The specific trappings and rites vary
depending on the sect, Crusaders addition-
ally swear to battle the forces of Hell, while
heretics twist the sacraments to glorify them-
selves as the chosen of God.

The various paths play a much greater role
in the Road of Heaven than paths do in most
others vampiric beliefs. Among the Faithtul,
these paths form large and sometimes
overtly nr;_r.un:cd religious movements.
The adherents of the Paths of Peni-
tence and Retribution often worship
alongside other Faithful, but they
emphasize different points of theol-
ogy. The former believe that unlife is ¢
a penance they must endure in order

Organization: The Faithful organize
much like the mortal Church, but they are
broken into even more disparate sects and
teachings. Ashen priests see to the needs of
their flocks and perform the sacraments. Over
them are the various abbots and bishops of
the road. The road has not chosen a single
pontiff. Several elders claim that title for
their own sect, but they do not have the
loyalty of all of the Faithful. The Faithful
often take to the monastic life, influencing
mortal monasteries or even creating their
own isolated communities where they can
worship and serve God in their own way.

to purify themselves and prove their
worthiness to God. Many of the peni-
tent take vows of charity and poverty,
seeking the Lord’s forgiveness, and they
feed only on the thin and bitter vitae of
animals rather than humans. Those on
the Path of Retribution, meanwhile,
see themselves as instruments of God’s
vengeance against the sinful and the
wicked — living and unliving alike.
They hope to win back God's favor by
acting in His name and rooting out evil.

Aura: Holiness. The righteousness of

the true servants of Heaven is apparent to
all. The aura modifier applies to Social rolls
that rely on the vampire’s image asa holy and
divine being.

Much more contentious, however,
is the schismatic belief that Cainites are
not cursed, but favored by God. These

Road Virtues: Conscience, Self-Con-
trol

Paths: Path of Divinity: You are among
the chosen of God and should be worshipped as
such. Path of Penitence: Your damned exist-
ence is punishment for your sins. Path of
Retribution: You are God's angel of ven-

heretics say they are set above mortal
men, with great powers at their com-
mand, like the saints or even the Heavenly
Host. The Cainite Heresy (see p. 46) arose
from their beliefs, along with “.l}wr I‘k-rf"l.l' geance and scourge of the wicked and sinful.
cal cults and sects that worship vampires . . 4
Roleplaying Tips: God has laidaheavy
burden upon you, but you shall not be found
wanting. You are among the truly devout,
whose faith is tested and made strong. If
)
you deny the Beast within you, deny the
Devil and all his works and remain stead-
fast in your faith, you will be

as saints, angels or gods themselves. The
Heresy's bishops are very often in conflict
with other ashen priests of the road.

Sobriquet: The Fairhful

The Ethics of Heaven:

* God laid His mark upon Caine and
his childer as part of His great plan.

rewarded. You do not always
® The word of God is law. Defiance of
God is sin thart leads to damnation.

understand the reasons for your
suffering, but God works in
mysterious ways. You do not
need to understand, only to

® No one is above God's law.

¢ [ove and serve God in all things.
believe.

« CHAPTERTHR
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ROAD OF hUMANITY

VIA HUMANITATIS

Other roads see Cainites as something apart % accident of birth or physical circumstance. It is nor a
2y beating heart that makes one human, but a feeling
i!("ll'r. \\'."hn‘l’l the heart is hardened against all car-
ing, or twisted and blackened by wickedness, then
one is truly dead, whether Cainite or mortal.

from humanity, be they savage hunters or or-
LllllI‘lL‘d princes« F!.lhl‘ \\'(I['ILI. T}IL' hl”l wers of Iilc
Road of Humaniry see themselves as no different (
in mind or soul than their fellow men. True, they

have a great and terrible burden laid The Beast represents all that the
upon them, but they cling to the
vestiges of their human nature. In
the darkness of their souls, they
work to fan the dying embers of
their humanity into a flame that

Prodigals struggle against: unceas-
@ ing hunger, depthless cruelty,

ages Cainites to become monsters,
can |h_:[‘|r their way. Let others and ”nh. |‘\. hnldinu on to those
seek to become monsters or an- behaviors that are uniquely hu-

gels; the Prodigals consider man can they deny the Beast

themselves human and will re- and its urges. But in order to sur-

main so. Yvive, Prodigals must sometimes
Unlike those on the Road indulge those dark urges. They
of Heaven, Prodigals do not look

to God for their salvarion. They

must feed, and 'hk'\. must protect
themselves against those who
would destroy them. These goads

force a Prodigal to forever struggle

find it in simple acts of human
compassion, in the very act of liv-
ing, even though they are no longera against the Beast, commirting small sins
part of the living world. Their reason to forestall greater ones and seeking
and conscience are their guides through

penance and redemption for their ac-
the dark maze of their existence. They will

tions when they can.

not become beasts, treating their fellow men TheRoad of Humatitv embodies many

as prey, nor seek to set themselves above hu- of the ideals of the Brujah clan, particularly the

manity. To a Prodigal, humanity is not merely an possibility of Cainite and kine living together in

HIERARCHY OF SINS AGAINST HUMANITY

Score Minimum Wrongdoing Rationale

10 Selfish thoughts ['hought is as good as deed.

9 Minor selfish acts Compassion separates us from the beasts.
Injury to another person Follow the Golden Rule.
(deliberate or otherwise)
Theft and robbery Respect the property of others.
Accidental violation of another Ignorance does not excuse cruelty.
(e.g., drinking a vessel dry from starvation)
Wanton destruction Man creates; the Beast destroys.
lmpassioned violation of another Those who act as beasts become beasts.
(e.g., killing in frenzy)

Planned violation of another (e.g., murder) If you surrender to the Beast, you become its slave.

sual violation of another Others are worthy of your respect.

(e.g., wanton killing, feeding past satiation)

The most heinous and demented acts Are you man or beast?
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phers the respect they are due, and they tell tales of the

paragons of human virtue that seek (and sometimes

find) the secret of Golconda. But they have not

\ formed any broadly recognized hierarchy. In-
i

peace, with respect for human dignity and freedom. Many
Brujah follow this road, along with members of
every other clan. The Road of Humaniry is one
that many vampires come to by instinct. After

all, they were all human once, and the Embrace stead, the Prodigals associate with one another

A

through a network of largely egalitarian guilds
| and fraternal orders. Some influential teachers

often leads to an understanding of how pre-
cious (and fragile) one's humaniry is. Some
falter and seek another road, while the rest
continue to shelter the light of their human-
ity against the dark.

and philosophers of the road gather students
around them ro form schools in the Greek
tradition, but such groups are usually small,
dedicared to study, debate and the an-
cient maxim “know thyself.” While
|\'t eum L{.lll‘lt'r to \ll.'l‘illl.’. Ulh&.‘r SeCts nlh
the Road of Humanity take a more
active role. Some offer succor to the

Prodigals are found most often among
ornear the common folk rather than the
nobility. Among them, they learn how
to be human all over again, while con-
tinually testing the strength of their
convictions against the desires of the
Beast within. Of all Cainites, Prodigals
seem the most normal to mortals, and

newly Embraced, while hunting down
those lost to humanity. Others follow
the Brujah ideal of a sociery in which
Cainites and mortals exist together
in peace, and they do what they can
to make it come about. There are
even tales of vampire hospitalers

they are the least likely to stir feelings
of either awe or mistrust within them.
Sobriquet: Prodigals

Ethics of Humanity: ; :
and physicians who treat injured

and sick mortals, reclaiming their
humanity through their mercy.

* A man is measured by his words, §
his deeds and his heart, not an acci-

dent of birth or circumstance. .
Aura: Normalcy. The human-

ity the Prodigals hold in their hearts
keeps them from seeming so strange

® The ability to reason separates
man from beast.
* Dountoothers as you would have

and frightening to mortals. The aura
modifier affects attempts at win-
ning sympathy and appearing
normal.

them do unto you.

¢ All men are brothers.

* Freedom is earned with dignity
and justice.

Road Virtues: Conscience,
Self-Control
Paths: Pach of Breath: Act as a man
to be a man; breathe, work, revel and live.
Path of Communirty: Alone youare damned,;
in company you can be saved. Serve the
needs of others. Path of Vigor: To stopis to
wither and die. Move and you shall live.

Initiation: Many followers of the Road
of Humanity come to it on their own after
struggling with the realities of their Cainite
nature. They affirm their belief in their own
humanity and hold to it tightly, usually after
a harrowing experience with their own capac-
ity for monstrous behavior and the power of
the Beast, which serves as a moment of truth.
A neonate who kills savagely to sate his hun-
ger, a fledgling who seeks revenge for a petty
sll;.:ht; these Cainites look ar the blood on

"

A

il Roleplaying Tips: Although you are

changed, transformed in body by the Em-
brace, you are still human. Your mind and
soul are your own, and you will not

their hands and reject the monsters they MiirahAar tsm to the Peast. You can

still reason, and — more importantly
— vou can still feel and follow the

: g\
have become. Others come to the road more ';'.'
gradually and are taught its precepts by

eir sire or another teacher. . ‘ \
th GEReE Le dictates of your conscience and know

remorse when you
falter. As long as
those things are
true, you will
never be the mon-

Organization: The Road of Human-
ity claims that all men are brothers and
that each should be measured accord-
ing to his or her words and deeds.
TI\L‘rL‘tIl e, [hL‘ iiL]l’lL‘TL‘ll[.‘i of lh(' ]

road accord their great
teachers and philoso-

ster that others

say you are.

.
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men,
that

some also held the divine right to rule. The Scions,
followers of the Road of Kings, believe

that
inher
arms

mortal nobility wars for control over
land and wealth, so do the Scions war
among themselvesforcontrol of Cainire

dom:
[illh a

But the Scions are not all war and

glory

rulership, and the first lesson an initiate of

the rc

rule over the Beast within before com-
manding the loyalty of any subject or

vassa
is rul

Beast, tocommand inferiors and to defer to

bette

destiny of power laid before them. They

Lllhlt'

powered to rule — as all royal families

are

swift, the cunning and the bold can
seizeathrone andhold it. Divine (or Damned)

right

OAD OF KINGS

VIA REGALIS

Just as God ordained thar kings should rule over |
by placing His mark upon Caine He ordained

lead to rebellion and betrayal. But, carefully controlled,
those same passions can raise a ruler up to grearness

Cainites were above the mortal herd, and that and give him the power to conquer his enemies and
hold on to his throne. So the Beast must be
controlled, and conquering the Beast is
power and rulership are their a necessary first step in conquering
itance, secured |“_,‘ strength of the world.
and skill at court. Just as the It'slittle wonder that the Road
of Kings draws many of the High
Clanstoit, particularly the Lasombra,
Tzimisce and Ventrue. Those who rise
1ns, with lesser vampires and mor- to the position I1I.[‘I'iIIL'L‘ often do so by
following this road. Although there are

princes of the other roads as well, none

I‘l'll\_,'cd ll!\'t‘ pieces on a chesshe l;]l’gl‘

. They are also concerned with have made rulership so much a part of
theirvery Iwm;:.:"\mlHtiunhnﬁvnIn;lkv
vad learns is that one must be able to the best rulers because the see their
endeavor as larger than simply hoard-
ing personal power—that is the domain

l. Inaworld where one either rules or of the Beast. A true king creates justice

ed, the Scions learn to master the for his subjects and inspires loyalty in his
\‘;i:i:w‘;l|:w. .'\nJ l}u' nl‘l]y way to |111L|L‘r~.|;ll'u.]
IS, il“ \\'[‘I[lc .NL‘&'I(IHL: (8] &_l;iltn [llt' hk!\\'lﬂlll.\']‘ll'\:|H\".1|I'\ i_»-.[':1}'1‘1\'u|1m‘n|n\';|[
nn-.'wH, (!B.‘I’l.'lﬂt'k‘. many :";L'll'll.\ \[“t'lhi
rstand that all Cainites are em- time as vassals and knights in other's
service. Others serve as judges and
- but that only the strong, the magistrates, dispensing justice in the
name of a lord whom they serve.
Because of their appreciation for feudal
can become manifest only through skillful action. bonds, Scions have adopted the tradition of chivalry as their

The Beast stands in the way of a Scion’s destiny. It own, and Cainite lords sponsor orders of knighthood wherein
represents all the dark impulses that drag a ruler down and  initiates and adherents of the road can learn its ways and

Se
10

HIERARCHY OF SINS AGAINST KINGSHIP

ore  Minimum Wrongdoing Rationale
Neglecting your duty Those who fail in their responsibilities often lose them.

Treating a peer with disrespect A leader earns respect by acting respectfully.

Treating an inferior as an equal Everyone should know their place, including you.

Breaking your word to a peer Trust is earned by being trustworthy.

Behaving shamefully before your peers Honor and reputation are everything.

Showing weakness in front of inferiors A leader must be seen as strong.

Failing to answer a challenge to your honor Honor must be maintained; challenges cannot go unanswered.
Trearting a superior with disrespect Superiors must be given the respect they are due.
Breaking your word to your superiors Your word is your bond. If your word is worthless, then so are you,

Breaking a sworn oath Oaths of fealty hold the world together.
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prove themselves worthy [hrnul_[h their deeds. But chival- ()I’;_{:ini:illiun: The Road of KII]_L’.\ 15 |‘t'|‘!1.111.\' the most

rous Cainites are proving a challenge to more traditional — organized of all, with each adherent owing fealty to his
Scion lords. The lords claim that they are the ultimate source  betters and having it owed to him by his inferiors. Much of
of law, whereas the knights look to a nebulous moral code,  the organization of the Cainite courts is dicrated by the
either drawn from mortal chivalrous tradirion orsaid to be traditions of the Road of Kings, and lord is currently the
highest rank for any adherent, although many have even
higher aspirations. Below the lord and princes are many
lesser nobles: barons, dukes and the like. Beneath them
are the knights and knightly orders, often sponsored by

handed down by Caine.

Sobriquet: Scions
Ethics of Kings:

 There are only two roles in this world: that
one prince oranother. Inand around the courtare roles

like seneschal, advisor, minister and such, for those
whofollowasubtlerroad to power. Scionsstruggle
o l”“l‘r]‘lL‘ Ii\\lklﬂ.‘r.l ‘t‘l‘k'n”\‘t‘i' [hl_' Iﬁt Kll('\'llf
. theirrivals,and they fight to maintain

) what they have gained.

of master and that of servant.
- 'l)l Ml Are \Lll‘L'ril i to I]h"niil.\ “]il\lt' (8] T'|-|I|k'.
e To master others, you must first master
vourself and the Beast within.

* Only those who seize power gain

it; only those who use power keep it. Aura: Command. Scions afe
e Yourword isyourbond. With- L4 \ destined o rule, and they know it.
out it, you are nothing. i Those around them can feel their

commanding presence like a

s \ crown upon them. Their aura

5" \  modifier affectsrollsto command

Initiation: Initiates come to
the Road of Kings in two ways.
Some are chosen by mentors
and .L:I'ntln‘tuti for the l‘tllL‘. or ](.'il\.l others.

Road Virtues: Convic-

tion, Self-Control

sometimes Embraced for that
very purpose. They evenrtu-
1\“\' ]‘L‘(UH‘[C It'll.\rm] \11.\.\;1].\ Paths: I‘il[h of krhi\ﬂlr‘!‘:
J {ong l]‘ﬁ!ilLi _'it']'l‘ft'L‘cIT'L'L!”.‘ fuﬂnu‘
and !q’)huU the code rjl‘hu'{:h‘_\'.
Path of the Tyrant: Itis better
toreign in Hell than to serve in
Heaven. Path of the Vizier:
Powerisasubtle game. Playit
like a master and become the
power behind the throne.

of their liege, though the
ambition of some carries
them higher. Others
achieve the Road of Kings
through their own drive,
winning the favor of a
patron with glorious
deeds and carefully cho- |8
sen words. In eithercase, ’ Roleplaying Tips:
MR m.“"H\‘ me‘u. ’ Youarea *L‘I‘l“ﬂ"llﬂ‘t:;l]‘.'['lt"
theirpagon §serviceior gy superior to the mortal

a time (with or without i
herd and destined for
the assurances of the

greatness. You are the
Hu.nh::nh].Thvs’]v.‘lrn ;

master of your fate, not
a slave to it. Take up
your destiny and let
none stand in the way
of achieving what is

discipline and personal
mastery under their
patron’s guidance while
serving as page, squire,
clark or the like. With
the rise of the orders
of chivalry, it is com-
mon for nitiates to

yours by right. Youare
just and firm with your
followers, deferent to
our betters :
begin as squires and s sigand (e
; rible to your enemies.
l'\.'l'l”ll'.l”\'111"11‘..'\’[_'th
rank of knight. It has
also become common

You will rule the
night foragesun-
counted, and

# all glory and

'l‘ 2 I.‘ ‘ y »
]‘Yf honor will be

for sires and liege lords
to “foster” fledglings
with each other to

VOurs.
strengthen the bonds of

fealty between them.
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ROAD OF 3II)

VIA PECCATI

The common folk of the Dark Medieval world know
full well that vampires are creatures of the Devil, and
[f they are damned,
then why should they not indulge in the
dark desires welling up
within them?
Rather than falling

many Cainites agree.

f‘/—‘:&q‘,
on their knees and beg- o e
ging forgiveness, they B

exult in s /,’
newfound power and / y

use it to satisfy their y

every wicked im-

pulse. Other

TI"]L'H

Cainires look at these Sinners
and see those who have given
in to the temptartions of the
Beast, but they are not mere
slaves to their own desires. TIIL‘\
master []1‘.‘ H-\';l_\r }*\.‘ im]llh_:inu ;md ft't‘LlIHL: LE;
Although many

Cainires condemn Sinners for their excesses, many more

existing in cooperation with it.

secretly envy them their freedom and find the sinful life
very tempting indeed.

Despite some accusations to the contrary, few Sin-
ners are agents of Hell. The minority who \iu become
infernalists do so of their own free will as an opportunity
to indulge and gain the Devil's favor as well. Afterall, the
Adversary is interested in corrupting the souls of the
the Damned are already his. Most Sinners
follow their own wills, and selfishness is at the core of

mnnocent

their road. The power they command as Cainites gives

HIERARCHY OF

Score  Minimum Wrongdoing

10 Acknowledging any moral restraint

9 Failing to indulge a new desire
Failing to ride the wave of a frenzy
Refusing to tempt the virtuous

Avoiding injury to others ar the cost of your own ple:

Turning down a chance for material gain
Acting against your own best interests

Refusing to kill when it is in your best interest
Refusing to feed when the opportunity arises

Encouraging virtue or aiding agents of virtue

PR /m\‘

Tl]L'lll ?I'IL' means to Lll5 as |i|l.'\ |‘]L’.l“t'\ .Ilhi woe I‘R'ihi\’

anyone who stands in their way.
Their interests are as diverse as
the depths of sin itself. Some in-

dulge the senses with art,

perfumes,

music and

‘\lll'L‘\l:Illlhrll_'_'!]Ih!l
food and drink,

which are de-
nied them).
They serve
as patrons or
lnllw.'nul'lht'\
become obsessive col-
Orthers

practice the art of se-

lectors

duction, gathering harems
of beautiful mortals. They play the heart like

atinely tuned lute. Some corrupt others and lead them
into lives of indulgence and excess for their own amusement
andvicarious enjoyment. They explore the limits of painand
degradarion mortals (and even other Cainites) can suffer.
Because they are already damned, nothing is forbidden to
them.

In facr, the only thing that is truly forbidden to the
followers of the Road of Sin is tailing to sarisfy their
Through

Beast and keep it sated. Denial awakens the hunger

endless need for indulgence. it, they feed the
within them, and forces the Beast to take matters into its

own bloody hands. Sinners know the Beast better than

SINS AGAINST INFAMY

Rationale

You are beyond such wea

No pleasure should be duxlui you.

Denial only strengthens the Beast.
Virtue is a lie you must ose.
sure  No pain is worth more than your pleasure.
Your own needs outweigh all others.
Only fools sacrifice themselves
No life is more important than your own.
Do not refuse your greatest need and pleasure.

Virtue is a lie and a prison for the spirit.
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most, and they have no desire to become its slaves. nottoshyaway fromit, but torevel and luxuriate init. Tofeel

Sinners know that total denial of the Beast only strength-  the pleasure that comes from the power they now command.
ens it in the long run, leading to an ultimate destruction  Others claim that the priests of this road are nothing but foul

of the self. And Sinners value the self above all else. corrupters, but they maintain otherwise. After all, do the
The Road of Sin is a tempting one, and many Cainites truly righteous and devout have anything to fear from the
find themselves drawn to it, each seeking to satisty a pleasures that they offer? Or do they point accusing
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Toreador, tend to be given ta sublime pleasures, from they want the freedom the Road of Sin offers?

delicate beauty to exquisite pain, Cainites of the Low C l' Organization: The Road of Sin is loosely orga-
Clans who follow the road are said to be more savage, J y nized at best, ~i111pl\_‘ because the goals of those who

& ' (sllow it are so diverse. [r rends to be broken into
- individuals who each follow their own desires, occa-

but this perceprion has more to do with social stereo-
typing among the unliving than actual practice. Indeed,
the excesses of Tzimisce Sinners and their A sionally gathering cults of followers, both Cainite
flesh-crafting arts, make the debaucher- and mortal, around them. The more experi-
ies of the Low Clans pale in , enced Sinners become tempters and priests,
comparison. /) ;‘"‘“ bringing others onto the road and teaching
Wise Cainites are warv of the them to unleash their desires and claim
Sinners, but they recognizetheroad /. them. Even the infernalists exist in scat-
as a legitimate one. As long as the | tered cults, serving their demonic masters.
Great Sinners are accorded a measure of
respect, but they hold only the power
they can enforce. Despite the rumors

\ andbeliefs of many Cainites, there isno

Sinners do not violate the Tradi-
tions or the edicts of their prince
or lord, they are left to their own
affairs, which isjustasthe follow- |
ers of the Road of Sin prefer it. ||
Some Sinners even make aplace |

single cult or leader of the Road of Sin,
no devilish conspiracy seeking to drag
for themselves as scholars of the all others into corruprion.
Beast, advising princes and po- Aura: Seduction. The Sinners are
temptation incarnate, and they have
an uncanny knack for knowing the

desires of others. The aura modifier

tentates on how to deal with the
darker impulses of their subjects. |
Sobriquet: Sinners ‘
Ethics of Sin: affects rolls totempr and seduce orhers.
Road Virtues: Conviction, In-
! | stinct
Paths: Path of the Devil: You are
damned, and you serve Hell on Earth.
Path of Cruelry: Inflict your pain and

* You are already damned,
so nothing is forbidden to you.

¢ Claim the Beast and make
it yours, Do not let it claim you,

¢ The night is yours. Take
what you wanr and do what you
will.

hate on others and soothe it in j\'mn'n'f}.
Path of Pleasure: Indulge all your de-
, sires, for they lead vou to your true self.
* Actwhereothershesitate. | . M e S :

Roleplaying Tips: You arc al-
ready among the Damned, so what
| have vou to lose by indulging your

The laws of neither man nor God
bind you. \

e |n the dark dq"th.\ ot your

: rrue desires! Denial only strengthens
heart lies pleasure, if you have the !

the Beast. You do not fear retribu-

courage to tree it .
tion in the hereafter, because you

Initiation: Initiation onto the
Road of Sin is often a matter of
breaking the many chains that bind
the neophyte intoamoral straight-

will never truly die. You are free of
the shackles of morality that bind
mere mortals and even
somany of yourunliving

{ brethren. That makes

Kika | you capable of fulfill-
T ing yourevery wish.
What is there to

stop you?

jacket and loosing the desires
within her. The Embrace begins
the work, awakening primal and
dark hunger within the
neonate's breast. Temprers

teachers of the Road of
Sin encourage their stu-
dents to follow that desire;
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Stefan! Comehereat once!”

Master Jervais’s voice rang through the halls of the chantry like athunderbolt. Stefan, the
magus’s apprentice, ran from the dormitory like a rabbit from a hound — save that he was
running toward a predator s jaws and not away from them. He rounded the cornerinto the
hallway at a sprint and didn’t slow as he dove through the heavy red curtain that masked the
lab’s entrance. He could only hope that the fearsome wards emblazoned on that tapestry
had been well attuned so as not to reduce him to ash.

Theywere, butwhen he saw Master Jervais's face, Stefan wished the wardshad done him
in. At least his suffering would have been over quickly.

“Can you explain to me, apprentice, why these specimens have not been prepared?”
Towering over his apprentice as he did over most other people, the magus waved his hand
dismissively at the iron cages that lined the far wall of the lab. In them, a family of peasants
cowered but made few noises. Stefan had watched his master cut out their tongues himself
three nights ago.

“I thought that perhaps—"

“Who granted you the right to think, boy?” Jervais’s bellows exposed the sharp canines
that he seemed no longer able to retract completely. “l wanted the pups exsanguinated by
now, andyou should have known that. Why else would T have initiated youinto the mysteries
of the vitae, but to grant you understanding?”

“I'm sorry, Master Jervais.” Stefan hurried to the array of equipment in the center of the
room. He released a beg that allowed a series of chains — each tipped with a sharp hook —
to descend from the ceiling, “I'll prepare them now.”

Jervais only nodded and turned to another working surface, where Fidus, his other
apprentice was sitting, pen at the ready. “Back to this letter: Our presence in your fair town
poses no threat to you, Prince Duncan.”

Stefan brought the youngest of the prisoners to the exsanguination table. The child
struggled, but Stefan had the strength of his master’s blood, and the boy had not eaten in
three days. His struggles were barely worth Stefan's attention.

“Infact,” Jervais continued across the laboratory, “we are ready to pay foryour permission
with an array of friendly services that, I'm sure, will show you that the stories of Clan
Tremere’s perfidy are the product of the jealousy of ill-informed rivals.”

Stefan inserted the hooks and pulled the chains tight again. As the lad’s body rose from
the table and his blood began to flow, Stefan noted once more how bothersome the
srunting screams of those without tongues were.

Some night, he would find a way to rectify that.
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bAPCER FOUR:

RULES OF
Ch& GAIE

Every Cainite is a pawn on someones chessboard.

—The Erciyes Fragments: [X (Proverbs)

Dark Ages is called a storytelling game because it has rules. Those rules,
however, don’t exist to limit behavior or keep anyone “in line.” They exist
to provide the players with challenges and the Storyreller with simple ways

[l

in which to adjudicate those challenges. In a larger sense, they exist to help
tell the story.

Because the players are both participants and audience, it’s critical that
they identify with their characrers and experience (vicariously) the thrills
and chills of the unfolding tale. Just like you hold your breath when reading
about a hero who's about to be done in, you'll hold your breath when your
character does something risky. Having an impartial way to resolve the
situation — Does Anatole make it out of the burning building? Does Lucita
get to the prince in time? — helps to maintain that tension. The Storyteller
can just decide whether your character succeeds or fails, of course, but that’s

usually less fun for everyone, because it leaves things open to favoritism.
Truly unbiased rulings need some sort of standard or precedent so that
everybody knows that everyone’s getting the same treatment.

Hence, rules.

"
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Dark Ages uses only a few basic rules to get things done,
but these rules can have countless permutations in the
context of the game. This chaprer covers the very basics,
such as rolling dice. More specific, detail-oriented rules can
be found throughout the book. Don’t worry about mastering
il” thl' I‘L’rlnllrllflllnh’ at once, lhi‘ll‘_:h- LL“dI‘I‘l rl‘ll'.\l' |\4].‘§]L‘ l'lllt_‘?;
first, and everything else will come narurally.

Time

Over the course of the game, time is presumed to pass as
it would in the normal world. Tuesday follows Monday,
month after month, and so on. There's no need to roleplay
out every second that ticks away. There’s a huge difference
between the speeds at which “game” time and real time pass.
Over a four-hour game session, a week, a month or even a
year might pass in the setring of the game — or the entire
session might detail the events of an action-packed half-

hour. You can play out a combat turn by turn, taking it in
three-second increments, or you can let months passaway in
a few minutes of real rime. (The passage of time without
players taking any real actions is called downtime. Learning
to use this little trick can help the pacing of your game
immensely.)

Tohelp maintain a sense of the passage of time without
resorting to tedious charts and the like, Dark Ages uses six
hasic units to describe game time:

® Turn: The amount of time you need to take a fairly
simple action. A turn can range anywhere from three
seconds to three minutes, depending on the pace of the
current scene.

* Scene: Like the basic division of plays and movies, a
scene isacompact period of action and interaction that takes
place in a single location. This could be the storming of a
Tremere chantry or a moonlit conversation on a parapet.
There are exactly as many turns in a scene as the scene
requires. A scene might not even have turmns if it consists of
nothing but dialogue and character interaction.

¢ Chapter: An independent part of a story, almost
always played out inone game session. [t consists of anumber
of scenes interconnected by downtime. Essentially, a game
chapter is like a chapter in a novel or an act in a play.

s Story: A full tale, complete with introduction, rising
action and climax. Some stories can take several chapters to
L'I}Elli‘lL'|L'; others can be finished in one.

¢ Chronicle: A series of stories connected by the
characters themselves and their ongoing narrative, possibly
even h\‘ a4 cominon |I1L‘I11k’ oar t?\".'ri]l‘fhlnf_’: I\li it

¢ Downtime: Time that you glossover with description
rather than playing it out turn by turn or scene by scene. If
the Storyteller says, “You wait in the courtyard for four hours
before the lord’s ghoul summons you,” rather than actually
letting the characters play out their wait, the Storyteller is
considered to be invoking downtime. Downtime allows
trivial or tedious passages of time to go by quickly. One can
also use it to let several months, years or even decades pass
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between stories in a chronicle (taking advantage of the
longevity of vampires).

Actions

Over the course of a game, your character will do many
things. Some of these tasks are considered actions, while
others aren’t. Speeches and conversations aren't considered
actions as such, but just about everything else from throwing
a punch at your sire to trying to decipher a code is probably
an action. One action typically takes one turn of game time
to complete.

It's easy enough to attempt an action. Just tell the
Storyteller what your character’s trying to do and how she
plans to go about it. Most actions — crossing a field or
are easy enough to be consid-
ered automatically successful. However, if you're trying to
cross a field with many pits while being chased by a knight on
horseback, or you're trying to don armor in a hurry before an
attacker arrives, there’s a chance you might fail. So when
reasonable doubt arises over whether an action will succeed

donning armor, for instance

or not, you may have to roll dice to determine the results.
Ref lerive Actions

Not everything that your character actually does counts
as an action. For instance, a vampire spending blood to
increase its strength is considered to take less than a second
of game time. You roll nodice, and your character can do this
while doing something else. Such a “free action” is called a
reflexive — in essence, a feat that doesn't require taking an
action to accomplish. Of course, you still have to be con-
scious to perform many reflexives, but they don't get in the
way of anything else you want to do in a turn. (Augmenting
strength and other traits with blood is fully explained on page
162, by the way.)

olling Dice

;‘\lllunl}_’h the ‘Slur\'tc”vt' is within |‘\L‘|‘fccr I‘if_{hl‘.\‘ o
declare whether a given action succeeds or fails (usually for
dramaric purposes), chance enters into the equation in many
cases. Therefore, Dark Ages uses a simple, portable form of
“chance ina pocket” — dice. To be specific, Dark Ages uses
10-sided dice. (You can find these in any game store or even
many bookstores.) The 5rur\_'rv[]t'l' may need quite a few:
players need plenty as well, but they can share among
themselves. Tendice are the most thata beginning character
will need at a given time.

You roll dice whenever the outcome of an action is in
doubt or the Storyteller thinks that there's a chance your
character might fail. Your character’s strengths and weak-
nesses affect the number of dice you roll, and thus directly

affect your chances of success.
Although your character’s personality is limited only by

your imagination, his capabilities are defined by his traits,
which measure his aptitudes and abilities (and appear on his




character sheet, see p. 318). Most traits are described by a
rating of 1 to 5. A 1 in a trait is barely competent, while a 5
is the pinnacle of human achievement. Most people’s traits
range from 1 to 3. A 4 in a trait indicates an exceptional
person, while a 5 is nearly incomparable — among humans,
at any rate. [t’s also possible to have a 0 in a trait. Such a low
rating usually represents a skill that the character never
learned, bursome exceptions (such as the hideous Nosferatu’s
lack of an Appearance rtrait) do occur. Some traits are
measured on a 1-to-10 scale. These special traits, and most
of the others, are explained in Chapter Five.
For normal trairs, the following scale applies:

X Abysmal

L Poor

.e .-‘\\‘&'t".;gc
LA Good

ssee Exceptional
eeese Superb

Whenever you roll dice, you roll one die for every dot
you have in the appropriate trait. For instance, if your
character is trying to find something and he has three dots in
Perception, you would roll three dice. However, you almost
never simply roll the number of dice you have in an At-
tribute. Raw potential is modified by skill, after all. The most
common rolls in the game involve adding the dice gained
froman Artribute (inherent aptitudes, see p. 140) to the dice
gained from an Ability (learned capabilities, see p. 142).

For instance, if Veronica were trying to find a specific
text in the cluttered library of a monastery, the Storyteller
might have her player, Lynn, roll Perception + Theology
an Attribute plus an Ability. In this case, Lynn would rake
two dice for Veronica's Perception of 2, plus as many dice as
she had in Theology. Veronica has Theology 4, so Lynn gets
tour more dice from that. Veronica has a total of six dice to
attempt her task. These dice are called the dice pool — in
otherwords, the total number of dice youroll in asingle turn.
Most often, you'll calculate a dice pool for only one action ar
a time, although you can maodify it to be able to perform
multiple rasks in a turn.

Of course, you might not need to add an Ability toan
Attribute for some rolls. For instance, there's no Ability
that will help Veronica heft a large chest. In such cases,
Lynn would use only the dice from the Attribute — in this
case, Strength.

There isabsolutely nosituation in which more than two
traits can add to a dice pool. What's more, if your dice pool
involves a trait whose maximum rating is 10 (such as
Willpower, see p. 161), you can't add any other traits to your
dice pool. It’s effectively impossible for a normal human
being to have more than 10 dice in a dice pool.

Elder vampires, on the other hand...

Difficultics

There’s no point in rolling dice unless you know what
results you're looking for. Whenever you try to perform an
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action, the Storyreller will decide on an appropriate difficulty
and tell you her decision. A difficulty is always a number
between 2 and 10. Each time youscore that numberor higher
on one of your dice, you're considered to have gained a
success. Forexample, ifan action’sdifficulty isa 6 and you roll
a3, 3,8, 7 and 10, then you've scored three successes. The
more you get, the better you do. You need only one success
to perform most actions successfully, but that’s considered a
II]:!['}_:iI\:Il SUCCCSS. “ you sCorc [I]rﬁ'&‘ Or MOre, you -“UL‘(C".‘L'
completely.

Naturally, the lower the difficulty number is, the easier
it is to score successes, and vice versa. Six is the default
difficulty, indicating actions that are neither exceptionally
tricky nor exceptionally easy to accomplish. If the Storyteller
or rulebook ever calls for you to make aroll, but doesn’t give you
a specific difficulty number, assume that the task is difficulty 6.

The Storyteller is the final authority on how difficult
attempted actions are. If the task seems impossible, he'll
make the difficulty appropriately high, while, if the task
seems l‘\llll'il”u‘l\.,-‘ easy, the dif.f-lk‘llll\,‘ will be low (if the
Storyteller decides you even have to roll at all). Particu-
larly easy or difficult tasks might even demand difficulty
numbers of 2 or 10, but such should be extremely rare. A
task of difficulty 2 is so easy that it’s not really worth the
trouble of a die roll, while an action of difficulty 10 is
almost impossible. You have an equal chance of botching
(which is explained later) as you do of succeeding, no
matter how many dice you're rolling.

And, in case it needs ro be said, a result of a 10 is always
a success, no matter whar the difficulty number is.

The following charts should give yOu a go il idea of how
to combine difficulties and degrees of success.

Fo s
Failure

[T‘S'Ullr\'\.‘n]‘u !'lllr'-lit_‘cc"r&l:hnl'l;Idic l‘tl“,\'tlllr(h.ll'm'll‘l' filllh
his attempted action. He misses his punch. His attempt to
persuade the prince falls flat. Failure, while usually disap-
pointing, is not so catastrophic as a botch.

Example: Feodor, a Nosferatu, is attempting to spy on
some suspicious activities in one of the halls of the castle, and he
is perching precariously on an overhang to do so. Justin, the
Storyteller, tells Feodor’s player, John, to ol his Dexterity +
Stealth (difficulty 7). John rolls and gets 2,5, 6, 6,4, 3 —no
successes. Justin rules that as Feodor attempts to shift position on
the overhang, his foot slides on some crumbling stone, and he loses
his balance. The thugs below don’t see Feodor, but he is definitely
in trouble.. ..

TheAule of Sne

Bad luck can ruin anything. One more basic rule abour
rolling dice is the “rule of one.” Whenever one of the dice
comes up as a I. it cancels out a success. ( funlp]c(ch-’. Take
the die showing 1 and one of the dice showing a successful
number and set them aside. In this manner, an otherwise
successful action may be reduced to failure.

Storytellers who want a more cinemaric edge to their
games can institute a “rule of 10" in which the player can re-

—
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DIFFICULTIES

Easy (sharpening a blade)

DEGREES OF SUCCESS

One Success Marginal (landing a glancing

blow)
+ Routine (calming a trained dog) 2 - s
- : _ Two Successes Moderate (making ahandicraft
5 Straightforward (seducing someone who's al- that's ugly-but useful) :

ready “in the mood”)

Three Successes Complete (fixing something so

e a1 ST
6 Srandard (swinging a sword) that it’s good as new)
- % / E Four Successes Exceptional (making a perfect
{ Challenging (firing an arrow at long range) S ( R
) i y 3 translation of an obscure text)
8 Difficult (forging a fine blade) . Five or More Successes Phenomenal (creating a mas- -
9 Extremely difficult (fighting blind) : terwork)

roll every die that comes up a 10 and try to get additional
successes. This rule is purely optional, however, best suited
for people who like especially spectacular play.

Botches

Occasionally, truly bad fortune strikes. If a die roll
garners no successes whatsoever, and one or more Is show
up, a botch occurs. If 1s cancel out every success and even
more Is remain, the roll is still considered a normal failure.
A roll is considered a botch only if no successes came up in
the first PL’IL'L'.

A botch is much worse than a normal failure — it’s
outright misfortune. For instance, rolling a botch when
trying to run down mortal prey from horseback might resule
in your horse rearing and throwing you, while botching a
Stealth roll might result in your character stepping on a dry
twig. The Storyteller decides exactly what goes wrong. A
botch might produce a minor inconvenience or a truly
unfortunate mishap.

Of course, some Storytellers may find that botches are
cropping upa little too frequently in their chronicles. In that
case, it's the Storyteller'’s privilege to give everyone, player
and Storyreller character alike, one botch “free.” In other
words, the first botched roll of the session doesn’t count. This
rule tends to make unlife a little easier on the players’
characters — but then again, there's less chance of their
enemies suffering a run of bad luck either.. ..

Example: Alexandra, a Tremere played by Rebecca, is in
desperate trouble when twisted Tzimisce monstrosities overrun
her chantry. In order tomake her escape , she must climbup arope
strung over the chantry wall and leading toward a hidden exit.
Rebeccarolls Alexandra's Dexterity + Athletics (difficulty 7) and
gets 1, 3,4, 3, 6. Notonlydid a I occur, but no successes were
scored at all, so the action is a botch. The Storyteller yules that the
frayed rope snaps under Alexandra's weight. Alexandra starts to
run for the kitchens, hoping the Fiends won't find her there. ...

.y
Automatic Success
Let's face it — sometimes rolling dice gets tiresome,
particularly when your character could perform a given

action in his sleep. And anything that streamlines play and
reduces distractions is a good thing. Therefore, Dark Ages
employs a simple system for automatic successes, allowing
you to skip having to roll for tasks that your character would
find frankly mundane.

Simply put, if the number of dice in your dice pool is
equal to or greater than the task’s difficulty, your character
automatically succeeds. No dice roll is necessary. Mind you,
this does not work for all tasks, and it never works in combat
or other stressful situations. Furthermore, an automatic
success is considered marginal, justas if you'd gottenonly one
success on the roll. If quality is an issue, you might want to
roll dice anyway to try for more successes. But for simple and
often-repeated actions, this system works just fine.

There’s another way to get an automatic success on a
roll: Simply spend a Willpower point (p. 161). You can doso
only once per turn, and you can’t do it too often since you
have a limited supply of Willpower, but it can certainly help
\\']'IL‘” \'Ull.f'l.' llﬂlik'lr pressure (8] Hl](.t_‘l’t'\l.

~ .
Trying It Again

Failure often produces stress, which often leads to
hlﬂht‘l’ t‘llllllrt'- “ i L}lill’;lklk‘r !\.'.lll.\ an action, hL‘ may ll\\ll.'l”\'
try it again (after all, failing to pick a lock does not mean the
charactermay nevertry to pick the lock again). Insuch cases,
though, the Storyteller has the option to increase the
difficulty number of the second attempt by one. If the
character fails yet again, the difficulty of a third attempt goes
up by two, andso on. Eventually, the difficulty will be so high
that the character has no chance of succeeding (the lock is
simply beyond her ability to pick).

Examples of when to use this rule include climbing a
wall or interrogating a prisoner. Afterall, if you e uldn't find
a handhold or get the prisoner to talk the first time, there’s
a reasonable chance you might not be able to do it at all.

Sometimes the Storyteller shouldn’t invoke this rule.
Flif' l."'(‘lenPlL‘, i‘lll]lnl‘_! (8] I'l![ somaoeone \\'][}l d SW( H—LI. o Lik'h.'&‘t
an ambush, or to track a fleeing victim are to be expected in
stressful situations. Such failure does not automatically lead
to frustration and failed future attempts.
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Example: Sir Jerome, a vassal of the Prince of York, is not
having a good might. He's at the table with a Nosferatu envoy in
some critical negotiations, and things aren't going well. When
lerome wishes to add some references to the great ovations of Saint
Bernard of Clairvaux to smooth things over with the envoy (a
follower of the Road of Heaven) , the Storyeeller crafuly suggests that
Jerome's player, Edward, roll Wits + Etiquette (difficuley 6) in
addition toroleplaying his banter. Edward does so—and Sir Jerome
fails to realize that his reference to the great Catholic preacher only
alienates the Nosferatu, an Armenian Orthodox monkinlife. ( The
enwoy, however, has no difficulty informing Sir Jevome of the fact.)
Jerome attempts to make amends, but the Storyteller tells Edward
that the JJHh‘irl'i)‘ is 7 this time. Jevome is under pressure, and
another insult could break negotiations off entively.

Complications

The preceding rules should be enough to get yvou going,
and they micht be all vou ever need for chronicles that favor
storytelling over dice-rolling. They don't necessarily cover all
instances, though. For example, what if you're trying to do
something while a Storyteller character isactively trying tostop
you! What if your companion tries to help you break a code?

The following various ways to complicate matters are
intended to bring extra color to games. You certainly don't
have to use them, bur they might add more realism and
suspense to your story.

The following complications are relatively simple and
generic, usable to describe a wide variety of actions. For
plenty of situation-specific complications, see Chaprer Seven.

Wultiple Actions

(k(;lslnn'.1||\l‘, a p|u\1‘r will want her character to per-
ﬂ nm maore I|1:I|1 one action i a turn
rwodifferent opponents or climbing a ledge while kicking at
pursuers below. In such situations, the player can attempt
actions normally, though all actions suffer a penalty.

for ;*.\;nnph-, striking

The player declares the total number of actions he wants
his character to attempt. He then subtracts a number of dice
from his first dice pool equal to the total number of actions.
Additional actions lose an extra die from their pools, and the
[‘L‘]];Ill\' is L_'lll'lllll:lf ive. It a t]it‘k‘ Pex il is reduced to O or below
in this manner, the character may not attempt the action.

Example: Justin wants his character, Hall the Nosferatu, to
throw a punch while simultaneously dodging two incoming blows.
Hall has Dexterity 3, Brawl 4 and Dodge 3. Justin calculates the
dice pool for the punch ( Dexterity 3 + Brawl 4 = seven dice) , then
subtracts three dice from it (because of the three total actions) , for
a final pool of four dice. The first dodge has a base pool of six dice
(Dexterity 3 + Dodge 3), minus four (three for the number of
actions, plus one for being the second multiple action), for a final
pool of two dice. The final dodge has a pool of one die (six, minus
three for the number of actions, minus an additional two for being
the third action attempted) . Hall had better be pretry hucky.

Vampires with the Discipline of Celeriry (p. 179) may
take multiple actions without subtracting dice from their
dice pools. These extra actions may not themselves be
divided into multiple actions, though.

Eptended Actions

Sometimes you need more than one success to accom-
plish a task fully. For example, you might have to spend all
night tracking down obscure theological references in a
library, or climb a cliff face that’s impossible to scale in a
single turn. If you need only one success to accomplish an
action, the action in question is called a simple action. But
when you need multiple successes to score even a marginal
success, you're undertaking an extended action. Simple ac-
tionsare the most common action in Dark Ages, but you will
have ample opportunity to perform extended actions.

In an extended action, you roll your dice pool over and
over on subsequent turns, trying to collect enough successes
to accomplish your goal. For example, your character is

ACTION TYPES

Action Example

Simple Dodging a blow, Sensing an ambush
Extended Mountain-climbing, Research
Resisted Shadowing

Extended & Resisted Armwrestling

Description

Task is completed with one roll and re-
quires (at minimum) a single success. The
Storyteller announces the difficulty and
the players roll dice. Automatic success is
possible.

Task is completed when a given number of
successes are obtained, which may require
more than one roll (which provides more
chances of botching).

A contest of skill between two individuals.
They compare their number of successes;
the character with the most successes wins.
As a resisted action; the contest requires a
given number of net successes and may take
more than one turn to complete.
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trying to dig a temporary haven in the forest floor, using
only his bare hands. The Storyteller tells

you I|1.lt you need 15 successes to
hollow out a den that provides
sufficient protection from the
sun. You'll evenrually suc-
ceed, but the longer you go,
the more chance there is
of you borching and col-
lapsing the tunnel.
What's more, if you
i];l\c t!!ll‘. SO Inany
turns before dawn,
the ‘\I"L‘L‘\] with
which vou finish
your task becomes
doubly important. In
|H CAases, r|'|r Slt\l'\_ M'Hct 15
the final authority on which rasks
are extended actions and which aren't.
You can usually take as many turns as you
want to finish an extended action. (Of course, situations
being what they are in Dark Ages, you won’t always have
that luxury.) If you botch a roll, however, you may have to
start over again from scratch. Depending on what you're
trying todo, the Storyteller may even rule that you can't start
over again at all; you've failed and that's that.
l'\!L‘t'iilHL' L'.\'El.'lhi‘.'k{ actions are often quite apropos I.lll'
describing certain feats, they're used frequently in Chapter
Seven. However, because of the amount of dice-rolling
involved, extended actions should probably be kept out of
the more intense sessions of roleplaying.
Qesisted Actions
’ A iill]l“lt' Lii”lf“l{'_\' number might not be enough o
represent a struggle between characters. For instance, you
may try to batter down a door while a character on the other

.‘\IL]L' friesto ]1\1];' itclosed. Insucha Case, ya u'd lIhlL’.l'.l]'t".\'!..\i'r."c{

. roll, in which each of you rolls dice against a ditficulty often
'7{:%/ determined by one of your opponent’s traits, and the person
)Li,/ﬂ who scores the most successes wins.

However, when it comes to determining the degree of
success, you're considered to score only as many successes as the
//'/ amount by which you exceed your opponent’s successes. [n other

/ words, the opponent’s successes eliminate your own, just as Lsdo.
If you score four successes and your opponent scores three, you're
considered to have only one success. These leftover successes are
called your effective or net successes. Therefore, it's difficult to
el I!IL'\'L‘ RINNI Illlh[illhliﬂ‘_{ SLUCCEess On a !l\l\lml acuon. [:\'t_'ll If.\'n wir
opponent can't beat
YO, I]L‘ can \'[IH
diminish the ef-
fectiveness of

your efforts.

G TN

——— Vo T W

A e T S - CHAPTER FOUR - — — :




Some actions (arm-wrestling contests, debates, chases)
may be both extended and resisted. In such cases, one or the

other of the opponents must achieve a certain number of

successes to win the contest. Each tumn, the opponent who
achieves net successes adds them to a running tally. The first to
achieve the designated number of successes achieves her goal.

Teamwork

You don't always have to go it alone. If the siruation
warrants (usually during an extended acrion such as re-
searchinga family tree or decoding an Aramaic inscription),
characrers can work together to collect successes. If the
Storyteller decides that reamwork is P issible for the task in
question, two or more characters can make rolls separately
and add their successes together. They may never combine
their traits into one dice pool, however.

Teamwork can be effecrive in many situations — dog-
piling on the prince’s pet enforcer, shadowing a hunter or
doing research in the library, for instance. However, it can
actually prove to be a hindrance in certain situations (includ-
ing social interaction such as fast-talking or \t'\llll'il‘l}_{ a
.sul‘jL'cl ),and one I‘L'T\HII‘\ botch can SPe il the whole attempt.

Try 3t Out

Well, that's it. Those are the basic rules — everything

else is just clarification or expansion, the icing on the cake. If

you understand these rules, you should be able to play the
game with no problem. If you don't yet understand them,
reread the section. Better yet, try a couple of rolls yourself.

Let’s say that Alexandra is facing a bandit on the road
back ro her chantry. Her ghoul bodyguard, Terrence, has
already been taken out of the picture, so she grabs his sword
and takes matters into her own hands. The difficulty for
hitting someone is 6 (see Chapter Seven for more details on
combat). Take three dice for Alexandra's Dexterity Attribute
of 3, and one for her Melee Skill of 1. You have four dice in
your dice pool — fair, but not great. Now go ahead and roll.
Count up your successes, but don’t forget to take away a
success for every | you roll. Did you make it? Did you botch?
The more successes you get, the more accurately placed the
blow is (and the better the odds are that the bandit won'r be
merely grazed and strike back with his ax).

Now try an extended and resisted action — we'll say a
debate. (It might not sound thar interesting at first, but
consider that a debate held before the prince and his knights
has some very high stakes....) This will be an indefinite series
of rolls, each one purll‘.lps using a different trait and requiring
different difficulties. You need to accumulate five more suc-
Cesses l‘hiln YOur (FPI"( ment to I‘l‘l wWe your I"-{ nnt Hllll ‘i\\‘:i'}' TI'IL'
council. A botch eliminates all of your accumulated successes
(you've made yourself look like a fool somehow).

* First Roll: Each player rolls Charisma + Expression,
difficulty of the opponent’s Wits + 3. (Those opening remarks
are very important. )

THE GOLDEN RULE

e most important rule is simple,
ut all-encompassing: Above all, have fun.

1is means thar if the rules or systems in this
book interfere with your enjoyment of the game,
feel free to change them. The world is far too big
to be reflected accurately in any set of inflexible
rules. Think of this book as a collection i"i‘_“LliL]L"‘
lines, suggested bur not mandatory way '
capturing the Dark Medieval in the format of a
game. You're the arbiter of what works best in
your game, and \,‘nu'rv free to use, ;'|1n_‘|'. abuse or

ignore these rules at your leisure.

® Second and Third Rolls: As the debate heats up, each
player rolls Intelligence + Expression, difficulty of the
np}‘nntllll\ IIIIL‘HL}:L‘I]LL‘ + Ex]‘rcwlnll.

* Fourth and Subsequent Rolls: Each player rolls

Manipulation + Expression (difficulty of the opponent’s Wits
+ Expression) to put the final spin on his argument.

Eramples of olls

This rules system is designed with flexibility in mind,
and as a resulr, there are about 270 combinations of At-
tributes and Abilities. This daunting number is just the
|wui nning, too. Yt wcan CL‘I‘T':Hnl}'xiL‘\'i\c more T:llcnl S, :‘:-L'I”\
or Knowledges if you think there’s need. In this manner, you
have a huge variety of rolls to simulate actions — whatever
you think is most appropriate. The following examples of
rolls are meant to give you some idea of the |1n\~~l|ﬁ|||!1-."« that
might come up in a game.

* You want to conduct yourself flawlessly at the king's
banquet (and you can’t actually eat anything). Roll Dexter-
ity + Eriquette (difficulry 8).

® You're miles from your haven, and the sun will be
up soon. Roll Wits + Survival (difficulty 7) to find shelter
for the day.

® You try to distract the bodyguard with your left hand
while surreptitiously slipping your knife back into your belt
with your right. Roll Dexterity + Legerdemain (difficulty of
the bodyguard’s Perceprion + Alertness).

* You've got access to the chantry library forexactly one
night. You'd better find the name you want quickly, but
there are a lot of books here. Roll Wits + Occult (\hIIfJL'llll'g'
8) every hour; you need to achieve 15 successes.

® Can youdistract the guard dogs while you slip in?Roll
1\[;|n|pu|;1t1nn + Animal Ken (difficulty 8).

® You try to get his attention by driving your knife
through his hand and into the oaken table. Roll Strength +
Melee (difficulty 6).

e A gang of bandits roaming the county has been
awfully good at picking out targets tied to the vampire



prince. Roll Charisma + Larceny (difficulty 8) to see what
people know about them. The more successes you get, the
more information you receive, but the legwork will rake an
entire night regardless.

® You have to keep running if you're going to ourdis-
tance your pursuers. Make an extended Stamina +
Athletics roll (difficulty 7). If you collect 15 successes,
\;ULI‘\'L- outlasted them.

Lepicon of Bame Terms

Here we define a number of terms used in the rules
that first-time players and new Storytellers might not be
familiar with.

o Ability: These are traits that describe what a
character knows and has learned, rather than her physical
and psychological make-up. Traits such as Intimidation,
Melee and Theology are Abilities.

® action: An action is the performance of a deed,
which is a consciously willed physical, social or mental
activity. When players announce that their characters
are doing something, they are taking an action.

e Attribute: These traits describe what a character
inherently is. Such things as Strength, Charisma and
Intelligence are Attributes.

* Background: A type of trait that measures social and
inherited advantages, such as allies, domains and status.

® botch: A disastrous failure, indicated by rolling one
ormore sand nosuccesses on the 10-sided dice rolled for
an action.

® character: Each player creates a characrer, an
individual he portrays over the course of the
chronicle. Although “character” could imply any
individual, we use it here to describe the p]:wcrs'
L‘IT.ll':iL'TL'I"‘.

¢ dice pool: The amount of dice you have in your
hand after adding together your different traits. It is the
number of dice you can roll for thar action.

e difficulty: The number from 2 to 10 that measures
the difficulty of an action a character takes. The player
needs to roll that number or ]lif_{hL‘rnn at least one of the
dice in his dice pool.

® Discipline: One of the mystical powers of vam-
pires, they each have their own trait.

. do\“ntim(‘: Tl'll‘ time H[‘L‘I’I[ }‘L‘l\\'L‘L'n SCENLS, \\'I]t’rl‘ no
roleplaying is done and turns are nor used. Actions might be
made, and the Storyteller might give some descriptions, but
time generally passes quickly.

¢ extended action: An action that requires a certain
number of successes, accumulated over several turns, for
the character to actually succeed.

® Health: This trait measures the degree to which a
character is wounded or injured.

* net successes: | he number of successes the victor
of a resisted action had above those of the loser. Also
called “effective successes.”

* points: The temporary score of a trait such as Will-
power and blood pool — rhe squares, not the circles.

® rating: A number describing the permanent value
of a trait — most often a number from 1 to 5, though
sometimes a number from 1 to 10,

¢ reflexive action: A situarion in which dice might
be rolled, but that does not count as an action for the
purpose of calculating dice pools. Examples of reflexive
actions are soak rolls and Willpower rolls to resist mind
control.

* resisted action: An action in which two different
characters are in direct competition. Both compare their
number of successes, and the character with the most
wins.

e scene: A single episode of the story. A time and
place in which actions and events rake place moment by
moment. A scene is often a dramatic high point of the
story.

® score: The temporary value of a trait or combina-
tion of traits used in a single roll.

e simple action: An action thar requires the player
o gL'[ l.]n]\‘ One success rto succ ('('l]‘ ”H)U}_:h maore successes
indicate a better job or result.

* Storyteller: The person who creates and guides the

story by assuming the roles of all characters not taken by

the players and determiningall events beyond the control
of the players.

¢ system: A specific set of complications used in a
certain situation. Rules to help guide the rolling of dice to
create dramatic action.

® trait: Any Attribute, Ability or other character index
that can be described as a number (or in terms of dots).

e troupe: The group of players, including the Story-
teller, who play Dark Ages, usually on a regular basis.

® Virtue: A type of trait that measures the soul of the
character, from her conscience to her courage.

» Willpower: A measure of a character's self-confi-
dence and internal control. Willpower works differently
from most traits. It is often spent rather than rolled.

-
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Fatima walked through the mostly empty strects

of Toledo and tried her best not to pay attention to the signs of her own
faith. Even she, now 130 years under the Blood of Hagim, was too young to
remember when E/ Campeador had Conquered the city from Islam for the
Christian king of Castile.

Still, in her mortal days, it had been an open city with a bustling community
who followed the laws of Muhammad. Even on her last visit, she had heard

the muezzin's cry and felt refreshed.

But the city was becoming less and less hospitable to her faith with every
passing year. The great mosque was gone, and a cathedral was growing from
its ruins. The great defeat against the Christians some two decades past had
taken the wind out ofthe Muslim sails at last. Cérdoba and Sevilla might still
resist, but Toledo was Christian evermore.

Fatima's warrior spirit raged against such aninjustice. Her Beast growled and
hungered for the blood of those who perpetuated their Reconquistain the
land of her birth and Embrace. When it came to the Cainite monsters who
lurked among these Christians, she was hard pressed to control the blood-
rage. With the help of but a few of her fellows, she was sure she could
decapitate the leadership of those shadow-born crusaders.

The gasp of astreet urchin brought Fatima back to the moment at hand. She
scoldedherselfsilentlywhensherealized that,inheranger, she hadletslip her
appearance as a simple fishmonger. The boy had seen her true form and fled.
Asshe movedtosilence the lad, she wasaall too aware ofthe dark satisfaction
in her belly. Enoygh, she thought, no more useless spilling of blood. She was
not here to rail against Christians or reverse the decisions of her clan to let
them move southward.

She was here after one of her own.

“Hiding among the Christians will not help you, Salim,” she whispered. “All
Children of Hagim know the punishment for murder.”



(bAPCER FIVE:
(bARA(TER
AND CRAITY

In blood you were made, and in blood | now claim you.
Let your veins be (:mp'tied of the life that God provided
And filled with the power that God has granted unto me.
Let your soul be emptied of its false humility
And your spirit filled with the night‘s own s’r.rcngth.

—The Erciyes Fragments. IV (Enoch)

Your character is your window into the Dark Medieval world, the fictional

) persona whose thoughts and actions you'll play out in the course of a chronicle.
/ The preceding chapters describe the visible state of the world Dark Ages:
Vampire characters inhabit, as well as many of its secret faces. This is your

opportunity to take the generalities and turn them into something specific —

i an individual man or woman, who lived a particular life, was Embraced by a
il |t specific vampire for specific reasons, and who now stands among the ranks of the
Cainites. Your character may be a paragon of virtue (as interpreted by one of the
L‘l:lns or I'tLILlS) Or an outcast. Ht‘ may l\c rich Or poor, prominent or TL‘L'llI-\I\'k', das
you choose within the guidelines your Storyreller provides for your chronicle.

The character sheet provided on page 318 allows you to easily record all
of your character’s salient traits. By taking a brief tour of it, you can get to

>

\ know the basics of character creation and the important characteristics in
Dark Ages: Vampire.

- DARK AGES: VAMPIRE -
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traits and facts:

The character sheet records the following important

Name: Your characrer’'s name. Vampires, like
most medieval folk, don't have a family name. They
sometimes add an appellation tying them to their
place of birth, such as “Gunther of Bremen.”

Nature: This isa one-word archetype that represents
your character’s true self. A complete list of Archetypes
appears in this chapter along with their implications.

rgest a mood

<

Last Crusade”).

s

Chronicle:
chronicle is a series of sto-

ries featuring the same
characters. The Storyteller
often gives it a name to

(e.g. “The

A

[raits

measure

Attributes: These

your

character’sinherentcapa-
bilities, and are divided
into Physical, Social and
Mental Artributes.

Player: Your name.

Demeanor: Another one-word archetype that repre-
sents the face your character shows the world. Taken with
Nature, this allows you to get a \|1IICL handle on your
character’s personality.
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Skills (learned apti-
tudes) and Knowledges
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Advantages:
These traits are some
of the most important
and the ones that
make your character
most special.
grounds are the mostly
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(See

Thfl.‘t. )

Aura: Every road has an
aura attached to it. This is an
emotional sense that afollower
of the road projects to every-
onearound him. (See Chaprer

Willpower is your
character’s mental
reserve and ability
toovercome impos-

sible odds.
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Willpower:

Bl(‘(l.l P(H.'ll: \’ili”l‘ll’k"\
drink blood to animate their
undead bodies and to per-
form all kinds of feats (boost
their strength, power Disci-
plines, etc.). Your blood pool
is a measure of how much
blood your character has in
her body to be spent. It will

go up or down in play.

called

Road: Every vam-
pire follows a moral code
a road, which lim-
its his behavior but helps
him L‘m‘p his violent na-
ture (the Beast) ar bay.
The higher your Road
score is, the more closely
your ¢
that code. (See Chapter
Three.

Clan: Almost all
vampires belong to one
of 13 clans, bloodlines
descended from the an-
cient Cainitescalled the
Antediluvians. Clan de-
termines some of your
character’s social posi-
tion, your choice of
starting Disciplines, and
a special supernatural
weakness you suffer
from. (See Chaprer

Two.)

Generation:
This is a measure of
hk!“- tar TCITK )\‘CLI you
are from Caine, the
first vampire. Having
a lower generation
(thus being closer to
Caine) you
have the potential to

means

be more powerful over
the long run. Your
generationis 1 2th,un-
less you buy the
Generation Biltk-
ground (see p. 159).

haracter hews to

)
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Health: A vam-
pire may not be alive,
but a broken bone still
limits what she can do.
When your character
gets hurt, you mark off
one or more |‘(l\'|_‘.‘\ o
indicate what her cur-
rent health level is.
Each level limits your
character’s actions, as
discussed on page 251.
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Essentials of
Lifeano Unlife

By their very nature, all vampires share some particu-
lar elements of personal history. The details vary from one
vampire to the next, but you should keep these elements
in mind while you look over the possibilities and consider
what appeals to you.

In Life, T Was. ..

Every Cainite was once alive. Some reject their
mortal lives. Some can't even recall much hefore the
Embrace. Some try to cling to as much of their lives as the
Curse of Caine allows. Burt in every case, they had a life.
Think about your character as he was before vampirism
ever came into his experience.

The vast majority of people in the Dark Medieval world
are poor. Most are farmers, struggling to make a living in the
face of uncooperative land, marauders (be they bandits or
officially sanctioned soldiers, who are sometimes difficult to
distinguish from each other) and all the other challenges of
life. Some people live in towns and cities, generally noricher
but at least surrounded by a bit more variety than farm life
offers — including variery of crime and disease, of course. A
more fortunate few enjoy some crearure comforts as nobility,
but even the richest families of the age lead lives devoid of
the comfort and safety that people in the developed nations
of the 2 st century can take for granted. In between, practi-
tioners of the professions, crusaders and others enjoy varying
degrees of ease and freedom of opportunity.

See “Thinking Medieval” on p. 126 for some addi-
rional leads in rhis regard.

My Sive Chose We Becaus. . .

Something not only brought your character to the
artention of a vampire, bur made her want to Embrace him.
[t might have been the culmination of years of observation
and interaction, the vampire courting your character in
hopes of winning his allegiance and support. It might have
been an acr of desperation on the part of a solitary vampire
whowas badly injured and in need of a controllable compan-
ion with supernatural power right now.

There are as many reasons for one vampire to create
another as there are vampires. No vampire does it care-
lessly, as it requires a substantial effort, but standards for
what constitutes good and sufficient motive vary wildly
between clans, roads, factions and even regions. Note
that your character may not know everything you decide
about the sire’s motives, and also that you may choose to
have some surprises yourself if you feel comfortable leav-
ing some decisions in the Storyteller’s hands. In some
chronicles, the ensuing hunt for hidden answers makes a
fine major theme, while it would just be disruptive and
unpleasant in others.

Note that outside circumstances sometimes force
siring on vampires who aren’t ready for it, or lead them to
act in deliberately unconventional ways. Overly self-
conscious inversion of stereotypes can become Just as
tedious as the stereotypes, but many interesting possibili-
ties lie in between,

ot I Spend Wy Nights. ..

Finally, having lived, died and returned as undead,
your character is doing something on a routine basis now.
Dark Ages: Vampire assumes that she has completed the
fundamental training in Cainite social traditions as de-
scribed in Chapter One and now enjoys some measure of
autonomy. Does her sire still play an important role in her
routine! Does she maintain her haven somewhere near
her sire, or has she moved far away? Does her sire even
exist anymore, or might he have disappeared, been de-
stroyed or just drifted out of touch?

Some vampires maintain a social position much like
what they had in life, albeit limited in many ways by
vampirism. People of all social strata can claim to be suftering
f-l't MM a CUrse, since supernat llI':l] power is ac Ll!\ W ll.'n'}..{k'k' :Ilhl
accepted in the Dark Medieval world, and they can also
claim to have taken on a peculiar duty. A crusader might
swear, or claim to have sworn, never to face the sun again
until the holy city of Jerusalem is altogether free of infidels,
while a devout blacksmith might feel called, or claim to feel
called, ro work by moonlight and starlight as a symbol of the
Ll}lrknt‘\";”f."\ln wit |"]||'I \\‘l\lt’l’l hlllllilnl'\' llllﬁl WS, E\l wic \I]"‘\'il‘*l'
is also a possibility, particularly in cities along trade routes.
Vampires must take care not to attract too much hostile or
skeptical attention, but in many ways, it’s easier to construct
a plausible cover in this era than it will be in later centuries.

Other vampires change their social status and move
into new roles — not always to heights denied to them in
life, though social climbing is very |"ll|"l||=1|‘ among the
lll'lli\'ll'll‘_:. SL‘JIT[L' \'Illnplrt"" turn away from [I’lt' H‘llpl\llll‘_{‘! ot
the mortal elite for the sake of a post-mortem calling,
whether it’s as mundane as being able to practice a trade
deemed unsuitable for a gentleman or lady or as exotic as
applying vampiric strength and speed to innovations in
engineering or medicine.

Fl‘ll;l“\-'. some \'L]Illr‘ll—l_‘\' ‘\l’L‘i" out of Ulill'l\ll society
altogether. They deal with humanity through ghouls and
otherintermediaries and give themselves wholly ro Cainire
affairs, These are the vampires who set the tone for the
L‘Lll[llrt’ I]'. i Lk‘l[l.'lri\_‘. i|“ T]]L' lllTI'I.'l'rlll‘l‘ In aregion or even
entire clans. They make many of the crucial discoveries
required to develop new Disciplines and refine old tech-
I'llL!'le"'-‘ EillLI [I’It"!‘ Pl‘l“"L'L'lllL' [llL’ \x."”zll' ot I-‘l'lll('l'." lil]'L'LTI\'
against their rivals most vigorously.

‘"rhlh li].\'{ l]?ipt'f[ Ur“'\ ?llF‘(h.ll‘ilt’[t'l".‘i !ll\Ttll'\,' may fe i“ll\\'
clearly from the early steps, reflect a drastic break or fall
somewhere in between. Real life is full of unexpected
shifts, and while fiction doesn’t get the excuse of “but it
really happened that way,” you still have substantial



BUTI D
) ome players create character con
- rything
emerging in fairly short order, but not everyone
works that way. It's perfectly all right to work out
only a few crucial details at the outset and fill in

s in one fell swoop, with e

the gaps after play begins. You need to know
enough to answer the most basic questions about
your character, such as gender and ethnicity and
current circumstances. Youdon't have to provide
a complete biography, as long as the information
you do create before play begins satisfies you and
your Storyteller.

freedom to create a convoluted past if it feels satistying to
you and fits with the other concerns of the chronicle
you'll be playing in.

3, e Ave:
Coterie and Domain

Unless you're playing in a chronicle with just one
player and a Storyteller (and not always then), your
character is one of several vampires who spend some of
their time together. The coterie isn't just a convenience
for game play, it’s the fundamental unitof Cainite sociery.
Solitary vampires simply cannot pursue the opportunities
that a group can by working together. The corerie pro-
vides leverage against targets and defense against enemies.

* Making Contacts: As you think about who your
character is as an individual, also think about her as part of
a corerie. Work with the other players to identity points of
contact in the backgrounds you create. Perhaps they were
rivals betore the Embrace, or they all hail from the same
LIH.|§_:L'. Or two LI'I.!I'.H_I(‘I'\ once rutll'tu] I|u' same woman.
The more you consider the coterie as well as the character
early on, the better use you can make of the opportunities
that the mechanics of character creation provide.

* Since the Last Sunset: Vampires are [*1‘1\]3[.!1\.
T]R‘\‘ Jcpuml on prey. Some coteries IL’LILi nnﬂnn]ﬂ exist-
ences, but most claim a piece of land and its inhabitants.
The rules in this chapter assume thar your characrer’s
coterie has existed for a few decades, long enough to
secure claims and establish with the other vampires its
members deal with thart, yes, the corerie is there and needs
l-lI\L' \'()IIHI\'\'I'L'II. Tlh' [‘]'\'llhll' (.\L't‘ P. :??) |"I'Ix|;IL"i IhL‘ gap
from your character’s mortal days to the point represented
by the numbers you'll be assigning here. You can just as
easily make characters who have been vampires less time
but made particularly good use of their opportunities or
older but not so quick to exploit possibiliries, all without
varying the available numbers. For farther-reaching modi-
fications, check with your Storyteller.

¢ Hearth and Haven: The place your characters
occupy should matter, opening up some possibilities and
closing off others. One of this game's themes is the
differences berween rhe visible, daylight world and the
secret truths in the shadows. It’s perfectly acceptable for
the members of a coterie to contrast with their environ-
ment, |‘llt tlu'rc are limits. A coterie of former \‘Il'illlL"\ just
isn’t going ro do very well in the midst of Rome or Cairo
\\'Ili'u\lli \'(']'S' Serious \‘l‘l'-ll‘l_!"t'."- (8] |ht'11' routine: E\'t'l'l vam-
pires cannor sail longhoats through densely populared
cities and expect no interference. “Who we are” and
“where we are” generally develop in tandem, and you
should generally feel free to cimn;_:c one in licht of a cood
idea for the other.

Many good storytelling possibilities follow from char-
acters who are part of their place as it once was, but isn't
anymore. The Dark Medieval world isn’r stagnant: Wars,

crusades, plagues and other upheavals wipe out leaders

I

and whole communities, while advances in farming and

other technology turn former wilderness into civilization
(by the era's standards). Families and tribes move in
search of opportunity or just relief from persecution. The
vampire whao's stayed the same while the world changes
around him is an archetype precisely because it's rich in
ragic and dramatic pulvml:il. In the midst of confusion,
the company of one's peers may be very welcome even if
they don't especially like each other as individuals — at
least they share a frame of reference.

The Vature of Gur Cause

.-‘\l [I]L‘II' maost l‘ilhlt s :I” coteries are \ll'HI” Sroups UI-

Cainites who cooperate (or commiserate), but they aren’t
all identical in purpose or organization. You and the other
players should agree on the ties that bind your vampires
rogether. Some basic options follow:

® The Coterie of Mutual Survival: The simplest
patrern is this: A group of vampires — all of one clan or
of several, likely Embraced at about the same time —
comes tu;_'-.'1i|ﬂ to exercise authority over a |‘iu e of land
and its people. Its members work together for that purpose
and otherwise occupy themselves as they choose. Cote-
ries can be substantially more closely knit and focused if
players choose, however.

® The Coterie of Influence: Many coteries exist
because of shared interest in some aspect of mortal soci-
ety. A group of vampires who all hold some influence in
a particular social class or profession can largely set the
tone for the target community by cooperating. No vam-
pire alone can hu|‘r to L‘vcp track of everything that goes
on in a community of any size, bur with reamwork and a
division of responsibilities, the coterie together can fore-
stall most independent action that is contrary to its
interests. Some \';LlHPiI'\'\ see the chaos amg mg Cainites as
a challenge they must overcome; others see it as an
opportunity to pursue their own concerns with greater
freedom than a more orderly time would allow.
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¢ The Coterie of Lineage: Some coteries are linked
very directly by lineage, all sharing the same sire or with
a few sires responsible for all the characrers. Prominent
Cainites sometimes create broods for specific tasks, such
as administering the sire’s holdings in a remote location
or spying out the activities of possible rivals in an area of
mutual concern. Brood coteries of this sort may well
operate under cover stories, so that other vampires don’t
immediately recognize the coterie’s members as agents of
a common cause. Another variation arises from the prac-
tice of some high-blooded sires who imitate mortal nobles
and send their childer to train with allied Cainites. This
practice can create a “brood” of characrers from several
different clans.

® The Coterie of the Disaffected: In the tumult of

the War of Princes, some childer rebel against their sires
and flee beyond the horizon. Refugee and rebel coteries
may present whatever appearance their members think
they can get away with, or they may operate openly as a
gathering of the outcast in hopes of winning the support
11l tht’rh Iil\'(’ l]]k'lllhk'l\'('."h L:l‘['l\ L'l"\'{'ly. “'I]Cn one or more
characters’sires have fallen into disgrace or simply unusu-
ally eccentric behavior, childer who are loyal to the sire’s
rejected affiliations may make a visible display of loyalty
to the cause. They separate themselves from their unwor-
thy creators and set about repairing their own standing in
the eyes of fellow adherents to a clan, religion or other
identity. They may well hope to win permission to destroy
their sires, but few vampires would be so ractless as to
admit that as a goal to anyone whom they didn't trust very
deeply indeed.

* The Coterie of Wayfarers: Most vampires are
sedentary creatures, but not all of them. Some coteries
travel together, sharing their resources to arrange more
protection than asingle vampire can, and perhaps also for
the sake of appreciative, understanding company. De-
vout vampires may go on a pilgrimage or underrake to
guard a pilgrim route. Crusading vampires can and do ride
with morral armies in search of hererics and infidels;
merchant vampires go wherever there’s a prospect of
profit. Note that undead merchants enjoy a competitive
advantage in many regards over their mortal rivals, not
having ro worry about most diseases, berter able ro cope
with harsh climates and capable of fighting off many
human would-be predators. Of course, they must often
use ghoul intermediaries to sell their wares to townsfolk
who are reluctant to go to market by moonlight.

This list is not exhaustive. If a concept that doesn't fit
intoany of the preceding categories occurs to you, talk itover
withother players and the Storyteller to see what they think.
Keep in mind that characters may all think of their coterie
in somewhat different terms. It's not necessary for all the
characters to share a complete unity of purpose. It would, in
fact, be very remarkable if they did. Compatibility should be
the goal, and it allows for a great deal of diversity.
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Thinking Wedieval

Most people in the Dark Medieval world face contra-
dictory truths, which they try ro reconcile as best they can.
(Neither cognitive dissonance nor paradox suddenly sprung
into being for the 21st century.) Some zealots do hold
straightforward, simple views of the world; most people
juggle conflicting claims, and the interplay of concepts fuels
both passion and doubt. A character yearning for certainty
may commirt to a course of action despite reservations, or
indeed precisely because of them, to feel that she's facing
temptation and persevering in her search for truth. Another
character who's long held a particular outlook may suddenly
stop to reappraise.

® Order and Chaos: Once it was a perfect world,
created by God in the seven days of Genesis. Manifestly
it's not anymore, and neither banishment from Eden, the
Great Flood or the sacrifice of His only Son on the Cross
seems to be cmsu;:h to set the world (and humankind)
back on the right track. The search for just what causes a
chaotic and unjust world in the face of God’s omniscience
and omnipotence is one of the great questions of the age,
one to \-\']]iL'Il your t'hi]rl]t'tl'r may }1(][‘[' o i-il'ltl AN ANsSwer.

Nowhere is this question more starkly illustrated
than in the matter of dualist heresy. These heresies (the
Cathars in southern France, the Bogomils in the Balkans
and so on) claim that the entirety of the physical world
and the various social hierarchies within it are irredeem-
ably corrupt and separate from God. Only the spiritual
remains holy. Therefore, it is there, and only there, that
man’s focus should lie. The Church, for its part, believes
that these heretics are twisting the Word of God, which
holds the only hope of returning ro His grace. Both sides
are utterly convinced that the other represents a grave
threat to the salvation of man. The bloody Albigensian
Crusade against the Cathars is only the most glaring
L'-.\';lm;WIL' of the stakes of this battle of ideas, a battle in
which your character may well become involved.

* Good and Evil: Your character believes that there
is a fundamental source for virtues, and likewise for vices.
Just as the world seems uncerrain in its orderliness, so in
its goodness. Christians, Jews and Muslims all believe
that God is essentially good, but many believe that He's
given the world over partly or entirely to demonic powers
for the time being. Pagans believe that gods and spirits of
many sorts contend, and that the outcome of their struggle
is by no means guaranteed ro favor goodness. Doubters
hope or fear that even though there are magical and
supernatural powers, they're essentially amoral, lacking
any direction except that imposed by acts of will. Almost
everyone, of every outlook, agrees that the questions
“What's supposed to happen when | act virtuously or
wickedly?” and “What is likely to happen when [ act
virtuously or wickedly?" have very different answers. The
brokenness of the world is something accepted as given

~aaky



almost everywhere, except among gatherings of some
mystics and the outright foolish.

¢ Hierarchy: Most people in the Middle Ages be-
lieve that inequality is an important part of the world.
There are superiors and inferiors, and a l,:uml society
acknowledges this fact so that those who are fit to lead can
direcr those who are fit to follow. It’s in the derails that
things get complicated. In practice, there are wicked or
incompetent rulers in both the secular and ecclesiastical
hierarchies. Coups, wars and crusades stem in part from
disagreement over who's fit to rule and why — either the
heavens keep silent abour such marrers, or they reveal
signs that lend themselves to more than one interpreta-
tion. The idea of fundamental equality is, again, a notion
for mystics or for those who despair of justice short of the
overthrow of all existing powers. Your characrer has some
thoughts about what the proper lines of authority are and
what she should do when they're broken or corrupted, and
these thoughts guide her in times of disorder.

Five Steps into Darkness

The process of creating a character is divided into
five basic steps, discussed here and outlined on page 128.
These steps carry you from the kernel of an idea to a
complete set of game traits and some concrete facts about
your character’s background. You may find yourself skip-
ping about the steps somewhat as ideas come to you and
you adjust decisions on the fly, and that's perfectly natu-
ral. The steps are here to provide you with an easy path,
not to ]l[llll] your “'ﬂllkll_'”[l.‘_,[_"\.

PBreliminary Assumptions

The rules that follow for building your characrer
make certain assumptions and set some limits. Keep them
in mind.

e Scope. The rules themselves do not assume thar your
character must be a particular age, gender or background.
The definitions of specific traits given here use common
outlooks from the Middle Ages to illustrate their points, but
the same scores can just as well describe someone [‘1'(1|l1 |n|'l_£
ago or far away. The rules do assume that your characrer has
heen a vampire for a few decades, creared less than a century
ago and released into the world after an average of abour 20
to 30 years’ training as a fledgling childer. The Background
traits are designed so that the baseline in each accommo-
dates characters of this sort.

You can L‘h:lllgc these assumptions to suit the needs
of a p;lrliu‘l][;lr chronicle or the needs of some characters
within it. Make sure that the Storyteller and players agree
on what's going on. ( Discuss rather than leap to indepen-
dent conclusions that you conceal or neglect to mention. )
Any result can be fine if it works for the people playing in
Lhili c[]rnnit'lc; any t'c\nli can wreak major havoc if
assumptions come into conflict.

N

——

® Detail. The numbers presented here are all delib-
erately broad, fuzzy definitions. The numbers support
roleplaying effort rather than supplanting ir, and rhere’s
a great deal of room for individual clarification. Two
characters of approximately average strength, for in-
stance, may have the same numerical score in the Strength
Attribute and yet behave differently in play. In some
cases, the Storyteller may grant one player a little bonus
on some rolls for the somewhar stronger character or
assign the other player an occasional handicapping pen-
alty for the somewhat weaker character. The numbers
provide true and useful information about characters.
They simply don’t tell the whole story.

* Step by Step. You have a fixed total of points to
allocate to certain characteristics at each step. You'll also
get bonus points to spend in the final step, ro fill in gaps
in your {'I-Iﬂr:l(.‘[t'f L‘(}nft‘.p'. N{HL‘ Thﬂ[ \I,"(Hl‘“ UT—TL'” “'1‘\'1
that you had more points than you do. Keep in mind that
your character will improve in the course of play, through
experience.

¢ The Scale. There's a standard scale from incompe-
tence to excellence in each trait you'll be rating in the
following steps. A score of 1 reflects bare minimal ability,
a bit betrer than lacking the trait altogether, but not
much. A score of 2 is average for most people, and 3 is
notably above average. A score of 4 is distinctly excellent,
the mark of someone with borh innare talent and experi-
ence. A score of 5 reflects mastery at the level of the
world’s best. Some special characteristics work ona 1-10
scale instead of 1-5, and they’re each described in detail
later in this chapter.

® Teamwork. Dark Ages: Vampire is a group en-
deavor, not a solitary one. You have an obligation to your
fellow phl\;crs, just as rhc\,' do to you, not to wreck the
game. Once you and the Storyteller know what you all
want to do, you need to work within those guidelines until
and unless you persuade the other participants to change.
It's rI'l\"l'.l”y easy to make characters who c« lm[‘]\_' with the
letter of the rules and even with the spirit of the Dark
Medieval world bur who are rotally unsuired for a particu-
lar chronicle: devout Muslims in a chronicle focusing on
the secret politics behind the Church of Rome, for in-
stance, or resolutely territorial, stay-at-home characters
in a chronicle set up to follow a pilgrimage or crusade.

You can do many things that are sometimes a good
idea but unwise for a particular situation. Don’t be a jerk
ill‘l?lll 1t. (:\)l\]"’t‘l'i"(', ;]nLl yllll‘” get |‘:lL‘l\‘ hL'{rL‘l' entertain-
ment [“lll' cveryone.

Storyteller, Troupe and Character

In every game, someone has the final say over what's
suitable and what isn’t in a particular situation. In Dark
Ages: Vampire, that’s the Storyteller overseeing your game.
The Storyreller lays out guidelines as to what sorts of
characters are particularly desirable, or particularly undesir-
able, and he should work with you in refining your concept.
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Step-by-Step Process

* Step One: Character Concept

Choose concept, clan, road, Narure and De-
meanor.

® Step Two: Select Attributes

Choose primary, secondary and tertiary cat-
egories of Attributes. Start with one dot in
each Attribute. Divide 7 additional dots
among primary Attributes, 5 dots among
secondary Artributes, 3 dots among ter-
tiary Attributes.

Physical Attributes: Strength, Dexterity,
Stamina

Social Attributes: Charisma, Manipulation,
Appearance

Mental Attributes: Perception, Intelligence,
Wits

e Step Three: Select Abilities

Choose primary, secondary and tertiary cat-
egories of Abilities. No automatic Ability
dots. Divide 13 dots among primary Abili-
ties, 9 dots among secondary Abilities, 5
dots among tertiary Abilities.

Talents: innate aptitudes

Skills: learned abilities

Knowledges: academic and intellectual lore

No Ability can have more than three dots at
this stage.

e Step Four: Select Advantages

Divide 4 dots among clan Disciplines, 5 dots
among Backgrounds, 7 dots among Vir-
tues (plus one free dot in each Road Virtue
and Courage).

* Step Five: Finishing Touches

Road rating is equal to the sum of Road Vir-
tues. Willpower is equal to Courage.
Current blood pool is the result of one
die’s roll plus one additional point for
each dot of Domain and Herd the charac-

ter has.

i,

CHARACTER CREATION SUMMARY

1 PP e

Spend 15 bonus points (see chart).

Clans
The High Clans

® Brujah: Proud, angry crusaders.

e Cappadocian: Cold scholars of death.

® Lasombra: Rich, decadent manipulators.

® Toreador: Consummate social predarors.

® Tzimisce: Inhuman lords of forest and
mountain.

® Ventrue: Ambitious seekers of power on
and behind the throne.

The Low Clans

® Assamite: Stewards and judges of Caine’s
brood.

® Follower of Set: Descendants of adark god,
out to overthrow the tyranny of order.

® Gangrel: Wild, sometimes feral, outsiders
and wanderers.

® Malkavian: Fear-inspiring visionaries and
oracles.

® Nosferatu: Twisted lurkers and penitents.

® Ravnos: Independent wanderers and cor-
rupters.

® Tremere: Innovative usurpers.

Roads

® Beast: Acceptance of the Beast and the
cultivation of instinct.

® Heaven: Submission to Heaven's will de-
spite personal damnation.

® Humanity: Continued loyalty to the vir-
tues of the living.

e Kings: The disciplined pursuit of excel-
lence and power.

® Sin: Indulgence in vice as one’s destiny and
nature.

Archetypes Wature and Demeanor

e Autocrat: You were made to lead.

=
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CHARACTER CREATION SUMMARY

e Barbarian: Civilization is the crutch of the
weak.
e Caretaker: You are your brother’s keeper.
e Celebrant: Pursue excitement in all things.
Defender: You stand guard over that for
which you care.

Gallant: Whatever you do, do it with style.

Jester: The real fools are those who don’t
see the flaws you point out in them.

Judge: Someone must decide, must make
the hard choices.

Pedagogue: The world needs instruction.

Penitent: You are a sinner. Can you make
up for it!

Rebel: The order of the world is corrupt.
Are you!

Survivor: When the horn sounds on Judg-
ment Day, you will be there.

Disciplines

® Animalism: Affinity with and power over
animals, and the bestial side of humanity.

* Auspex: Preternatural alertness, percep-
tion and premonitions.

* Celerity: Inhuman quickness.

¢ Chimerstry: The Ravnos power of illusion
and deceit.

¢ Dementation: The Malkavian ability to
induce and direct madness in others.

® Dominate: The power to command others’
obedience.

¢ Fortitude: Inhuman toughness and resil-
ience.

® Mortis: The multi-faceted Cappadocian art
of dealing with death and the corpse.

e Obfuscate: The ability to conceal and dis-
guise oneself.

¢ Obtenebration: The Lasombra power of
mastery over darkness.

* Potence: Inhuman strength.

® Presence: The power to sway the emotions
and affections of others.

® Protean: The Gangrel power of taking ani-
mal forms.

® Quietus: The Assamite power of stealth and
judgment.

® Serpentis: The Followers of Set’s power to
assume the form of rheir serpentine god.

® Thaumaturgy: The innovative Tremere sys-
tem of blood magic.

® Vicissitude: The Tzimisce power to sculpt
living and unliving bodies.

Backgrounds

® Allies: Trusted individuals who share your
cause.

® Contacts: Sources of information.

® Domain: Space in which to feed and rule.

® Generation: Strength of the blood.

e Herd: Mortals willing to offer their blood
regularly.

® Influence: Authority and status among mor-
tals.

® Mentor: A sponsor or guide among vam-
pires.

® Resources: Property and other sources of

value.

® Retainers: Personal assistants, both living
and otherwise.

e Status: Authority and renown among vam-
pires.

Bonus Point Costs

e Attributes: 5 bonus points per dot.
e Abilities: 2 bonus points per dot.
® Ability Specialties (max. three per ability):
1 bonus point each.
Disciplines: 7 bonus points per dot.
® Backgrounds: 1 bonus point per dot.
® Virtues: 2 bonus points per dot.
® Road Rating: 1 bonus point per dot.
* Willpower: 1 bonus point per dot.
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On the other hand, the point of playing with other people is
precisely to get more than your own creativity at work, and
engaging character concepts may well lead the Storyteller to
revise his original plans. Sometimes the characters fit pre-
cisely and things get underway without a hitch. More often,
there’s some adjustment on both sides. Cooperation often
gets you more of what you want than nh\rlﬂ:u‘.\.‘ — and with
IL‘SS hLlﬁ.‘\]L“

Most of the time, your character doesn’t emerge in a
single flash of celestial lightning instantly ready for play.
Other players may have suggestions, along with the Sto-
ryteller. It's often (though not always) good to work out
connections in characters’ pasts, strengthening the bonds
between them in the history of events before play begins
so that if the Storyteller prefers not to focus primarily on
strangers getting to know each other, he doesn't have to.
Of course, if the chronicle has that asa major theme, then
extensive prior connections may be very much a bad idea.
Individual circumstances take precedence over all these
generalizations.

Your Storyteller should have at least some sense of
the rules before character creation begins. Remember
while expecting the best that everyone has afirst chronicle
at some point, and if this is that time, then don’t expect
instant mastery. In addition, even experienced players
sometimes lose track of details, and they may need to
pause to check specific aspects of the game system, White
Wolf will not send anyone around to award prizes to those
who memorize the whole book first, nordispatch the jack-
booted game police to confiscate copies of Dark Ages:
Vampire from those who continue to rely on the index.
Allow room for human fallibility.

Some troupes dive right in to the mechanics of
character creation after minimal orientation from the
Storyteller. His chronicle idea might take just a sentence
ot two to explain, or it may require a great deal of
qualification and clarification. Some players prefer to
spend time discussing ideas and possibilities before get-
ting out the characrer sheets, roo. Experiment a little to
find what works for you (and feel free to try alternative
approaches from time to time, even after you know one
way that suits you well). Listen to your Sroryreller’s
description of whar he has in mind and pay attention.
Nobody likes endless repetition, and it takes time away
from more rewarding pursuits.

Storytellers should generally plan one whole session
forcharacter creation and preludes (see p. 277). Vampires
are complex characters, who necessarily have personal
baggage, and it takes some time for everyone to get a sense
for their characters. You'll need to see for yourself whether
it's better for everyone to create characters and play
through preludes together, or whether it makes sense to
work individually with the Storyteller. The more compli-
cated the concept is and the more secrets the character is
keeping at the beginning of play, the more suitable
individual introductory sessions are. At the end of all this,
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you should have a character with not just a complete set
of numerical ratings but a personality and style, ready for

ongoing action.

Step One: Chavacter Concept

Each character begins with an idea. Sometimes it's a
personal quirk, sometimes an ability, sometimes a piece of
background. You may wish to expand on one of the typical
concepts foraclanorroad, or try somethinga little out of the
ordinary. Whatever starting point suits you is good as long as
it leads to a well-developed character in the end.

You don’t need to have all the details lined up at this
step. “This is a former Crusader who lost his faith after the
Embrace bur is now regaining ir, in a dark and rwisted
way,” suffices. So does, “l want to play a rebellious peasant
who's infiltrating the nobility thanks to clever use of
Disciplines and working toundermine his enemy's legacy,”
and, “I'm thinking of an old woman Embraced by mistake
by a Nosferatu with a grudge against someone else in her
community, who hates her condition but feels duty-
bound to protect her descendants.” The steps that follow
supply details narurally.

Goerall Concept

Refer to the key questions discussed previously: “In
life [ was...,” “My sire chose me because...” and “Now |
spend my nights....” If you can complete those state-
ments, even in the most general way, you've got enough
of a concept to proceed. Pages 135 to 137 describe a series
of templates that can serve as basic concepts and help you
maintain the medieval atmosphere of the game.

Clan

Every vampire has asire, and therefore every vampire
has a legacy behind that, of the sire's sire and so on back
to (}'\ul‘]‘mps) Caine, the first murderer and first vampire.
Clan does not determine your character’s personality,
thllL:h. It nmcsmrily contributes tH‘l'\j aset Ul-l\t wers that
your characrer learns more readily than orhers and a
common weakness that afflicts your character’s exist-
ence. Clans are not monolithic, rigid structures, not even
the relatively hierarchical Tremere, but they do have
communiries of interest and outlook. Some sorts of per-
sonality are more characteristic of some clans than others,
as described in the overviews on p. 128 and in more detail
in Chapter Two. Even the choice of no clan at all, Cairiff
status, carries social consequences.

You may choose to play a character who doesn't
know her own clan. Possibly her sire has lied to her and
trained her with false assumptions. You know the truth,
but she does not. Alternatively, if you choose, you may
not know the character’s clan, either. Some Disciplines
occur often enough that knowing which ones are “in-
clan” for the character doesn’t tell you for sure what the
clan is. This is a matter of some delicacy, and it requires
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player and Storyteller to work together in a trusting
relationship. You are nota bad person if you just don't feel
comfortable with it.

2oad

Your character’s sire forces vampirism upon your
character, and clan lineage comes with that automati-
cally. Diablerie (see p. 258) can change your character’s
generation in the blood, but clan remains fixed. Your
character can choose how she responds to the Curse of
Caine, what she holds as good and desirable in the face of
the temptations thar rthe world and her own Beast throw
at her. This is the characrer's road. See Chapter Three for
a full description of the roads.

Note that not all characters who follow a particular
road do so with the same fervor. A character with a low
Road rating is apathetic or nonchalant about some of the
moral convictions that she shares in principle with a
high-rating zealot. If your character is not exuberantly
committed to her road, she may intellecrually acknowl-
edge some tenets but not really worry about them in
practice, or she may not even be aware of them yet. Your
character’s road is as much a matter of potential — how
as a statement of what
she now believes and seeks to do. It also affects some of

her moral vision might develop

your character’s opportunities for social interaction —
church” with.

“

most importantly in who she goes to

Avchetype: Wature and Demeanor

The two aspects of Archetype sum up key features of
your character’s personality. Nature is the essence of your
character’s deepest drives. Whar motivates him beneath it
all? In terms of game mechanics, opportunities to satisfy the
impulse that Nature expresses let your character regain
Willpower. In terms of play, these opportunities gratify the
character’s most profound instincts and create a sense of
completion and fulfillment. Demeanor is the face your
character presents to the world, and it is purely a matter of
rnlL‘pl‘.t\.'in;:. It may |1c inlvnriml rnynnlrchnrnctcr’sN;lturc,nr
it may differ wildly, depending on how duplicitous your
character seems. Archetypes serve as useful shorthand for
your characrer's personality and behavior.

Step Two: Choosing
Attributes

This is the first step that involves assigning a batch of
nl”ﬂhl"r‘t .A[[”hllrl‘.\' measure hrl'l'dd L‘}irL‘,‘_’”riL‘ﬁ ot llllllliin
(and vampiric) capability. They come in three categories:
Physical (Strength, Dexterity, Stamina), Social (Cha-
risma, Manipulation, Appearance) and Mental
(Perception, Intelligence, Wits). Briefly, Physical At-
tributes cover your character’s innate strength, speed and
endurance; Social Attributes cover her charm, ability to
influence others and her looks; Mental Attributes cover
her awareness of the world, intellectual capacity and her
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speed of insight and response. Full descriptions of all the
Attributes appear on pages 140 through 142.

You must choose one category of Attributes as primary,
one as secondary and one as tertiary. A character who is fit
and fast, reasonably smart but awkward in society would
have Physical Attributes as primary, Mental Attribures as
secondary and Social Artributes as tertiary. A powerful
charmer who is (at best) middling clever, on the other hand,
would have Social Attributes as primary, Physical Attributes
assecondary and Mental Attributesas tertiary (orreverse the
primary and secondary choices).

All characters begin with one free dot in each of the
nine Attributes (except for the Nosferatu, whose clan curse
denies them the ability to have any dots in Appearance).
You divide more dots among each category depending on
the priority you've assigned it.

* Divide seven dots among the primary Attributes. If
your character’s primary category is Physical, for instance,
you might add three dots to Strength and two each to
Dexterity and Stamina for someone who's very strong and
quite fast and tough, or four dots to Dexterity, two to
Stamina and one to Strength for someone who's astound-
ingly fleet, resilient but only of average strength. Tinker
with the possible combinations to suit your concept.

* Divide five dots among the secondary Arttributes.
[f your character’s secondary category is Social, you might
assign three dots to Manipulation and one each to Cha-
risma and Appearance for someone of average looks and
charm who's really very good at getting others to do what
she wants, or two dots each to Appearance and Charisma
and one to Manipulation for a character of significant
beauty and charm but only average persuasive power.

¢ Divide rhree dots among the tertiary Attributes. If
your character's tertiary category is Mental, you mightassign
one dot each to Perception, Intelligence and Wits for a
character who's average across the board, or three to Percep-
rion and none ar all to the others for a sort of idiot savant of
tracking or alertness.

You may find yourself wondering why it is that your
character ends up above average in so many ways. Vampir-
ism has irs rewards — if it didn't, the Curse of Caine would
never have any seductive power. Unlife confers a dark
glamour and twisted vitality. Your character’s inner desires
become at least somewhat manifest in the flesh: Weak
people become stronger, and plain people more beautiful as
the complications of life recede in the face of the animating
vitae. So, yes, your character is something more than typical,
which is part of the Cainite nature.

Step Three: Choosing Abilities

Abilities are more focused areas of experience. Unlike
Artributes, your character doesn't begin with automatic dots
in any of them. There are many feats your character can
attempt only at a penalty, or not at all, simply because
nobody can know everything. (Over time, elder vampires
may know more than any mortal can dream of, but there’s
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always something more.) As with Attributes, Abilities are
divided into three categories: Talents (innate aptitudes and
matters one can learn through experience), Skills (abilities
requiring training and practice ) and Knowledges (academic
and other intellectual pursuits).

You must also assign one Ability category as primary,
one as secondary and one as tertiary, as with Attributes.
A bookworm who's made some effort to acquire non-
academic skills but lacks much of anything in the way of
physical potential likely has Knowledges as primary,
Skills as :-'L‘culnl.n'\.-' and Talents as tertiary. An ill-edu-
cated woodsman whao's seen some of the world as a soldier
likely has Talents as primary, Skills as secondary and
Knowledges as tertiary. No Ability may finish this step
with more than three dots, though you can spend bonus
points to raise some later.

* Divide 13 dots among the Abilities in the primary caregory.
* Divide 9 dots among the Abilities in the secondary category.
* Divide 5 dots among the Abhilities in the tertiary category.

One final point of similarity between Attributes and
Abilities is that the Curse of Caine also enables grearer-
than-mundane mastery of some Abilities. [t sharpens the
making it that much easier to
commit a wider panoply of more complex and deep-
reaching sins.

character’s prowess...

Full descriptions of the individual Abilities appear
on pages 142 through 153.

Step Four: Choosing
Advantages

This step deals with the qualities distinctive to vam-
pires. Most human beings don't have the competence of
a starting Dark Ages: Vampire character, but they can
know the same sorts of things. Some things, however, are
unique to the undying.

Disiplines

Your character’s sire taught him certain supernatural
powers, known as Disciplines; in addition, your character
may have developed some on his own. You have four dots
to divide among the Disciplines of the clan you chose in
step one. (See Chapter Two, or the summary chart on
page 128). If your character is Caitiff, you may purchase
whatever Disciplines you choose, subject to Storyteller
approval. You can buy out-of-clan disciplines only with
bonus points later in the character creation process. Full
descriptions of the Disciplines appear in Chapter Six.

Backgrounds

The term “Background” is a sort of catch-all that refers
to many aspects of a character’s persona and situation that
don’t fit into the categories covered so far. Some Back-
grounds, such as Generation, are mystical internal features.
Others, suchas Allies and Contacts, deal with the character’s
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place in mortal society, and some, such as Domain and
Status, cover the character’s place among Cainites. See p.
129 for one-line summaries and pp. 153-158 for the details
on each Background. You have five dots to divide among
Backgrounds as you wish, though your Storyteller may say
that some Background choices don't fit the character. A
destitute wanderer, for instance, has little opportuniry to
build up many riches, so he cannot plausibly have high
Resources without a great deal of justification.

You and your fellow players can pool some Back-
grounds, with characters combining their resources for
best effect. Backgrounds available for pooling include
Allies, Contacts, Domain, Herd, Influence, Mentor, Re-
sources and Retainer. See p. 157 for derails.

Depending on the nature of the chronicle, your Story-
teller may rule some Backgrounds off-limits and others
highly recommended or even obligatory. Dependipg in turn
on the roles the characters are to play, the Sroryteller may
simply give you extra dots to apply to the mandatory ele-
ments so that you retain the usual quota of choices. (This is
almost always the best way to handle it: If something must be,
don't require players to give up other choices for it.)

VDirtues

Every character has scores indicating his strength in
three Virtues: one covering his resolve in the face of danger,
one covering his internal moral compass and one covering
his response to destructive impulses. Together they provide
the moral and spiritual bulwark against the endless tempta-
tion to sheer mindless rampage and wanton flight, the twin
temptations of the Beast within every vampire.

The road you choose for your character determines
the choice of two of these Virtues. All vampires possess
the Courage trait, in varying degrees. The other two issues
each present a pair of very different responses. Con-
science and Conviction both provide a character with a
source of moral law to follow, but Conscience draws on
prevailing social views while Conviction is a deeply
personal and often thoroughly inhuman system. Self-
Control and Instinct represent diametrically opposite
views of the Beast. Self-Control teaches the vampire to
avoid falling into the abyss of pure passion, while Instinct
allows the vampire to immerse herself in the passion and
steer it, to some degree, moment by moment.

Aswithmost Dark Ages: Vampire traits, Virtues are
rated onascale from [ to 5, where 1 is minimal abiliry and
5 is moral excellence (in terms of the outlook the Virtue
encourages, which may be horrific in other lights). Your
character ]‘L‘}.{ll‘l\‘ with one dot in ( :tJlII'L]L’L' and one dot in
each of her Road's H["t‘(‘il.lcd Virtues. You then have seven
more dots to allocate as you see fit.

The sum of dots in the Road Virtues determines your
characrer’s initial Road rating, which in turn shapes the
character's sense of what's deeply or lightly sinful as well
assome of the effect she has on others who sense her moral
orientation. See Chapter Three for details. Willpower,
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the character’s reserve of inner strength for times of need, begins equal to Courage. Keep these
f\ consequences in mind as you distribute dots among Virtues, and remember that bonus points can raise

some scores larer.
. ' e " (_'“".' N
Step Five: Finishing Touches
TIN major work of character creation is now over. You have raken a concept and rranslared it into

a character sheet that shows your vampire’s mundane and supernatural capabilities. Likely you also
have some areas for which you wish you could improve the scores; these are incentives for play. This

step rounds out the character’s description with several traits that come in handy.

L 20ad Seore

Your character begins with a rating in his chosen road equal to the

sl

sum of his Road Virtues, as described p]‘(_'\'inl!.\h'. Road ratings run on
a scale of 1-10 rather than 1-5. A Road of 5 (the lowest possible for
arypical starting character) represents a profound lack of self-control

and a L{L.‘I'Il.'l’:ll aimlessness that is, for vampires, almost always the
immediate precursor to the complete loss of intellect and indi-
vidual personality. A Road of 9, possible if your character
greatly neglects Courage, reflects a degree of moral purity
M comparable to the holiest of saints and apostles, albeit
perhaps purity within a monstrous creed. Most characters
begin with Road ratings around 5-7, reflecting determi-
nation but something less than all-consuming passion
for perfection. Characters start play having already
gone through one or two moments of truth (see p. 266)
unless they take the Flaw: Initiate to the Road (see p.
.- 308).

'
Willpotwer
This trait is also measured on a scale from 1 ro 10. A
Willpower of 2-3 is about average for most human beings.
Surviving the temptations of vampirism requires more than
N usual derermination, and most vampires have substantially
B\ higher ratings. At this step, Willpower begins equal to your

\
\

{ spend at least a few bonus points to raise Willpower higher.
It A vampire with a Willpower of 3 or less simply isn't likely
i \ to last long.
1

I <Blood Pool

Your character’s generation (see p. 164) determines
Ih(’ '['n':lx.ll'l'lll[n I"U.‘l‘\'ﬂ?]L' LIUHI]IH\' of I"Iill )L; .\}"]l.' can hi)h!
and use. The conditions of the Dark Medieval world

seldom allow for complete satiety on a regular basis,
however, and there’s always some randomness in
feeding success. The one and only randomly deter-
mined score during character creation, therefore,
is your characrer’s current blood pool rating. Roll
one die, and add one per level of Domain or Herd
Background (whichever is higher), up to the

i\

character’s Courage score. Almost all players find it wise to

character's generation-imposed maximum.

Bonus Points

At last you can fill in the most annoying or
pressing gaps between your sense of what you'd




like your character to be and what the points that are
available at each step make possible. You have 15 bonus
points to spend. Dots in different sorts of traits cost
different quantities of bonus points, as described in the
chart on page 129.

In the earlier steps of character creation, you could
put no more than three dots in any given Ability.
Three dots represents significant mastery of a field,
enough to make your character one of the best at that
ability in his region. With bonus-bought dots your
character can rise to greater heights, as part of the
supernatural prowess that comes with the Curse. If you
raise Abilities to four or five dots, keep in mind what
this means: Your character has now become one of the
best of the best at those Abilities. If you give your
character five dots in Leadership, for instance, you've
made him in likelihood better at rousing the masses
than the king, cardinal and other great leaders of that
land. Dark Ages: Vampire certainly allows you to do
s0, just think carefully when assigning your character
such ratings.

The Spark of Unlife

You presumably began this process with a concept in
mind. The actual step-by-step mechanics almost always
change your character concept, sometimes in big ways.
Now it’s time to take stock of the results.

Remember that the rating scales used in Dark Ages:
Vampire deliberately leave room for individual variation
through roleplaying. Consider, for example, three char-
acters who all have Intelligence 2 and Theology 2.

* Anders is a Norseman raised in one of the devoutly
Christian communities of southern Norway, and he was
amissionary among the remaining pagan communities to
the north until his Embrace. He has little academic
experience and he’s not particulatly fast on the uptake,
but he's extremely persistent. He specializes in the details
where Norse beliefs may be interpreted as precursors of
Christian revelation.

® Battista is a Sicilian nun with a flair for religious
poetry and hymn-making, who sees her vampirism as a
test of faith that she'll overcome some night, Much of the
world passes her by, but she has a particular knack for
wordplay and puzzles.

¢ Concepcion is a noblewoman of Aragon, very
distantly related to the royal family from which the
Lasombra Lucita, childe of Moncada, descends. She has
no use for abstract issues, and she does best managing her
family’s holdings while rthe men fight the Reconquista,
with vampirism a serious nuisance rather than an essen-
tial element of her identity. She’s learned a grear deal of
practical lore about Islam so as to work most effectively
with prisoners and prospective converts.

The players of these three characters would use the
same Attribute + Ability pair very differently to reflect
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the characters’ diverse circumstances. Their Storyreller
would likely let each character accomplish some fearts
automarically, rule others simply outside the character’s
experience and sometimes modify standard difficulties up
or down in between.

The numerical ratings are, as you can see, not the
wholestory. Take the time ro think abour what they mean
in practice for your character. When your character draws
on a specialty, what do others see — great confidence,
calm mastery, something else? If your character is physi-
cally weak, does that appear as some noticeable deformity,
flabbiness, lanky thinness!

For each Attribute and Ability your character uses
often, ask yourself, “How does this show in the world around
the character?” Some expertise, of course, leaves no visible
mark untilit’s used... but then the exercise of secrecy is itself
something to consider in roleplaying. Wherever your
character’s ratings diverge significantly from the norm for his
society, people are likely to notice something, which is all
potential fodder for your gaming. Your character should feel
vivid and interesting to you, since you'll be spending a fair
amount of time with him.

Similar considerations apply to Virtues, Backgrounds
and the other traits. Chapter Three described how the
character’s standing on her chosen road affects her dealings
with others, but there remains room for customization and
individual touches. The awe that people feel around a deeply
compassionate healer is nor like the awe that they feel
around a fanatical crusader, for instance. Two members of a
coterie might both deal with the same person in their town
in very different ways: One knows the constable as an ally,
an old friend whom the vampire shields from the grim
realities of vampirism, while the other knows him as a
contact, a useful tool to be discarded or destroyed if he ever
becomes inconvenient.

Wherever possible, you should be able to explain your
character concept in words — use numbers to support them
rather than relying on numbers alone. Saying, “Sir Giles isa
perennially smirking middle-aged man who's nonetheless
disturbingly persuasive,” is a lot more useful in some circum-
stances and almost always more fun than saying, “Sir Giles
has Appearance 2, Manipulation 4 and Presence 3.”

The Prelude

The very last “finishing touch” is the character prchulc,
a brief session of play during which the Storyteller guides you
through some of the formative moments of your character’s
unlife. There isn’t much die-rolling or any grave threats in a
prelude, and it can even be reduced to a series of quick
questions if need be, butitalso provides a lot of useful context
for your character. You'll get to play out how you mer your
mentor or contacts, just where you learned Theology up to
level 4, how you mer the other characters and other key
moments. Managing the prelude is up to the Storyteller, and
Chapter Eight goes into the details for her (see p. 277).
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Twilight Vistas:
Starting PVoints

All vampiresare individuals, just asallliving people are.
Vampires also helong to the society of their time, and some
combinations of history and personality occur more often
than others. The following templates describe some of the
common types of vampires in the Dark Medieval world.
Each one sketches out some features of that type of person’s
past and provides recommendations for some traits. You still
make the detailed decisions, and you're free to use some ideas
and ignore others. The templates should open up possibili-
ties for you, not close them off.

Crusader
In life, you answered the call to take up the cross and
follow your leader into battle against the heathen, whether
in Iberia, the Holy Land or on the Baltic coast. You did
what would have been terrible things if they weren’t in
the best of causes. Eventually your courage and dedica-
tion attracted the attention of one of the brood of Caine,
who offered you the opportunity to continue the calling
with superior resources. Sometimes you worry about the
cost to your soul, but it’s been worth it so far.
Recommended Clans: Brujah, Lasombra, Toreador, Ventrue
Recommended Roads: Kings, Heaven, Humanity
Attribute Prioritization: Physical, Mental, Social
Ability Prioritization: Talents, Skills, Knowledges
Recommended Backgrounds: Allies, Contacts, Influence

Devilin Dead Flesh
S

To others, you seem to be the person you once were
in life, albeit now transformed hy the Curse of Caine. You
know the _u}m.\'[ly truth that most vampires Jt‘ll\". which is
that the person you once were is truly gone, that soul oft
to its eternal torments in Hell. While you remember that

person, you aren’t it anymore. You're one of the legions of

Hell risen into the world to usher in the Apocalypse. The
struggle you feel within you is merely ignorance or confu-
sion, which will fade in rime as you pursue your mission.
There can be no pardon for you, and only Satan’s victory
in the last war might conceivably set you free.

Recommended Clans: Cappadocian, Malkavian,
Ravnos, Tzimisce

Recommended Roads: Beast, Sin

Attribute Prioritization: Social, Physical, Mental

Ability Prioritization: Skills, Knowledges, Talents

Recommended Backgrounds: Herd, Influence, Resources

a i -ﬁ 3 ¥ [
Sugitive Crimina

Life was never anything but a burden to you. Having to
live by the sweat of your brow was part of the curse laid on

« CHAPTER FIVE -

Adam, so the preachers said. Adam must have sinned
mightily indeed, if your experience was any indication. In
the end, you couldn’t live by their codes. You commirtred
atheft, arape or perhapsa murder— then you
fled. It was in the midst of flight thar you encountered one

some crime
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you into one of the Damned. When he tried to use you as a
tool, you brake his laws, roo. Now you exist under a freshly
constructed cover identity, hoping that neither your living
nor your unliving past will catch up to you.
Recommended Clans: Brujah, Follower of Ser,
Gangrel, Ravnos
Recommended Roads: Beast, Humanity, Sin
Attribute Prioritization: Physical, Social, Mental
Ability Prioritization: Talents, Skills, Knowledges
Recommended Backgrounds: Allies, Contacts, Domain

Gravedigger

People die. It’s the fundamental fact of life. You've
always been a bit obsessed with death, torn between
horror and fascination. As a child, you learned the basics
of preparing a body for burial, the symbology for well-
made tombstones and other aspects of the process of
laying the dead to rest. As an adult, you became the one
others turned to in the hour of final need: the one to say
the right prayers to ease an inescapable passing and to
mark someone’s passing with honor and dignity. When
plague or war swept through your area, you were ready.
When you were the last one standing, the sole survivor of
your family or village, you took it as God’s sign that you
should move on and minister to the same needs else-
where. Yousstill do, even though thanks to the mysterious
companion in your travels, you now have a somewhat
different perspective on death’s meaning. You have time
to study it all.

Recommended Clans: Assamite, Cappadocian, Fol-
lower of Set, Gangrel, Malkavian

Recommended Roads: Heaven, Humanity

Attribute Prioritization: Mental, Physical, Social

Ability Prioritization: Talents, Knowledges, Skills

Recommended Backgrounds: Contacts, Mentor,
Resources

Heretic

All institutions fail, and those that profess their
holiness fail most of all. The conventional wisdom of the
great powers is wrong, and fatally so. It has lapsed from
true doctrine into grievous error. Your assigned role is the
recovery of lost truth. The powers that be call you a
heretic, and you're content to let them do so, since you
serve God's truth rather than their convenience. Your
living fervor kindled something in the heart of one of
Caine’s brood, bringing your sire back from the brink of
suicidal despair and into fresh zeal for continued exist-
ence. In return, your sire gave you the Embrace. You use
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your new powers to preach the truth and smite the slaves
of error that much more efficiently. Let them call their
crusades and issue their dl:('l'('l'.\; you continue prc;lching
on the dust that was once their bones.

Recommended Clans: Assamite, Brujah, Cappadocian,
Gangrel, Malkavian, Ravnos, Toreador

Recommended Roads: Heaven, Kings

Attribute Prioritization: Social, Mental, Physical

Ability Prioritization: Knowledges, Talents, Skills

Recommended Backgrounds: Allics, Herd, Retainers

Lavy of the Aight

You were raised to be a lady, and that means much
more than being decorative. You learned useful arts and
crafts, as well as the skills necessary to manage holdings
when your husband and lord might be off on war or
crusade. Being a pretty but useless frail thing was not an
option, any more than it is for the vast majority of the
nuhllm, That’s the prerogative only of the very wealthi-
est, and while your family’s holdings might generate
wealth, they also cost wealth to operate. So you were a
useful (if not always valued) member of the household.
Vampirism hasn’t changed everything. It has let you be a
better lady of the manor in some ways, now that you no
longer tire or suffer from heat and chill. You explain away
your nocturnal existence as a vow or curse or mysterious
illness, and you press on.

Recommended Clans: Brujah, Lasombra, Toreador,
Tzimisce, Ventrue

Recommended Roads: Heaven, Humanity, Kings

Attribute Prioritization: Social, Physical, Mental

Ability Prioritization: Skills, Talents, Knowledges

Recommended Backgrounds: Domain, Herd, Influ-
ence, Resources, Retainers

Wagus

You were always interested in puzzles, but human
senses and human reasoning can take you only so far. You
were still young, or so it seems to you now, when you were
apprenticed to a mysterious stranger who rold your par-
ents that he’d put your curiosity to a better use than they
could in theirlittle village. For more than a typical mortal
lifetime, you did the routine labor that his real work
required, gathering the specimens and disposing of the
remains while he unraveled the world's mysteries with
magic. Finally he decided that you were worthy, and he
Embraced you to begin your real discipleship. Now you
mostly work as your own master, though you may assist
him in specific projects from rime to time, and soon it will
be time for you to take apprentices of your own.
Recommended Clans:
Ravnos, Tremere, Tzimisce

Assamite, Follower of Set,
Recommended Roads: Kings, Humanity, Sin
Attribute Prioritization: Mental, Physical, Social
Ability Prioritization: Knowledges, Skills, Talents
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Recommended Backgrounds: Domain, Mentor,
Resources, Status

Penitent

Power corrupts, and so does life itself. You once
enjoyed wealth and position, making others do your
bidding and profiting by their labor. Things changed
when the strange traveler crossed your path. Her words
seemed conventional enough at first: judgment impend-
ing, repent, the same old story. But she showed you things,
forced you to confront the consequences of your actions,
to experience the feelings and ideas in others created by
your commands. When you broke down und
of guilt and hunger for repentance, she took you out of life
altogether. Now you roam as she did, making amends for
your own misdeeds and forcing a similar awareness into
the hearts of others.

Recommended Clans:
Nosferatu, Ventrue

cr T}‘t&‘ \\'k‘li_’}l(

Malkavian,

Lasombra,

Recommended Roads: Heaven, Humanity

Attribute Prioritization: Social, Mental, Physical

Ability Prioritization: Skills, Knowledges, remplates

Recommended Backgrounds: Allies, Contacts, Herd,
Influence, Mentor

Power Behind the Throne

God has appointed the strong to lead the weak, so
you're told. In life you might have thought yourself (and
been) strong; you could just as easily have been a weak-
ling, outcast or underling. That's all behind you now.
Whatever you once were, your ambition drew the atten-
tion of the vampire who became your sire and showed you
what power was really all about. You could rule openly on
your own behalf, but that would create complications. [t’s
so much simpler to bide your time and give orders to those
whom the world at large believes to be the real authori-
ties. You amass ever-greater power, and the world will
belong to you and your kind in the end.

Recommended Clans: Assamite,
Lasombra, Malkavian, Tremere, Ventrue

Recommended Roads: Kings, Humanity, Sin

Cappadocian,

Attribute Prioritization: Social, Mental, Physical

Ability Prioritization: Skills, Knowledges, Talents

Recommended Backgrounds: Allies, Contacts, In-
fluence, Retainers, Resources

Lorldly Wonk or Nun

Monastic life was a good scam, as far as you were
concerned. Make a few appropriate professions of piety,
and the gullible masses would give you donarions, feed
you, let you take charge of their estates in their wills. That
was wonderful. Rather suddenly you learned that you
were by no means the most efficient manipulator around,
when the shadows came to life around you and revealed

someone vastly older and more clever than you. You
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appealed to your sire as a reminder of lost youthful days.
Now you study how to apply your new powers to the same
basic rask, which is (as ever) survival. In the war between
you and the world, you'll bet on yourself. So far you're
winning, very comfortably.

Recommended Clans: Follower of Set, Lasombra,
Malkavian, Nosferatu, Ravnos, Toreador

Recommended Roads: Humanity, Sin

Attribute Prioritization: Social, Menral, Physical

Ability Prioritization: Skills, Knowledges, Talents

Recommended Backgrounds: Contacts, Domain,
Herd, Influence, Mentor, Resources

Vivtuous Wonk or Vun

As a child, you heard God call you to holy service

perhaps even literally, with words and visions others couldn’t
experience. You gave up whatever secular glory you might
otherwise have had for the sacred toil of monastic life. You're
not a fool, and you learned early on that others had taken
orders for less deserving reasons, but that's between them and
the Judge of all flesh. Keeping yourself on the road to purity
was work enough, and you emphasized compassion indealing
with others’ weaknesses. Then came the tempter, who of-
fered you a terrible choice: the opportunity to continue
ministering to others until the end of days (and nights), at the
cost of your own soul. You still lie awake sometimes, feeling
the curse within you and wondering if you chose well or if this
is not just another species of that oldest of sins, pride. Only
fresh diligence in the gardens of the world’s need can bring
you peace again.

Recommended Clans: Brujah, Lasombra, Malkavian,
Nosferatu, Toreador, Tzimisce, Ventrue

Recommended Roads: Heaven, Humanity

Attribute Prioritization: Mental, Social, Physical

Ability Prioritization: Skills, Knowledges, Talents

Recommended Backgrounds: Allies, Contacts, Do-
main, Herd, Influence

Character Creation
Crample

Andrew rtells his friends that he’s got a nifty idea for
a Dark Ages: Vampire chronicle. He's been reading
about the history of chivalry and wants to delve into
changing ideas of holiness in the midst of secular duty. He
asks those who'd like to play to come up with character
concepts that include a strong religious component. This
sounds great to Elizabeth, who's been toying with “survi-
vor” concepts. She puts her thoughts together with
Andrew’s guidelines and gets the image of a young vam-
pire whose whole existence has been marked by calamity,
struggling against looming fate. Andrew gives her the go-

ahead, and she starts considering details.
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With Andrew’s permission, Elizabeth creares a char-
acter whose sire is a published Dark Ages character.
Specifically, she finds Gregory the Wonder Maker, a
Ravnos who appears in Constantinople by Night, ap-
pealing. She knows that he flees Constantinople as it
burns during the Fourth Crusade, and she imagines her
character as a competent young adult chosen to act as
Gregory's escort during the flight. She also decides that
she'll play a female character, since she wants to poke at
medieval possibilities and limitations for women along
with the religious-destiny aspects of her character. After
looking at some lists of Byzantine names for women, she
settles on “Zoe” and begins thinking about statistics. For
her Nature and Demeanor, she chooses Penitent and
Survivor, respectively. Zoe is known for having survived
Constantinople and other hard times, but her true self is
focused on her own soul.

The Magus template (see p. 136) appeals to Elizabeth
— she likes the notion of a character who applies her
mind and wits to the mysteries around. She follows the
template in making Mental Arttributes primary, Physical
Attributes secondary, and Social Attributes tertiary. Af-
ter considering various possibilities for the allocation of
dots, Elizabeth settles on Strength 2, Dexterity 4, Stamina
2; Charisma 2, Manipulation 2, Appearance 2; and Per-
ception 4, Intelligence 3, Wits 3. Zoe is very fast on her
feetand very observant. In fact, that’s the combination of
traits that led Gregory to choose her as his new childe.
She’s average in most physical and social aspects, and
she’s smarter and more clever than average.

Elizabeth decides that the template's suggested roads
don’t fit her concept, so she settles on the Road of
Heaven. Zoe wasn’t particularly fervent about her reli-
gion in life, but the terrible chaos of Constantinople’s
sacking shocked her deeply, and when her sire later
perished in fire during the Albigensian Crusade, only
fanatical religious commitment sustained her resolve to
avoid suicidal despair. Still later, she began traveling with
the Malkavian prophet Anatole, whose fervor supports
and refines her own. Heaven is Zoe's goal, and nothing
must stand in its way.

Zoe takes increasingly clear form in Elizabeth’s imagi-
nation. In keeping with the Magus template, Elizabeth
makes Zoe’s Knowledges primary, Skills secondary and
Talents tertiary. After a number of false starts and back-
tracking revisions, Elizabeth settles on Alertness 2,
Athletics 1, Legerdemain 1, Subrerfuge 1; Archery 1,
Crafts 2, Eriquette 1, Melee 1, Performance 1, Ride 1,
Stealth 1, Survival 1; and Academics 2, Hearth Wisdom
2, Investigation 2, Linguistics 2, Medicine 2, Occult 3.
She also sees that she’ll have to use bonus dots to fill in a
number of gaps between what she can buy art this point
and what she feels Zoe should be capable of.

As a member of the Ravnos clan, Zoe begins her
vampiric existence with an innate aptitude for Animalism,
Chimerstry and Fortitude. Elizabeth envisions Zoe as an
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urban vampire and decides ro let Animalism wait for now.
She assigns three dots to Chimerstry and one to Fortitude.
Zoe is already a skilled crafter of illusions and somewhat
unnaturally tough.

Dark Ages: Vampire characters begin at 12th gen-
eration by default. Elizabeth must commit two of Zoe's
Background dots to Generation, since Gregory is estab-
lished as ninth generation and Zoe must therefore be
10th. Elizabeth assigns two dots to Mentor, reflecting
Anatole’s unstable but nonetheless useful presence as
Zoe's guide and instructor. The last dor goes into Re-
sources, reflecting Zoe’s resourcefulness in picking up
items of value wherever she travels.

The Virtues of the Road of Heaven are Conscience
and Self-Control, and Zoe begins with an automatic dot
in both, as well as in Courage. Now Elizabeth has to think
carefully about how she envisions Zoe’s moral strengths
and weaknesses. She settles on Conscience 3, Self-Con-
trol 3 and Courage 4. Zoe does pretty well for herself both
in maintaining her moral compass and in keeping her
Beast in check, but she does better at holding fast in the
face of danger. Her courage developed under the repeated
shocks of her early years, and it is crucial to her survival.
She begins with a Road rating of 6, the sum of her
Conscience and Self-Control. This rating is about aver-
age for a fairly recent vampire, and it provides her plenty
of room to aspire for better or to plummert into wicked-
ness, depending on how things go. Her starting Willpower
is 4, equal to her Courage, and her blood pool is 13, thanks
to her relatively low Generation.

Finally, it’s time to spend bonus points. Elizabeth
starts by assigning three points to Willpower, raising it to
1. Zoe needs all the help she can get surviving in chaotic
circumstances. The remaining 12 dots all go into raising
various Abilities: Athletics, Legerdemain, Subterfuge,
Stealth and Survival to 2, and the new ability of Dodge at
1. Elizabeth knows that she’ll happily burn up any expe-
rience points she acquires refining Zoe’s Abilities, too.

ature and Demeanor

The twin faces of a characrer’s archetype, Nature and
Demeanor, point at aspects of his personality beyond and
beneath any specific aptitude or knowledge. Nature is the
“big story” about a character: When everything else fails
or falls away, what's left? What's the thing that most
drives him in the face of all adversity? That’s his Nature.
Demeanor is the essence of the character’s outward per-
sonality. Sometimes it's identical to Nature, when the
character simply is what he appears to be. In other cases,
it's quite different, whether through deliberate decep-
tion, self-denial on the characrer’s part or the accumulation
of cover stories and partial truths that define many people
and nearly all vampires over time.
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Keep in mind that Nature and Demeanor are indica-
tors and summaries, not high stone walls sealing off
possibilities. Nor all character concepts lend themselves
to one of the Archetypes listed here. Where it’s appropri-
ate, the Storyteller and player should work together to
come up with a definition that does suit the characrer. If
it works with a summary label and short description, fine.
If not, also fine. What matters is a clear definition of what
the character must do for self-fulfillment and the renewal
of Willpower, not making it fit a particular word count.
The Storyteller’s response to a player saying, “I don't
quite see anything here that fits my concept,” should be,
“Then let's modify one of these if we can, and make up a
new one otherwise,” rather than, “Then you can’t play
that c uu’L‘FI."

The character’s inner nature does matter in play, and
not just for reasons of roleplaying completeness. The Will-
power trait measures the character’savailable mental, physical
and spiritual reserves for moments of greater-than-usual
effort. Over time, the character draws on those reserves and
they can run out. Significant accomplishments in accord
with the character’s Nature are the key to restoring lost
Willpower. See p. 162 for the details. Briefly, when the
character achieves the kind of thing toward which his
Nature drives, you can make a roll to see whether one or
more points of spent Willpower become available in the
character’s Willpower pool again.

Autocrat

The time is out of joint, and you were born, or Em-
braced, to set it right. You thrive when you can take charge
and bring order to what's been chaotic. Youmight have been
a great leader in life; you might also have been one of the
powerless masses, now serving in a role that was denied to
you all your mortal days. You trust your judgments, and why
not! Experience tells you that you're made for special in-
sights into both the world’s problems and their solutions.

* Regain Willpower when you lead a group to some
significant accomplishment.

Barbarian

Civilization is the trap that the clever set for the
weak, and in which they end up snaring themselves. Truly
intelligent, brave, strong people understand that seden-
tary existence only brings you rthar much closer ro the
grave, and that what counts is what you achieve as an
individual. You respect only actual deeds. Anyone can
boast or scheme, but all words vanish in the end. Only
deeds remain, having changed the world.

® Regain Willpower when you beat “civilized” com-
petition through your barbaric virtues.

Caretaker

You are, indeed, your brother's keeper. Whether you
understand it as the will of God, your duty to your ancestors
and the spirits or simply as the obligation of a fully aware
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human being, you know that the most important obligation
is providing for others’ needs. Not everyone appreciates your
effort, as you already know from bitter experience, but
rejection and ingratitude do not give you license to stop
doing what you know you should. There can be no rest until
the world is at ease, and that's a long way off.

® Regain Willpower when you put forth significant
effort that benefits others without any particular return
This isn’t martyrdom, just acting for motives
other than self-interest.)

Celebrant

The greatest joy in life (or after death) is the only thing
worth having. Some particular kind of consummate satisfac-

foryourself. (

tion draws you on. Depending on who you are, it may be the
eestasy of prayer, the heady rush of battle, the textures of the
finest fabrics. .. almost anything might be the key to sensual
happiness. Whatever it is, you'll do wharever seems neces-
sary to protect that pleasure and enjoy it. You may or may not
feel compelled to share the joy with others.

® Regain Willpower whenever you experience a new
pleasure within your favored category (using an unfamil-
iar type of weapon in battle, praying in accordance with
a new liturgy or hymnal, wearing a fabric you've never
worn before), when you convert another character to a
proper appreciation of the pleasure’s merits or when you
repeat the single strongest pleasure of your chosen sort.

Defender

Everything that matters in the world struggles to
survive in the face of its enemies. This isn’t necessarily a
commitment to tradition, though. The thing you defend
may be some fragile innovation or the hope of future
progress. You may see your role in martial terms, or
otherwise; this is an Archetype for healers and priests as
well as warriors. You find your fulfillment in defending
the cause to which you've given your allegiance.

® Regain Willpower whenever you suc cessfully defend
your chosen u.sh]u{ of k )\.l]t‘, from some outside threat.

Gallant

Never mind goals and ultimate conditions: What
matters is how you make your way. The most important
thing in the world is style in all its manifestations — the
right appearance, the right accoutrements, the rightspeech
and actions. You aspire to be the gentleman or lady whose
panache sets the tone for the community around you.
Romance and rhetoric guide you; morbidity, depression
and earnest self-denial are the great enemies.

» Regain Willpower whenever you accomplish a
significant task with particular style and grace.

Jester
In a world full of woes, what can anyone do to survive
but laugh? In a world full of fools with power, what can
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anyone do but mock them? You are the one who sees the
world as it is (a veil of folly and deceit) and who enlightens
others through the subtle ways of humor. They may see only
slapstick or broad comedy, but your insights creep past their
mental walls and set up camp, so that in the end, the stupid,
vicious, clumsy powers that be all fall down. Where there is
wholesome laughter and relieved scorn, there is no room for
tyranny. Let the world's would-be masters beware, for you
strike at the fear that sustains them.

e Regain Willpower whenever you raise the spirits of
those in great misery, or whenever you undermine a bully
or tyrant by making him the object of ridicule.

Judge

Above all, the world cries out for judgment. Someone
must weigh competing wanrs and needs in the balance,
rewarding those who deserve it and punishing the guilty for
their offenses. That's you. Whether you hold any official role
or not, you are one of the latter-day heirs to Joshua, applying
right principle and careful consideration to the tumult
around you. You act to resolve conflict and administer
justice. It is not necessary for others to appreciate or under-
stand your work; their obedience is sufficient.

® Regain Willpower whenever you settle along-time
dispute or whenever you convince contentious factions
to submit to your judgment.

Pedagogue

“But I didn’t know,” says the criminal and the sinner.
They protest, but they have a point. Who can do right
without being instructed? The old
us access to the divine knowledge that is our birthright. In
the absence of revelation, we must all apply ourselves to

Adam in us all denies

the task of learning. Someone must teach others the facts
of the world, You find the
greatest joy in correcting error and removing ignorance,
whether others appreciate your efforts or not.

and that someone is you.

e Regain Willpower whenever you see someone
survive a significant threat thanks to knowledge you gave
them or whenever you can make a point of instruction
compulsory, thereby abolishing that ignorance for good.

PVenitent

In the beginning there was sin, and in the end there
will be judgment. In berween, there is your guilt and the
world’s, so much wrong thar must be acknowledged and
for which atonement must be made. Your whole exist-
ence is given over to the struggle for redemption... which
never comes easily for vampires, and may be altogether
mythical for Caine’s brood. You do everything you can to
deny your darker impulses or at least to channel them into
some productive, virtuous enterprise.

* Regain Willpower whenever you make a substan-
tial sacrifice to atone for a recent violation on your
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hierarchy of sins. The greater the sin, the more lasting the
sacrifice must be,

ARebel

Priests talk of Satan, kings talk of the Jacquerie. They
mean the same thing: that nobody should ever dare challenge
the existing order. You understand that everybody should
challenge it, for the existing order is rotten to the core.
Authority is your enemy, and you will do whatever it takes to
topple it. Impulsive or calculating, patient or rash, you know
your enemies. In time, they will know you and fear you.

® Regain Willpower whenever you inflict significant
L]:l}“ilgc on (hL' l‘rLiL‘l' you LIK‘-"I‘[-“\,‘<

Surpivor

The Day of Judgment may be imminent, or it may be
thousands of years off. (More? Who knows how long Gad
will tolerate this mass of sinful flesh and corrupted earth?)
Your goal is very simple: to be there when the end comes.
You'll do whatever it takes to survive in the meantime.
Alliance and betrayal, devotion and hypocrisy, these are
all just rools for you to use when appropriate. You do care
about what happens around you, and if you can take
others with you on the longest journey, so much the
berter. It’s just that you won’t let them stop you, if it comes
down to that.

* Regain Willpower whenever you survive a serious
threat through determination and tenacity, or whenever

your lt‘iiLIL'I'.\}Ii]‘ allows others to survive a threat that
would otherwise have destroyed them.

Attributes

Atrributes are qualities that every human being pos-
sesses to some degree. A person who lacks any rating atall in
an Attribute is either dead or suffering from an extreme
hll|‘L‘r11;1£urxll curse, such as the Nosferatu clan’s loss of
Appearance. Each Attribute is rated on a scale of one to five
dots. Asingle dot represents the low end of human potential.
A rating of 2 is average for humanity taken as a whole, and
3 represents distinctly above-average capability. Four dots
make the character one of the best in the region in the
quality that Attribute represents, and a character with five
dots is one of the best in the w eld, or at least one of the best
likely to ever appear in the chronicle.

With age, most vampires can rise to the heights of
human potential. Vampires of sufficiently low generation
(see p. 164) can go even further, to blatantly supernatural
Prowess.

Physical

The Physical Attributes measure qualities of the
body, such as its strength, speed, coordination, resilience
and so on. Vampire may temporarily increase their Physi-
cal Attributes by “burning blood” as discussed on p. 162
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Strength

Strength is a character's innate muscle power, gov-
erning how much he can lift and how hard he can hit.
Strength is the Attribute thar provides damage dice for
most combat feats, as well as for leaps, shoves and the like.

L] Poor. You can lift 40 Ibs.
oo Average. You can lift 100 lbs.
oo Good. You can lift 250 lbs.

eees [xceptional. You can lift 400 lbs.

seeee Ourstanding. You lift 650 lbs,; you routinely
break the bones of (and otherwise intimidate)
anyone who gets in your way.

Derterity

Dexterity covers the qualities of physical prowess apart
from strength, such as speed, agiliry, coordination and so on.
The ability to hit things at a distance and to move gracefully
both depend on Dexterity.

. Poor. You are always awkward and often clumsy.
oo Average. You get through life without too many

embarrassing accidents.

eee Good. You move with notable grace, and you
can do well at the athletic efforts that attrace
your interest.

seee Exceptional. You could be a professional tum-
bler or other acrobat, and you have the reflexes
to make an outstanding warrior.

eeeee Oystanding. You have the constant grace of a
\|L'Illlu\kl,

Stamina

Stamina includes overall health, toughness and resil-
ience. Characters with high Stamina can take more
damage in and our of combat, and they recover more
quickly from the injuries they do suffer.

. Poor. Your existence is a constant parade of
minor (and major) miseries. In life, you got hurt
L';l.‘-il\" and healed .-|n\\‘1\_1

L Average. You're of average health.

see Good. In life, you seldom succumbed to the
illnesses sweeping around you. In unlife, you
resist injury better than many vampires.

eese [Exceprional. Youkeep going in the face of chal-

IL'I’I!._:L"\ [11.!] L‘?\‘h;lll\l others.
seses Ourstanding. Perhaps Adam and Eve were this
vigorous before the Fall.

Social

Social Attributes measure how well a character deals
with others in various ways. They encompass her appear-
ance, charm, ability to master social graces and so on.
Social Attributes provide the dice for rolls to make a good

first impression, impress or cow others and understand
what’s happening in one’s community.

= ,
Charisma
Charisma is the mysterious quality that lets one

person impress and please others through force of person-

ality. Charisma plays a part in efforts to win others’ trust

and sympathy, and to bring them into alignment with the

character's own views and goals.

. Poor. Even your best moments contain many
minor gaffes.

.o Average. You seldom give uninrended offense,
and you enjoy reasonable social standing among
your peers and neighbors.

ses Goad. People trust you and enjoy your company
without always realizing how much of your out-
look they're adopting.

eess Exceptional. You naturally lead whatever group
you're in.

sseee (Ourstanding. You have the confidence of the

1\1!:.\:-1\],

Wanipulation

Manipulation is the quality of expressing oneself in
ways that get others to agree, even if they don’t necessar-
ily trust the character. Where Charisma brings allegiance,
Manipulation brings obedience in the present moment,
with or without lasting affiliation. Note that Manipula-
tion isn't necessarily dishonest: People can and do use
rhetorical tricks in the service of causes that they genu-
inely believe in.

. Poor. You have a hard time sounding sincere
even when you are.

oo Average. You can persuade and be persuaded
about as easily as anyone else.

see Good. You're accustomed to getting your way.

ssee  [Exceptional. You have the makings of a good
I"FL'E'l.L‘l}C]' or ||'|L|l|:i.\|ll1l'.

eseee Ourstanding. Your words move all who hear
them to aid your cause, and you speak with
divine (or demonic) charm.

Appearance

Appearance is the sum of all the factors that make an
individual attractive to others. Physical beaury is part of
it, but so are one’s implicit attitudes, the subtle cues of
body movement and poise and many other less obvious
teatures.

. Poor. You're ugly by the standards of your own
society and those of many others.

o Average. You're inconspicuous.

see Good. You attract favorable attention almost

every \\'h €re you go.
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eseee  Exceptional. Youstand out in nearly any crowd,

tor utun] and ill.
seeee Qutstanding. People routinely compare you to a
demigod or angel incarnate.

Wental

Mental Attributes are qualities of the mind, such as
reasoning, intuition and sharpness of the senses (which is as
much a matter of understanding what the senses tell one as
the quality of the sensorial organs). Depending on the
individual, high Mental Attributes can represent wide-

ranging genius or more focused cleverness.

Perception

Perceprion is the ability to accurately sense one’s
environment. [t combines keen senses with the intui-
tive grasp of what may or may not be significant,
without needing to pause for labored analysis. It con-
tributes to efforts ar concealment and finding what
others have concealed, as well as preparing for and
defending against ambushes and to interpreting clues.

. Poor. You may be bright but self-absorbed or
simply inattentive.

oo Average. Subtlety may elude you, but you
don’t miss the obvious, and you can do all
right with the obscure if you have time and
good circumstances.

see Good. You're aware of your environment in

significant detail without having to strain at

it.

Exceptional. Little can remain hidden from you

when you choose to find it. You see all things

clearly.

*eeee Qutstanding. The book of the world opens its

every page to you.

Sntelligence

Intelligence includes a characrer’s ability to
master facts and knowledge, recall them at need and
put them together to produce new insights. Prob-

lem-solving and logic lie within the domain of

Inrelligence. It does not include common sense,
moral judgment or other useful qualities, and the
clever but inept scholar is as much a medieval
stereotype as a modern one. Depending on the indi-
vidual, low Intelligence may indicate actual
impairment in mental faculties or poor use of one’s
potential.
. Poor. If you're not actually a half-wit, surely you
have less than one full wit.
. Average. You're unremarkable, and you manage to
get through life without too much bewilderment.
see Good. You're insightful, and you can count on
making sense of many mysteries.
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seee [Exceptional. You learn much, forger little and
routinely make innovations in your chosen field.
eeeee Quistanding. You're a larter-day Solomon or

Odysseus.

Wits

Wits is the capacity for quick thinking: not necessar-
ily for brilliant intellectual reasoning or even for careful
appraisal of the environment, but rapid response based on
available information and survival instinct. It also con-
tributes to more deliberate efforts to ident ify clever courses
of action and ways around others’ defenses and recall
precisely the necessary datum at the key moment.

. Poor. Your jokes fall flar and you're the last to
notice.
L Average. You get through life without too many

unpleasant surprises.

*ee Good. You're quick on the uptake, and you
often get the best of others when speed is
essential,

eves ENL‘L'pliHHH]‘ You're the one who makes ev-
eryone else think, “I wish I'd thought of
that.”

eesee (utstanding. You have the Psalmist’s gift for the

appropriate response for every occasion.

Abilitics

Abilities measure your character's capability to un-
dertake specific kinds of tasks. Whereas A ttributes measure
raw potential in broad fields, each Ability is a much more
focused area of knowledge or expertise. Abilities let your
character use his potential most effectively and compen-
sate for underlying deficiencies in some cases. A weak but
experienced knife fighter can make mincemeat out of a
big burly opponent who has no clue how to fight well, for
instance, and a priest who lacks personal charisma but
understands the principles of rhetoric can defeat a charm-
ing but unskilled opponent in debate.

Opecialty and Erpertise

Most Abilities (with exceptions noted in their re-
spective descriptions) start out with a common body of
lore, with many variations and separate branches avail-
able depending on acharacter’s culture and circumstances.
Specialties measure this property in game mechanics.
When your character has arelevant specialty, you roll one
more die than usual on tasks thar involve it. You purchase
specialties with bonus points or experience points; the
cost for each appears in the relevant chart. You may have
up to three specialties in any given ability, but no more
than one can apply to a single roll. So if your character,
who has Melee with both the “swords” and the “multiple
opponents” specialties, is fighting off three brigands with
his broadsword, you still only roll one extra die.
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ACTING WITHOUT AN ABILITY

bound to be a time when you

here i
‘\

>) want your character to do something that
uses an Ability she just doesn’t have. Whar then?
Does the fact that youdidn’t buy dots in Dodge mean

an't duck when someone screams, “Get down!"!
o, not at all. But the fact that you didn't spent
points on Medicine does mean she doesn’t have
much hope trearing a disease or healing a mortal’s
wounds.

It’s actually when you don’t have an Ability that
the differences between Talents, Skills an
Knowledges become clear. Talents are relatively
easy to do by the seat of your pants, Skills are harder,
and Knowledges are downright impossible. When
you need to roll an Attribute + Ability combination
but you don’t have the Ability in question, you roll
the Attribute alone. That roll is modified depending
on whart category the missing Ability falls into:

¢ Missing Talent: No additional penalty

* Missing Skill: +1 difficulty

* Missing Knowledge: No roll possible (auto-
matic failure)

Expertise is a special form of specialty that applies to
the Crafts Skill and a few other catch-all Abilities. It is a
field of endeavor the character has studied, such as
woodworking, forging or boat-building. Expertise works
just like a specialty, granting an extra die when it applies,
except that it can be combined with a specialty (for a
maximum bonus of two dice), and that a character can
have only as many fields of expertise as he has dots in the
governing Ability. Most catch-all Abilities grant one free
field of expertise and require that you purchase others
with experience or bonus points. They also usually limit
the ways in which you can use the Ability if your expertise
does not apply. Few architects can hope to forge iron
successfully without knowing how, for example. See the
individual Ability descriptions for full details.

MWore Than Human

Vampires who are close enough in lineage to Caine,
their Father in Darkness, can develop their prowess to
heights that are literally unobtainable by any mortal man
or woman. See “Generation,” p. 155, for a description of
how the vampire's lineage raises the limits of the possible.

As mentioned Pn'\'lull.ﬂl\'. the scale of one to five dots
measures the range of human potential. Characters who
master Abilities at the sixth dot or above all produce the
same sort of effect on others who see them demonstrating
this mastery: the awe that accompanies the fifth dot, only
magnified. All but the most careless or distracted observers
can see that someone with six dots in an Ability does things
that nobody else can, with an unparalleled grace and confi-

dence. [t may seem angelic or demonic, but it never looks
mundane unless the character makes a deliberare effort to
conceal the full extent of his competence.

For roleplaying purposes, use the descriptions provided

for the fifth dot in each Ability and amplify them.

Talents

Talents are matters of innate aptitude, requiring no

training to develop, and they improve primarily or exclu-

)

sively through experience. Characrers get better at them
only by doing them regularly. It's possible to attempt
actions related to Talents thar a character doesn't possess.
The player simply rolls the character'’s Attribute dice pool
without the benefit of Talent-based dice, but also without
penalty. Everyone (or nearly everyone) possesses a rudi-
mentary grasp of each Talent, even without the minimal
competence required for one dot’s worth.

Alertness

Alertness is the ability to notice things that are going

on inone's vicinity, with or without actively searching for
them. Most Alertness rolls pair this Ability with Percep-
tion, and it generally applies to physical stimuli rather
than matters of mood, the soul and so on.

o Novice: You're seldom taken completely by sur-
prise.

e Practiced: Whispers do not go unheard in your
vicinity.

eee Competent: You maintain a constant vigil.

eess Expert: Few hidden rthings are safe around you.

seeee MNysier: Yoursenses push the boundaries of human

potential and rival those of the beasts of the field.
Possessed By: Burglars, Hunters, Messengers, Sen-
tries, Tramps
Specialties: Ambushes, Angelic/Demonic Manifes-
tations, Crowds, Forests, Noises, Paranoia, Traps

Athletics

Athletics is aptitude for physical exertion, be it
during relatively formal sports or simply in the course of
an active life. Athletic feats that are directly relared to
combatare covered by Brawl, Dodge, Melee and the other
combat Abilities, except in the case of thrown weapons.
These require Athletics.

. Novice: You lead a moderarely acrive existence.
-e Practiced: You can compete L'I-T‘L'C[i\'k'l\' in local

sporting competitions.

eee Competent: You can support yourself, at least in
large measure, with the prizes you win in challenges
of physical excellence.

eees  Expert: Stories of your prowess circulate widely.

eeeee Master: Your reputation precedes you, and would-

be rivals feel awe at your ability.

- CHAPTER FIVE -

*‘—n—-——-——-‘w‘r—-—-—-".




144

sed By: Barbarians, Entertainers, Spearmen,
Squires, Warriors, Youths
Specialties: Climbing, Dancing, Juggling, Running,
Swimming, Thrown Objects, Tumbling

Brawl

Brawl is the ability to fight unarmed, whether with a
cific system of techniques or simply flailing away and
ying on one'’s experience of where and how to strike.

Brawling well requires coordination, speed, the ability to
withstand pain and the willingness to deal out “unfair”

assaults, particularly against strong or quick opponents.

Novice: You don’t immediately fold in the face

of a fight.

Practiced: You've had your share of tussles with
neighbors and other local brawlers.
Competent: Youfight with confidence and com-
petence, and you can count on winning or at
least coming through a fight and remaining
standing.
Expert: You can take on most opponents and
expect to win.
Master: You do as much with your fists as many
soldiers and knights do with
their weapons.

Possessed By: Brigands,
Bullies, Soldiers

Specialties: Arm-locks, Boxing, Drunken Fight-
ing, Grappling, Showing Of

Dovge

Dodge is the ability to get out of harm’s way,
whether in combat or in the face of other sorts of
danger. It encompasses the use of cover and agile
maneuvering, and it comes from the systematic train-
ing of a knight or the rough-and-ready experience and
instincts of a thief or brawler. Dodge plays a crucial role
in the survival of any character who fights often,

atly increasing his ¢
Novic

of injury and show a measure of grace in vour

inces of escaping damage.

Youreflexively avoid most minor sources

movements.

Practiced: You're hard to hurt unless someone or
something catches you by surprise.
Competent: [t takes serious effort for an oppo-
nent to hit you; you get out of the way of most
thrown objects as well as immediate dangers.
Expert: Only skilled warriors can expect to hurt
you very much.

Master: Wherever a threat is, you're almost
inevitably somewhere else.

Animal Trainers, Brawlers, Crimi-
nals, Hunters, Scouts, Soldiers

Possesse

Specialties: Backstep, Dive, Duck, Find Cover, Horse-
l‘;ln'lﬂ, |.('(1|‘\. Hhiuﬂup
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Cmpathy

Empathy is the ability to understand others’ emotional
whether the
character genuinely sympathizes with others or simply wishes
touse them. It's crucial in unraveling morives and helpful in
detecting dishonesty.

states and to present a suitable response

. Novice: You seem sympathetic to people with
whom you share something in common.

oo Practiced: You share others’ joys and sorrows, even
when you haven't made any particular effort ar it.

tee Competent: You display keen insights into oth-
ers’ souls and enjoy a measure of respect or fear
depending on how you use your wisdom.

esee [xpert: Few people can deceive you. Enemies

mutter that you deal with dark powers, and
friends believe that God has given you a special
perception.
eseeee Master: Nothing human is mysterious to you.
Possessed By: Commanders, Diviners, Gossips,
Merchants, Parents, Priests, Tricksters
Specialties: Background Emotions, Emotions, Fam-
ily Problems, Long-Term Concerns, Personalities, Truths

Eypression

Expression is the ability to communicate clearly and
appropriately with words, be they spoken or written.
Characters with high Expression rarings make their argu-
ments persuasively, regardless of the extent to which the
truth may support them. They can bring out subtle truths
or convey subtle deceptions, depending on how they use
their ability. Expression, although used when composing
written texts, does not cover the ability to actually read
and write (that's Academics).

i Novice: Sometimes you find just the right words.

L Practiced: You routinely speak well, and (if you
are literate) you can correspond reasonably
clearly.

see  Competent: You can make a living with the
.\‘[‘Ul\'(.'[l il['lu.l written \\-'UI'\], ;1”!.' you can count on
winning arguments.

seee  Expert: Yoursermons, proclamations or other acts
of expression garner widespread respect, and others
copy your style.

eesee Mauster: Your fame runs far and wide among

devortees of good style, and others find it nearly
impossible to argue against you.
Possessed By: Minstrels, Poets, Preachers, Rabble-
Rousers, Teachers
Specialties: Acting, Conversation, Improvisation,
Poetry, Preaching, Storytelling

Tutimidation

Intimidation is the ability to make orthers do what
you want, not out of respect or conviction but out of fear

. S aisc sl it

of the consequences if they disobey. It may include the use

of threars, physical force or purely psychological tacrics,

depending on the individual.

. Novice: You can reliably ger your way with
Ill'l.]('h \.\'t‘:ikL’r ['.lllg('['s.

— Practiced: People around you know that when
you make threats, you mean them, and they try
NoOt tO Cross youl.

eee Competent: You exert the commanding pres-
ence of an authority figure, regardless of your
acrual status.

eeese  [Expert: Even those who like you feel some ner-
vousness in your presence, and the masses fear
your wrath.

eeeee Master: You are well on your way to becoming

one of the legendary tyrants of the age.
Possessed By: Bullies, Commanders, Lords, Thugs,
Torturers
Specialties: Blackmail, Overt Threats, Physical Co-
ercion, Politics, Pulling Rank, Staredowns, Veiled Threats

Leavership

Leadership is the ability to make others carry out
orders. It doesn't change their underlying outlook or
convictions; it lets the would-be leader seem credible and
worthy of respect based on whatever their standards are.
[t's usually rolled with Charisma rather than Manipula-
tion to reflect this distinction.

. Novice: You've organized small ventures in your
hometown with moderate success.

oo Pracriced: You rourinely direct small groups of
your neighbors and peers.

ese  Comperent: Your duties include the exercise of

authority, such as serving as caprain of the guard

or abbot of a monastery, and you discharge them

well.

eeee [Expert: You act capably as a leader of people

throughout your region.

eessee Moaster: You are, or can be if you choose, a grear

warlord, pillar of the Church or other famous

leader of your time.

Possessed By: Commanders, Constables, Ecclesias-
tical Authorities, Family Patriarchs, Nobles

Specialties: Commands, Compelling, Friendly,
Noble, Oratory, Pious, Stern

Legerdemain

Legerdemain is ability to perform feats of manual
dexrerity, ranging from picking a purse from a belt, to
jugeling and feats of trickery such as palming objects. It
encompasses the stealth and concealment involved in
using that dexterity without being noticed, such as when
palming an object or performing a conjuring trick.
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5 Novice: You've sometimes taken very small items
when nobody was looking and gotten away with it.

.o Practiced: You can rob alms boxes and steal from
blind beggars with impunity, and you are good
enough at sleight-of-hand to entertain local
gatherings.

oo Competent: You can gracefully make off with
nearly anything that isn’t nailed down, and you
have the polished manner of a professional enter-
tainer, even if that's not your chosen livelihood.

esesee  Fxpert: When you perform your tricks, they seem
genuinely supernatural to most observers.

eseee Master: People wonder if perhaps supernarural

powers are performing the thefts you commir,
thanks to your audacity and the lack of any clues
left behind.
Possessed By: Beggars, Jesters, Minstrels, Robbers
Specialties: Concealment, Conjuring Tricks, Jug-
gling, Picking Purses

Subtearfuge

Subterfuge is the ability to lie convincingly and to
conceal one’s own motives and feelings. It serves legitimate
as well as criminal purposes: Diplomats and even confessors
sometimes use it to draw out information from others.

. Novice: You get away with small lies most of the
time.

Practiced: You're seldom questioned about your
chosen explanations.

ees  Competent: You maintain the trustworthy de-
meanor of a professional thief and liar.

eeee Expert: Even wise and noble souls are pawns in
your schemes.

LA NN ]

Master: Whenever the accusations fly, you're
the last one anyone doubts.

Possessed By: Courtiers, Charlatans, Heretics, Min-
strels, Spies, Wooers

Specialties: Changing the Subject, Finding Weak-
nesses, Flattery, Patter, Seduction, Selective Omission

Skills

Skills are all arts that people learn through apprentice-
ship or other disciplined instruction. It’s possible ro artempr
actions covered by Skills without havingenough training for
one dot’s worth of the Skill in question, but the roll suffers a
+1 difficulty penalty.

Animal Ren

Animal Ken is an understanding of beasts’ actions
and desires. It allows one to predict their behavior,
control them in difficult situations and train them.

. Novice: Youwork well with domesticared animals.
L Practiced: You understand the ways of all the
animals that are common in your vicinity, and

NN e =
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you can train those species most susceptible to it,
hlltll das !'IU['?\'CS '.md iiﬁ\g_!.\.
see Competent: You're a skilled hunter and tracker,
and you work well even with difficult animals.
Everyone in the area knows you're the one to
come to when there’s animal trouble.
eeee  [Expert: No domesticated animal resists your
will, and most wild beasts regard you with at least
some good will.
eeeee Masrer: f"vnp]c compare your spirllll;-il |1:n'l11nn\,-'
with animals to Saint Francis's.
Possessed By: Cavalry, Falconers, Grooms, Her-

mits, Kennel Masters, Lords
Specialties: Bears, Birds of Prey, Dogs, Farm Ani-
mals, Fish, Horses, Rodents, Snakes

Archery
Archery is the ability to use bows, the most common

ranged weapon of the era. Experienced archers also know

how to mainrtain and repair their weapons, and even how

to make them. Archery covers crosshows and other re-

lated weapons. [t does not cover spears or other thrown

weapons. Using those weapons requires Athletics.

. Novice: You can shoot adequately as long as the
situation isn’t too distracting. You can maintain
a bow, but not repair it.

oo Practiced: You can hunt and fight competently
with the bow. You can maintain and repair a
bow, but not craft a new one.

see Competent: You use a bow with grace and style,
and you can make weapons that are respected for
their craftsmanship.

eese  [Expert: Warlords and others who need superior
archers seek you out.

ssess Masrer: Neitherdistance, darkness noranything

else seems capable of stopping your arrows from
going precisely where you want them to.
Possessed By: Bandits, Foresters, Guards, Poachers,
Tournament-Circuit Competitors
Specialties: Ambush, Fields, Forests, Horseback,
Hunting, Moving Targets, Quick Short, Targert

Commerce

Commerce is the ability to successtully bring goods to
market, with all that entails. [t includes the ability to
evaluate goods and rto identify who would want them, a
knowledge of trade routes and fairs and skill at negotiat-
ing prices. Commerce is a catch-all Ability, and you
should choose one class of goods as a field of experrtise
when you first purchase it. You can buy additional fields
of expertise with experience or bonus points within
standard limits (see p. 142). You can use Commerce
outside your field of expertise to identify potential mar-
kets and experts in the field and to negortiate and haggle
over just about anything. Evaluating an item or a trade
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route with which you have no experience is beyond you,
and it counts as acting without the required Ability.

[n the Dark Medieval, the line between legitimate and
illegitimate trade is blurry to non-existent, and Commerce
comes into play just as much when buying cheese as when
hiring a mercenary, soliciting a prostitute or selling stolen
poods. As such, Commerce conveys a general sense of the
shadier side of life — what modern folk might call being
streetwise.

. Novice: You can get a fair price when you bring
the harvest to market.

L Practiced: You can broker exchanges in your
field of expertise and know who in the vicinity
deals in what trades, legitimate or otherwise.

L] Competent: You can make a good living as a
merchant or moneylender. You can draw on the
expertise of those in other trades without diffi-
culty.

esee [Expert: Youare one of the preeminent experts in
your field, and you are rarely (if ever) taken
advantage of. No market is closed to you.

eesee Master: You are a master merchant, expert in

commerce spanning the continent.

Possessed By: Artisans, Farmers, Mercenaries, Ne'er-
do-wells, Prostitutes, Traders

Specialties: Evaluation, Negotiation, Swindling,
Trade Routes

Fields of Expertise: Clothing, Foodstuffs, Livestock,
Mercenaries, Relics, Silks, Slaves, Spices, Stolen Goods,
Wine, etc.

A
Crafts

Crafts is a catch-all Ability coveringskill at making and
fixing things with your hands and evaluating such work by
others. Skilled craftsmen produce works known for their

beauty as well as their utility. You must choose a field of

expertise when you first purchase Crafts and buy additional
ones with experience or bonus points within standard limits
(see p. 142. You can use Crafts outside your field(s) of
expertise to undertake basic repairs and evaluare the crafts-
manship and condition of an object, but not to build
anything new. Doing so is considered acting without the
required Ability.

In the Dark Medieval, the Crafts Skill covers what
will in later centuries become applied sciences such as
engineering. Architecture, metallurgy and so on are all
fields of expertise under Crafts.

. Novice: You can repair broken goods and make
gear that more or less does what it's supposed to.

oo Practiced: You can attend to the needs of people in
your immediate vicinity for the craft you know.

see Competent: You can make a good living as an
artisan or craftsman, and you enjoy the respect of
all who call on your services.

Ll Expcn’: Yourout |n|:|y make excellent goods thatare

treasured widely for their elegance and durability.
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esese Master: You're one of the leading craftsmen in
your field, and you can pick and choose from
clients across several countries.
Possessed By: Artisans, Farmers, Ladies, Pilgrims,
Soldiers, Townsfolk
Specialties: Derail, Evaluation, Fast Work, Inven-
tion, Metalworking, Organization, Sanitation
Fields of Expertise: Architecture, Armory,
Blacksmithing, Boat-Building, Jewelry, Masonry, Sewing
& Embroidery, Woodworking, etc.

Etiquette

Etiquette is the understanding of social customs in
one or more cultures and the ability to behave as becomes
one of their members. Characters begin with this knowl-
edge as it applies to the land and class into which they
were born. Mastery of Etiquette encompasses speech,
movement, dress, furnishings and the like.

. Novice: You avoid most social gaffes and seem
reasonably well behaved in the culture you
know best.

oo Practiced: You can conduct yourself without
embarrassment in your culture’s version of high

society.
see Competent: You understand principles of social
organization well enough to respond calmly to
unexpected and unfamiliar circumstances.
eeee  Expert: Lords and bishops admire your conduct.
eeees Master: You set the standard to which others try

o ht'\\'.
Possessed By: Children, Courtiers, Envoys, Guild
Masters, Handmaidens, Heralds, Nobles
Specialties: Courtly Manners, Family Traditions, For-
eign Customs, Peasants, Professional Conduct, Street Culture

MWelee

Melee is the ability to fight with hand-to-hand weap-
ons, from sticks and clubs to swords and more exotic
weapons, depending on the details of the character'’s
training. Like Archery, Melee includes the ability ro
maintain one's weapons (and even to make them), but
manufacturing metal weapons requires Crafts.

. Novice: You can handle simple weapons and
any weapons that are particularly popular in
the area where you grew up. You can maintain
but not repair a weapon.

oo Practiced: You can fight moderately well with
common weapons. You can do basic repairs on
an axe or other simple melee weapon.

oo Competent: You know how to use a variety of

weapons \\'C“, 'd[lLI you cdan make a lt\'iny__f as a

professional soldier if you choose. You can do

basic repairs on a sword or more complex
melee weapon. You can manufacture simple
melee weapons.
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eeee  [Expert: You routinely distinguish yourself in ~ e®ee  Expert: Your fellow performers study your work
battles, tournaments and other martial carefully. The masses flock to see you in your
displays. specialty.
esesee Master: Everyone who uses your favored sesee Masrer: You can pick and choose your audi-

weapons knows your deeds — \\']li\.’ll may
breed challenges as well as respect.
Possessed By: Barbarians, Guards, Lords, Soldiers,
Thieves
Specialties: Axes, Clubs, Disarms, Knives, Multiple
Opponents, Rapid Draws, Swords, Team Tacrics

Performarnce

Performance is the ability to perform artistic feats. It
covers both the technical aspects of the chosen form of
expression and the social knowledge of whar audiences
like. Performance is a catch-all Ability, and you should
choose a field of expertise when you first purchase it. You
can buy additional fields of expertise with experience or
bonus points. Performance is useful outside your field of
expertise to evaluate another’s skill.

. Novice: You can entertain friends and family
when more skillful alternatives aren't available.

oo Practiced: You rake part in local entertain-
ments on a regular basis, and you do fairly well
at them.

eee Competent: You can make a living as an

entertainer, and you enjoy a reputation as a

good one to call upon.

ences, and you are always in demand almost
everywhere you go.
Possessed By: Musicians, Troubadours, Actors, La-
dies, Spinsters, Monks and Nuns
Specialties: Bawdy, Composition, Courtly
Fields of Expertise: Acting, Dance, Percussion, Sing-
ing, Stringed Instruments, Wind Instruments

Aide
Ride is the ability to travel astride a horse or other riding

animal, keeping it under control in varying circumstances.

Experienced riders can fight from horseback, tend horses” com-

mon ailments and evaluate the quality of their mounts and

relared gear. See p. 244 for the details of fighting on horseback.

. Novice: You can get around on a good mount as
long as things don’t get complicated.

oo Practiced: You can hunt, chase and sustain long
rides safely, if not always comfortably.

eoe Competent: Horses hold very few surprises for you,
l"ltl Vou Can Ii,‘.‘,hl 1‘1'\“" I]l'lr.‘QL'}‘l“,'k \\'i[hl'ﬂ.l[ I‘('HHII\'.
eeee  Expert: You can engage in fancy stunts and keep

your horse calm and healthy in the midst of
dangerous, rapidly changing situations. You're

the one who gets called on when most people
fall and fail.
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eessee Master: Alexander the Great and his
Bucephelas were no closer than you are with
VOur T.{\'Hrt'l,l ‘\'lL'L'Ll\. das lrﬂlll‘ll\li‘lll'ﬁ I'c ’““l‘ll'ly
remind their audiences.
Possessed By: Circuit Officials, Crusaders, Hunts-
men, }\'mght-. |\r!l'rL'|'ldll|.\, Messengers, Nlll‘lt'm Travelers

Specialties: Combat, Forest, Jumping, Speed, Stealth, Stunts

Stealth

Stealth is the ability to move without alerting others
toenter without permission, remain undetected while about
one’s self-appointed business and to leave without creating
a stir. You generally roll this Skill in combination with
Dexterity against observers’ Perception + Alertness. [t does
not cover sleight-of-hand, which is the domain of Legerde-

main.
B Novice: You can make your way through
familiar places without attracting attention as
ltlng as no one's .\L‘:tr(hiﬂ}: very :l\'fi\'("\‘ for
vOu.
Practiced: You can hide yourself fairly well in
familiar places, and you can hide reasonably well
in unfamiliar places that are related to some-
thing you know, such as any church following
the standard orientation.
s Competent: You move in mysterious ways, and
it takes dedicared effort to keep you out of
most places you'd like to go.
eeee [Expert: You enjoy the reputation of being able
to bypass almost all barriers. .. which makes
you i )"rmpwm target of suspicion, as well as
valuable to those who have need of \IL‘LI'[}H'
allies.
seeee Master: You feature in ballads of master
thieves, questing knights who make their way
into the Grail Castle and others who triumph
over all obstacles. Your gift seems holy or
wicked depending on how you apply it.
Possessed By: Burglars, Hunters, Scours, Shy People, Spies
Specialties: Crawling, Crowds, Prowl, Shadows,
Wilderness, Tracking

Survival

This is the ability to cope with the challenges of harsh
environments: shelter, navigating ro civilizarion, foraging
for food and water, hunting and so on. It includes knowledge
of the common threats posed by a particular sort of wilder-
ness, such as forest or swamp. Stealth rolls in wilderness
cannot include more dice from Stealth than the character
has dots in Survival.
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L Practiced: You won't starve in most environ-
ments, though it won’t be comfortable until
you get to the nexr settlement.

eee  Competent: You can get yourself and others to

safety in most circumstances, and you can
make an effective living off the fruits of
hunting, trapping and the like.

seee  [Expert: You can blaze new paths through
unbroken wilderness and cope with almost any
challenge thar the natural world can throw at you.

eeeee Master: The dark powers of the night (and

day) in the lands beyond civilization hold no
terror for you.
Possessed By: Bandits, Barbarians, Crusaders, Peni-
tents, Pilgrims, Refugees
Specialties: Coasts and Shallows, Deep Sea, Deserts,
Foraging, Forests, Hunting, Marshes and Swamps, Moun-
tains, Tracking, Trailblazing

Rnowledges

Knowledges are Abilities that require intellectual mas-
tery of information. They almost always require rolls with
Mental Traits, though some other sort of Attribute may
prove useful occasionally. Apart from the most general
P 1I‘lllk|r l‘ ne, L’h;lrill_‘[{.‘r.\ “'l“" I;ll.'l\‘ k]l s ina p'ril'[ |Cl1|':]r Klil I\-\'L'
edge can’t even attempt an action requiring it. Note that
although the descriptions of what characters with various
scores in a Knowledge can do refer to formal academic
instruction, this isn't the only way to develop a Knowledge.
Individual teaching and institutional tutoring in non-aca-
demic contexts also let people learn these Abilities.

Academics

Academicscovers the standard curriculum of the Middle
Ages: the trivium of grammar, rheroric and dialectic and the
quadrivium of arithmetic, music, geometry and astronomy.
Anyone who attends university learns the lore of the world
divided into these two categories. Any character who ac-
quired Academics within the last 300 years must choose the
rrivium or quadrivium as an initial field of expertise (and can
acquire the other one later). Only vampires who were
created before the rise of medieval universities or thoroughly
self-taught individuals escape this requirement. Any other
categories seem strange at best (and actively suspicious at
worst) to conventionally educared people.

Your character must know Latin, requiring Linguis-
tics 1, to acquire the second dot in Academics.

o Dabbler: You know rudimentary Latin and the most
fundamental authorities in your field of expertise.

oo Student: You can construct solid arguments,
g Novice: You can cope with the routine and you know some of the important commen-

challenges of whatever sort of wilderness was taries in each area your expertise covers.
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eoe Learned: You can make a living instructing Specialties: By county or region (southern France,
others. You know some Greek and possibly northern France, England, Bavaria, erc.), and Arabic,
other languages in addition to Latin, and your Cures, Jewish, Omens, Wards
own comimentaries and glosses earn the respect . .
of your peers. gllvfst[gﬂtlou
eeee Scholar: Lay people admire your mind, but Invesrigarion is the ability to systemarically examine
they may feel that you've neglected the restof  one’senvironment and analyze the results. It’s the central
life for the sake of learning. You can confi- tool for judicial inquiries, religious searches for heresy and
dently advise potentates on important matters.  the like. It includes a grasp of the principles of research as
eeeee Master: Any library on the subjects in which well as an eye for detail.

you specialize seems inadequate without your

\\'t)l‘k.‘\.
Possessed By: Court Officials, Monks, Priests,
Scribes, Tutors

Specialties: [nstrucrion, Quoting Text, Research

Fields of Expertise: Trivium, Quadrivium

Hearth Wisdom

Thisis the lore of the people, asopposed to the academy.
IT‘-‘i UH""{HTL‘H}H[!C‘ }‘“Ir inits ]’]:IPI'[:'[:‘.H'LI way, it covers Ih(_‘ l‘t ‘Ll\'
of knowledge accumulated by peasants, traders and other
people who do not benefit from servants or live in isolation.
It includes mundane matters such as which plants and
animals are safe to eat in the area, which herbs are good for
cooking and for medicinal purposes, signs of impending bad
(or good) weather, rules of thumb for resolving domestic
disputes and the folk wisdom regarding the dangers (super-
naturalandotherwise ) of the night. Unlike other Knowledges,
those characters without Hearth Wisdom can attempt feats
that require it, but they do so at a +2 difficulty. Despite its
diversity of topics, Hearth Wisdom is not a catch-all Ability
with fields of expertise.

u Dabbler: You know all the common fireside
tales of your home and you can recall them ar
need.

.o Student: You know the obscure and traditional

lore of your region, and very little — even if
it's strange and dangerous — takes you by
surprise within the fields you know.
eee Learned: You quickly acquire the lore of any
area you pass through, and others know thart
when the unseen world makes itself visible,
you're the one who most likely knows what to
do abour it.
eeees  Scholar: You are famous for your knowledge of
mysterious affairs, and some fear you because of
the potential for pacts with dark forces that
your explorations afford.
eesss Master: Your supreme insights into strange
matters make you the target of pleas from
individuals both high and low who suffer
mysterious depredations.
Possessed By: Farmers, Herbalists, Hermits, Magi-
cians, Matrons, Village Elders, Witches

. Dabbler: You regularly see things that others
miss, and it’s hard for the people of your home
to keep secrets if you choose to seek them out.

L Student: You know how to extract information

from others without alarming them, and you can

unravel many mysteries.

Learned: You can make a living as a profes-

sional investigator for religious or secular

purposes, and even if you practice some other
trade, your acuity is widely respected.

esee  Scholar: The most complex and best-con-

cealed martters unravel themselves when you

confront them.

eesee Master: When all other means fail and the

holy saints do not choose to intervene directly

\\‘i'[h supcrnamrnl [’L‘\'Cl;lTiUl'lN. ]‘\C(J|\|L' \\'I‘ltr are

bedeviled by mysteries turn to you.

Possessed By: Bounty Hunters, Confessors, Con-
stables, Judges, Parents, Spies, Tax Collectors

Specialties: Accounting, Locate Informant, Record-
Keeping, Search, Stalking
Law

Law is the body of knowledge about justice and its
applications to practical affairs. In the Dark Medieval
world, Law covers two wildly different subjects: the
organic (not to mention chaotic and -;nn[r:uli-;lnry)
accumulation of common law based on case-by-case
rulings, and the rigorous, academic tradition grounded
in Roman law and guided by logic and theology. The
higher a character’s social rank is, the more the latter
dominates. Canon law, the religious law of the Church,
draws primarily on Roman law for its assumptions and
principles of development, and scholars in canon law
have a significant advantage in familiarity when issues
of Roman-based secular law arise. The same applies to
secular legalists trying to deal with canon law.

. Dabbler: You know all the imporrant laws of
your home and a good sample of the less
important or less frequently invoked ones.

oo Student: You can defend yourself and your

comrades against most charges, and you know

the grounds on which to accuse others, as long as
you've had a while to study the laws of the area.
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Learned: You can make a living as a lawyer or
advisor to a court, secular or religious depending
on your specialization. People in your vicinity
seek you out for legal advice.

eees  Scholar: Your views on the proper application of
law shape practice in wide-ranging areas.
eeeee Master: You're revered as one of the great legal

theorists of the age.
Possessed By: Constables, Criminals, Judges, Kings, Lords
Specialties: Canon Law, Diplomacy, Feudal Obliga-
tions, Laws of Ownership and Inheritance, Local Law,
Sentencing

Linguistics

Linguistics is the knowledge of languages other than
the one most common in a character’s childhood. Every
character begins with one language for free. Growing
mastery of Linguistics covers the principles underlying
languages, their relations and evolution as well as the
contents of specific tongues. Dark Medieval Europe is a
warren of dialects and regional tongues, but (at the
Storyteller’s discretion) you can assume that skill in one
major language comes with understanding of its major
variants and dialects. Major languages include Latin,
Occitan, French (or Francien), English (Middle En-
glis]\). (::|~ll|1:|n. Ihv Various [[;lh;ln L|i:||t.'cr.\‘ rht‘
Germanic dialects, Greek and many more.

various

@ Dabbler: One extra language.
oo Student: Two extra languages.
se e Learned: Four extra languages.
eeee Scholar: Eight extra languages.
eeeee Master: 16 extra languages.

Possessed By: Diplomats, Dock Workers, Interpret-
ers, Merchants, Priests, Scholars, Travelers
Specialties: Diplomacy, Politics, Profanity, Techni-

cal Terms, Theology

MWedicine

Medicine is the lore of the human body (and, to a lesser
degree, the body as transformed by vampirism, lycanthropy
and orher exoric condirions). Depending on a character's
particular inclination, it may cover both practical relief of
trauma and injury, as well as the academic tradition based in
Greek and Roman scholarship, which is often greatly mis-
takenabout the realities of anatomy and physiology. Medicine
also covers the knowledge of which herbs and plants are
useful for remedying ills.

. Dabbler: You can fix minor wounds and help
people recover from fevers, minor infections
and the like.

.o Student: You can deal with most common
problems, not providing luxury or instant relief
from misery burt ar least keeping people alive

long enough for normal healing to run its course.

Learned: You can make a living as a surgeon or
other medical professional. If you do some-
thing else for a living, such as mercenary
soldiering, you nonetheless regularly get
requests for aid.

eeee Scholar: If you devaote \'uurﬁvlf to treating

others, the area in which you live enjoys a
particular reputation for health and prosperity.
You often achieve new insights into pressing
medical problems.

eeeee Master: Popular accounts describe how you

and the spirit of Hippocrates work together to

cheat the imps of Hell from the dying souls

they'd otherwise claim.

Possessed By: Apothecaries, Barbers, Field Sur-
geons, Ladies, Midwives, Squires

Specialties: Battle Wounds, Childbirth, Diagnosis,
Disease, First Aid, Herbs, Minor Surgery, Poison Treatment

Gecult

Occult encompasses all the lores of supernatural
power, most especially those that derive from formal
studies, experimentation and treaties (and hence beyond
Hearth Wisdom). Occult generally provides a more fo-
cused body of knowledge, with a somewhar higher ratio of
truth to error and distortion, but inevitably one field
bleeds into the next. Occultists can and do acquire
smatterings of information about a great many subjects.
The higher a character’s Occult score is, the more gener-
ally reliable the results of his Occult rolls are. There is a
certain overlap between Occult and Theology when it
comes to a knowledge of the powers of saints or recogniz-
ing the miraculous.

@ Dabbler: You know the general framework of
the good and evil (and neutral) powers at work
in your area.

L Student: You understand many things about
the supernatural world. You may have had
some direct experience with supernatural
beings, though you likely misunderstood at
least some of what happened to you.

eoe Learned: You're known as a scholar of the

mysterious, regarded with a hopelessly tangled

mixture of fear and respect by those who need
you to explain the supernatural to them. You
may have regular contact with some sort of
supernatural being.

eeee  Scholar: The mysteries of the night society lie

open before you. If you possess any significant

social rank, some secular or religious authority
probably wants you as an advisor.

seeee MNaster: The demon named Lq_'mn may seek

you out for a second try at defeating the age's

holiest man, but it won't win.



Possessed By: Heretics, Inquisitors, Judges, Magicians,
Pagans, Priests, Satanists, Witch-Hunters

Specialties: Ancient Secrets, Paganism, Qabbala, Sufism,
Vampires, Witches

Politics

1"&11IIIC:~' is the Ihl't:l“; and pracrice of governance: \\}‘L:l[
ancient and modern governors have written and how people
respx nd toauthority of varioussorts. It includes insights into how
people gain power, how they maintain it and how they lose it.
High levels of Politics include more theory and more informa-
tion about the practices of realms far from home.

. Dabbler: You know how things work in your home

community, and you can usually use the local
systemn to get what you want.

se Student: You deal confidently with the authorities if

you're outside the hierarchy, or confidently with the
governed populace if you hold some local office.
Learned: You know how to make use of the
hierarchy at every level that touches your existence,
and you can conduct yourself effectively whenever
you need to deal with [\1]ili(:|| matters.

esee  Scholar: You're known widely as a competent
governor or ;|u|\'1\nl', and your comiments garmer
widespread respect.
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eeeee Master: People look to you as a modem Plato or
Cicero.
Possessed By: Counselors, Courtiers, Heralds, Jesters,
Lords
Specialties: Ciry, Feudal Obligarions, Heraldry, Historical,
Religious

Seneschal

Seneschal is the ability to administer holdings, from
1’1‘.1“.\'(.‘}'1(!1&.\ to kll'l_‘_!dl'lll‘\- l| covers ll]l‘ l\[ll’\\'lt'\]_‘lk‘ of
]‘|1\'\1Ci11 assets and their needs, from crop harvesting rto
the maintenance of buildings, and the social skills to
coordinate others’ labor, resolve dispurtes, keep those who
must be paid satisfied and so on. A skilled seneschal can
evaluate the state of others’ holdings based on ["(’I'.’ﬁlll'l‘ll
experience and theoretical knowledge, too
e Dabbler: You can keep your family’s household

going smoothly and manage a few other resources

as long as there’s no intense pressure or stress.

s Student: You can manage a business or manor
and kL‘L‘]‘ almost everyone involved I'L'-.m1|1.l|\|\'
happy.

el ks Learned: You successfully oversee mult I[‘Il'

Prc !pcrllch OVET an L'xtk'ﬂ\h'd area, even in rimes
of war, famine and other calamity.



Scholar: Rulers know that they can give you
custody of their lands and goods and get them back
in better condition than you received them.
eeeee Masrer: Preachers illustrate the contemporary
significance of the parable of the talents with
stories of your accomplishments.

Possessed By: Innkeepers, Knights, Lords, Sen-
eschals, Stewards, Wives

Specialties: Common Households, Farms, Feudal
Estates, Inheritance, Noble Households, Religious Or-
ders, Urban Holdings

Theology

Theology is the lore of the queen of the sciences, the
study of God’s will in all things. It combines historical
scholarship with logic and a measure of artistic expres-
sion. Theology by itself does not make a character
articulate, but it can provide the information necessary
for effective persuasion, and it's crucial in evaluating
many social matters. Nothing human or physical lies
outside the scope of God's commandments, as heretics
and the orthodox agree, and there is a theological dimen-
sion to political, economic and other disagreements.
Keep in mind that, for medieval people, this is not a
matter of unfounded supposition and personal convic-
tion, but of knowable truths susceptible to reasoned
analysis. It is as rigorous a matter as medicine or ballistics.
] Dabbler: You know the major tenets of

whatever faith prevails in your home, and you
grasp the essential spirit of common doctrines
even when you're unclear on details.
(X Student: You know holy writ and important
treachings, past and present.
see Learned: You can debate the technical points
of right belief, as you undersrand it, and readily
understand the beliefs of others even when you
disagree with them.
eeee  Scholar: Heretics and infidels fear to contest
with you, and you're a pillar of the community
tlt‘i‘i]l]ll \\'I]L'[C\'L‘]' you are.
eesee Master: You are a latter-day Saint Paul or
Saint Peter, depending on whether you turn
your attention primarily to winning unbeliev-
ers’ hearts or ministering to the needs of those
\\'i’l(! L]Irl.".h.]\' II'\(_‘] leve.

Possessed By: Devout Laymen, Heretics, Magicians,
:\10“]&.\. ]}I‘IL'.\.I.&. Tt'tnlhldtlllt's

Specialties: Confession, Debate, Exposition, Her-
esy, Orthodoxy

Backgrounds

Backgrounds measure your character in ways that
aren’t as innate as Artributes or Abilities. They deal with
your character and her connections to the rest of the
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world: who she knows, what assets she can bring to bear,
what repuration she enjoys. As with Attributes and
Abilities, Background scores quantify and set boundaries
to conditions that characters perceive more fluidly. Your
character doesn't think, “I have precisely three friends |
can count on for this kind of information,” for instance.
Only a vampire's generation is as clear-cut a martter of
whole numbers for characters as it is for players.

Allies

gA”i(.‘."i are |'|'ll'l]'réll men El]'lll women \\.'hL’ .'jllp[\:.)rl [h.t'
character. They may be members of his family, friends
(from before or after his Embrace), fellow members of an
organization to which he gives allegiance, or relared to
him in some other way. Whatever the case, they provide
him with aid willingly and without coercion. They're not
always available — in crucial moments the Storyteller
may limir their availability in varying degrees — and
they're not bound to provide aid to the point of suicide.
The details of your character’s allies depend on your
imagination and your Storyteller’s approval. Temporal
and religious authorities, people prominent in commerce
or a professional, family figures and the like are all
possibilities. Describe your character’s allies before play
begins, so that you and your Storyteller both know what
you're talking about.
Storyteller’s Option: With your Storyteller’s ap-
l"l‘( )\'}11, Ylll!r (‘]’Lll".il.' rt'f‘.‘i Ll“il.'.“ can I‘K‘ tL'“(‘\\' \':-llnpil't.‘s ar
other supernatural beings. Your Storyteller may wish to
require one more dot than usual for a vampiric ally and
two more dots than usual for a ghost or other supernatural
ally. If you try this approach and your Storyteller agrees,
remember that unusual allies may mark your character for
attention from powerful forces who regard the alliance as
a threat or as something to exploit for the examiner’s own
ends. Benefit and hazard go hand-in-hand.
One ally of moderate influence and power in
the immediate community.

o Twao allies, both of moderate power locally and
some influence in the county or region.

eve Three allies, one of whom wields significant
power, official or otherwise.

seee  Fourallies, one of whom is extremely influential.

asees

Five allies, one of whom is a major force in an
important institution and can provide aid from
tar away.

Contacts

Contacts are people who are willing to provide the
character with information, though they are unlikely to
offer any service beyond that. Each level of Contacts
includes a specific individual, for whom you should work
out a descriprion, and a surrounding “halo” of lower-grade
connections throughout a social stratum. If you have a
.\'I"t‘cific contact in the local cathedral, for instance, you
can also get at least rudimentary information out of some
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vicars, deacons and altar boys in the area. If your contact
if\' rht‘ h:“’l“ll]"{‘!'l.i].\'lt'l'. you can count on getting some
iI‘lI[ rmat i\PI'l l'ri M1l \illl\ IS, Il\[l‘_’ﬁ}'ll Iremeen .lll\l lll\-t‘rn‘kL'L'}"‘
ers nearby. The difficulty of rolls to extract information
from these secondary contacts is always greater than ones
involving the individuals with whom your character deals
most often, however at least 7, and perhaps higher,
depending upon how rapidly you want the information or
how esoteric the information is.

When vour character needs information in the ut-
most hurry, roll Wits + Contacts against a difficulty of 7.
Each success produces a disrinct piece of information
relevant to the topic. Your character needs potentially
useful people in the area for this to work, though. (Even
the best roll is unlikely to turn up anything if your
character is searching for advice on conditions in the
Medirerranean Sea among Scorttish peasants, for instance.)
To gather information over time, your character can put
out queries and wait for the results to trickle back in. Roll
Charisma + Contacts against difficulty 7. Each success
produces one specific piece of information and takes a
week to come in. You can shorten this time to three days
per piece by raising the difficulty to 8, or one day per piece
by raising the difficulty to 9.

. One major contact and two or three secondary
contacts.
oo Two major contacts and about five secondary

contacts.

Three major contacts and eight to 10 second-

dary contacrts.
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eese Four major contacts and 10 to 15 secondary
contacts.

seees [ive major contacts and a great many second-
ary contacts L;l]mnxt anyvone in Ilu‘ L{L'Ilt‘t‘sll
field of experience in the area may share some
information).
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Domain is physical territory, almost always within a
town or city, to which your characrer controls access for
!ht' purpose UII 11'(111[1:_{. Sl]\' can't Ll'\’P lllt' ll\‘lll'._: il\h.ll‘f
itants from going about their business, but she can keep
watch herself. She can also have allies or servants specifi-
cally look for unfamiliar vampires and alert her when they
find some. Domain refers specifically to the land and
properties on it, as opposed to the people who may dwell
there (which is the emphasis of Herd). Domain plays an
important part in Cainite society — vampires who lack
\ii!l‘lnll.ltiln[ \1(]1]1”“1 “Clk]“]ll earm i_L"il‘t'L'! — ]‘il! 1t |-‘\|'I‘| dan
automatic entitlement to status among Cainites.

Each level of Domain reduces the difficulty of feed-
ing checks by one for your character and those whom the
character allows in. It also adds to your starting (not
maximum) blood pnu]. If vou use the domain security
option, each dot of domain security raises the difficulty of

f&'t'\ilﬂ}" l.‘]]k't‘l\'.‘ l\\ one |.|‘I' ll[\ll'l\'”t'u] \'i!l'l]i“ll't"‘i.

o A family home or a farm and

its outlying properties — enough for

d E‘llhl‘.' Ilit\'l'l'l.
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4’% i.'h“rl‘h or (\Ii“‘r l;ir;_“t‘ structure, a [“‘.(‘I’ il.l'll]
adjacent warchouse or a bridge and ford —
some place with ready but easily controllable
access to the outside world.

e A city block or the buildings around a country

crossroad — some place with more opportuni-

ties for concealment but less thorough security.
esee A lahyrinth, nertwork of cisterns, the estates on
a hill overlooking a town or the inns and
watch posts on each side of a mountain pass —
a place with both prospects and security.
seeee A oherto district, self-sustaining border
garrison or multi-family farm holding.

As noted previously, characters in a coterie can share
their domain resources for better results. Six to eight dots
secure all of a small town as a domain. Ten to 15 dots secure
an important but not huge trading destination or center of
pl|_=,:r1m;1gc..-\cil\' such as Rome (let alone Cairo or Baghdad)
would require many hundreds of Domain points.

Storyteller’s Option: Your Storyteller may allow you to
designate one or more dots in Domain to increase the
security of your character’s territory rather than itssize. If this
option applies in your chronicle, each dot assigned to
security provides a +1 difficulty penalty to efforts to intrude
into the domain by anyone your character hasn’t specifically
allowed in and a -1 difficulty bonus to efforts by your
character to identify and track intruders in the domain. A
Domain of one dot’s size and two dots’ security, for instance,
is small but quite resistant to intrusion, as opposed to a
Domain rating of three dots’ size with no extraordinary
security. Domain security can be used with pooled Domain
points as well, at the Storyteller's discretion.

Generation

Generation measures the number of vampires in a
direct line between the character and Caine, the First
Vampire. Most new vampires in the Dark Medieval era are
of the 12th generation, and having a lower generation than
that means that an elder (ora successful diablerist) chose the
character as childe for reasons of his, her or its own. See p.
164 for the details on what benefits generation provides.

. 1 1th generation. Blood poaol of 12, can spend |
blood point per turn, Trait maximum of 5.

LR 10th generation. Blood pool of 13, can spend 1
blood point per turn, Trait maximum of 5.

see 9th generation. Blood pool of 14, can .\'pcnd 2
blood points per turn, Trait maximum of 5.
eeee  §th generation. Blood pool of 15, can spend 3

blood points per turn, Trait maximum of 5.
eeeee 7rh generation. Blood pool of 20, can spend 4
blood points per turn, Trait maximum of 6.

Herd
Herd is the deliberately derogatory term among
Cainites for mortals who readily let the character (and

wn, A e
o i

vampires she allows to join in) drink their blood. Motives
for this submission range widely, from believers who are
convinced that the character is a dark angel granred
divine authority over them to ambitious schemers who
regard the humiliation and fatigue as the price of admis-
sionto []"IL' \'ill]lpll_t"‘; r‘ii\'iﬂ' t‘l i negotiation illl\l power over
rivals. It's hard ro give one's herd detailed orders: They're
addicts to the experience of feeding, not much use as allies
or contacts (unless you also buy those Backgrounds to
refer to the same individuals). They don’t automatically
share all their rerritory and goods, either. Those benefits
require separate purchases of Domain and Resources.

Some common factor ties the herd together, whether
it's shared membership in a monastery or chivalric order,
being members of one or a few extended families, resi-
dence along a particular street given over to the
practitioners of one trade or something else. Work the
details out with your Storyteller, since threats to and the
[l'lr[ unes of your 11(‘1’(1 are great sources ‘.\ ) Stories once Pl:i\:"
begins.

Each level of Herd rating provides an automatic
blood point per night your character chooses to feed, in
addition to the vagaries of regular hunting.

® 3-5 reliable vessels.

L 7-10 reliable vessels.
LR 15-25 reliable vessels.
eeee  30.50 reliable vessels.
seees 75100 reliable vessels.
Influence

Influence measures the degree to which your charac-
ter can make her wishes count in mortal society. In most
cases, she's acquired influence through multiple means,
including persuasion, bribery, intimidation, direct ma-
nipulation of minds and emortions and passing herself off
as mortal when necessary. It rakes time to accumulate
more than a dot or two of Influence in a community of any
size, and high Influence ratings are the realm of vampires
who are prepared ro spend years or even decades cultivat-
ing their position. Nor is Influence license to do whatever
strikes your character’s fancy. It's always easiest to get
institutions to do what they’re already inclined to. Con-
stables need little prodding to arrest suspicious strangers
oar |11'|::il~: up i“lL‘"il (1]"'L'ril[|l mns \\‘h\\“iL' oOwners hl-]\'l.‘n'[ I“L‘t‘n
paying bribes lately, for instance, but they require more
incentive to go out killing apparently innocent bystand-
ers or trying to arrest the most important civic leaders.
Roleplaying therefore supports straightforward declara-
tions of Influence use, and more so as the vampire twists
the institution’s purpose and outlook.

(The exercise of the Influence Background contrib-
utes a great deal to the inevitable tainting of institutions
in the Dark Medieval world. Vampires are among the
legions of darkness against whom preachers and reformers
caution, gnawing away at the bowels of society for per-
sonal gain and gratification. It takes time to discredit or
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undermine believers in a cause and to replace them with
susceptible pawns and leaders who are willing to abandon
moral restraint in their sundry pursuits, but then vampires
who survive their early challenges have that time. Vam-
pires make the Dark Medieval as well as suffering in ir.)
Each level of Influence reduces the difficulty of
relevant social rolls by one. Keep in mind that thisapplies
to the field and area in which your character has influ-
ence: Influence among the clergy of Provence marters not
at all when dealing with the beer brewers of Vienna.
. Moderately influential: significant in the affairs
of a city or parish.

oo Well-connected: significant in the affairs of a
county or th\CL"il‘A

LR Position of influence: a force to be reckoned
with throughout several counties or an
archdiocese.

sese  (reat personal power: a force in the life of a
nation or transnational order.

sesee \Vistly influential: a power behind the throne

of the Church, or behind more than one
national throne.

MWentor

Most Cainites are pretty well left to their own devices
after release by their sires. Mentor reflects the continuing
presence of an older vampire who takes an interest in the
character, providing advice, aid and resources (depend-
ing on the mentor's interests). The mentor is not a magic
cure for all the character’s problems — a sufficiently
determined fool convinces the mentor to rake his support
elsewhere. Nor is the mentor at the character’s beck and
call, since he presumably has matters of his own to attend
to. He isa gnud source for letters of introduction, histori-
cal perspectives on current problems and other relatively
discrete, specific assistance.

The mentor is often your character’s sire, retaining
5( ‘L'llill ties nitll'{_'l' TL’iL’iL\'L'. [{ can ]“L’ any ot I‘lL'rClLiL’l‘ \\'I1l nmt I’lt‘
character encounters along the way, however, or even a
group of like-minded vampires such as the members of a
local Tremere chantry or the vampiric denizens of a
nL‘:]rIW\; |'I’Il'l|'|<]§rt'.1'¥.

. An ancilla with little influence, though good
wisdom.

oo A respected elder.

see An influential and well-connected Cainite of
Ihl.' area.

eeee  Ap elder with significant power in surrounding
mortal society and strong connections to other
Cainite communities.

seaes

One of the significant vampires of the age (whose
full importance you likely don’t yet realize).
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Resources

Resources are valuable goods whose Jiﬁpl sition your
character controls. In the currency-scarce Dark Medieval
world, these assets may be actual money, but they're more
]ll-;uh’ to be property of some sort — i.lll\i. grazing 1'lL:|]l.\,
animals, tax claims in kind as well as money and so on.
Remember rhat vampires don't need to arrange for any
food except blood and that their actual needs (as opposed
towants) for shelter and the like are very easily accommo-
dated. Resources for vampires go mostly to pay for luxuries
and for the associated expenses |P'.\Il'\'l'1|1|'\jlll‘_: and main-
taining Status, Influence and other Backgrounds. A
character with no dots in Resources has enough clothing
and supplies to get by, but little margin for luxuries.

. Sufficient. You can maintain a typical
residence in the style of the social class you choose and
seem unmiserly, even if fits of largesse come seldom. You
can maintain a servant or hire specific help as necessary.

ce Maoderate. You can display yourself as a
member in good standing of your chosen community,
with the occasional gift and indulgence seemly for a
person of quality. You can maintain a small staff of
servants. A fraction of your resources are available in
letters of credir, readily portable jewelry and other forms
that let you maintain a standard of “living” at the one-dot
level wherever you happen to be, for up to six months.

ses Comfortable. You are a prominent and
established member of your community, with land and
property, and the reputation which lets you draw on credit
at VOTy gencrous terms. Trll\l i-‘ das Illlli_'h a kl'y resource as any
particular valuable commodity at this level. You can main-
tain a one-dot quality of existence wherever you are without
difficulty, for as long as you choose.

seee Wealthy. Troubadours spin tales abour
the richness of your clothes, the health of your livestock
and the beauty of your home. You hold more wealth than
many of the local authorities (and need to deal with their
JL'.]IUU.\'\.' '-I'i nm tme o TEIIIL')‘ \Kfl.“_,n you ll‘.l\'l.'l. you can
maintain a three-dot existence for up toa year, and a two-
dot existence indefinitely.

*acse Extremely Wealthy. Midas, Croesus and
you, at least in the popular mind. You have vast and widely
distributed assets, with huge staffs and connections to every
level of society through a region. You travel witha minimum
of three-dot comforts, more with a little effort. Kings and
cardinals sometimes come to you for loans.

Retainers

Retainers are servants and compantons with per-
sonal bonds of loyalty to your character. Depending on
the characrer, Ilu‘\" may be actual servants, fellow veter-
ans uf a L'I‘lls.h]l', fl'“u\\' m('mlwr'\ UT. a4 monastic sect,

childhood friends and the like. Ti'lc\_.' may be ghouls,
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bound to the character by the ties of blood, or may not,
depending on the character’s preferences. Work out a
description of these retainers and the nature of their
commitment to your character so that you and your
Storyteller know what to expect in play (and what might
make interesting surprises).

K{'L'l‘ In ||'l||1l] \“]'].{'l] \i('.\l}_"l'lll'\_‘_{ retainers I}'lél[ :‘LTlILi.ll'
ism evolved in large measure to limit the power of those in
authority. Feudal lords do not have absolute authority:
They take oaths committing them to defend their vassals
and to attend to their vassals’ needs. Retainers uu;_'}ll o
matter to the characters, and if characters abuse their
rL'lJ‘lllL‘r\, I]“IL' Hltﬂ‘\.'T{’“L'l‘ can }]nd '\hl}llld [“ﬂl\'L’ t]‘ll\ e
matter for scandal or even legal action by the characters'
own lords. Untrammeled power is a nightmare of the
medieval past, .\Ulllt‘ihmu feared as the source of both
[Wh\,‘\lu;tl and spiritual suffering, and it would be ;_'rL‘;lr]y
out of character for most medieval masters to feel at
liberty to treat their retainers any way they might want.

Most retainers are of average ability and compe-
tence: In game terms, they have two dots in most
Artribures, perhaps three in one or two and relevant
Abilities at no more than three dots. If you want to
acquire one or more particularly competent retainers, you
can du SO }W‘,' merging qul‘ﬂ,

. One retainer.

se Two retainers, or one of unusual competence
(three Auributes at three dots, most profes-
sional Abilities at three dots and one at four).

soe Three retainers, or two above-average retain-
ers, or one remarkable retainer (built to the
sdme total as a -(;lrlin}__f L’h;lnlctur}.

eesee  [ourretainers or two above-average and one
typical or one remarkable and two typical.

eeeee [iyve retainers or three above-average or two
I'L'In:il'l-(;ch.

Status

Status marks the character’s reputation and position
among Cainites. At the outset, neonates’ status reflects the
prestige their sire has earned and bequeathed. In areas where
clan affiliation is strong, belonging to the “right” (or “wrong™)
clan may contribute to a character’s status, and so may
l‘i'l.ﬂ ii_llL'll' prc fessions or mo !I’IH.I }"zifl\'}_[]'i lllnd.“'. Jt‘pl"nd!‘.r’lﬂ on
the views of the Cainites around the character. Characters
\\'11“ I]ll\‘l.' risen to l‘('L’(‘l]lL' Il."rlL’hL'f.‘! or [“rl{.'ﬁ“i on th‘lr It )ilLI
usually have hefty status. Note that tradition provides for a
certain amount of quid pro quo in accommodating the status
of strangers, so that even when a character leaves the area
where she earned her status and enters a place that uses other
standards, at least part of her reputation travels with her.
Cainite logicians spend a great deal of time on questions such
as, “What does it mean to give honor on grounds one rejects!”,
and everyone else simply goes on about their business.

Known: an exemplary neonate or a typical ancilla.
oo Respected: one of the most remarkable
neonates in the area or an ancilla of significant
accomplishments.

Honored: An outstandingly successful ancilla
or a typical elder.

seese  DPowerful: An elder of position as well as
accomplishments, such as an advisor to the
prince or a major participant in mortal society
on a grand scale.

eesee Revered: A successtul prince or other leader
within Cainite society.

Pooling Backgrounds

Some Backgrounds lend themselves to joint owner-
ship. Specifically, the members of a coterie may choose to
pool their individual stores of Allies, Contacts, Domain,
Herd, Influence, Resources and Retainers. Generation,
Mentor and Status are necessarily individual marrers.

The Anchor

You and the other pi;l\‘urh choose one Background as
the anchor that holds the shared assets together. In most
cases, this Background is Domain, with the physical place
the characters claim for hunting, which also acts as a
meeting ground for the mortals they deal with, a reposi-
tory for their wealth and so on. Any of the poolable
i%}](‘k.ﬂn\llnti.‘i can serve in [I‘U"& |’i\|L‘, hl'l\\'l.‘\‘{‘]': !\-1(']1[(\[‘
might be the key to wealth and connections, the willing
if ignorant population on whom the characters feed a
source of servants and so on.

No Background pool can have more dots assigned to
it than the Anchor Background does. If it's damaged by
events during play or between sessions, other assets drift
away from the characters’ control, and it takes effort to
win them back.

Any character contributing to the pool may pull his
stake out at any time. The dislocations guarantee some
u]elllli-ig(". The character gets back one dot less than he put
in. Making the transition more peaceably requires spend-
ing half the rime it would take to develop a new dot in the
relevant Background (for each Backeround involved), as
discussed on p. 167.

Example: The members of the coterie of the Chapel de
Saint Sebastian build their Background pool around Domain.
The physical territory of the chapel and its environs give them
the opportunity to interact with important members of the
clergy and local nobility and a pool of devout mortals whom
they can cow into long-term servitude. They put a total of four
dots into Domain and three each into Influence and Retainers.

Then calamity strikes. A particularly zealous campaign
against local heretics leads the authorities to seal off many of the
catacombs associated with the L‘hu;)ui', and enthusiastic heretic-
hunting guards patrol most of the ones that ave left. The Domain
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rating drops from 4 to 2. Some of the local dignitaries take their
prayers and meditations to less turbulent landmarks, so the
coterie’s effective Influence rating falls from 3 to 2. Scared gentry,
uncertain of their oun position in the doctrinal war, stay at home
more often, so Retainers also falls from 3 to 2.

Sustained effort by the coterie can repair the damage.
Many options are available, from intimidating the guards
away with monstrous manifestations — or the appearance of
saints and angels who caution away sinners from such holy
ground, backed by covert use of mental Disciplines to install
awe and a sense of unworthiness and guilt among those who see
the sight — to straightforward political maneuvering to get the
authorities concerned with some other target. As the Anchor
Background score rises again, so do the scores of those an-
choved to it, and it takes only half the usual maturation points
to restore these lost associated Htickﬁrrn[ﬂd.\'_

T}}(’Cl)[lﬂl—it’ Cdl illﬁ\‘chilugﬂ 1[1(’ A“L']'Il)r H'r‘(l:(}_[[‘l \lllltl.
Doing so requires double the usual maturation points to
buy the next dot’s worth in the new anchor, and the cap
remains in effect: Any other Backgrounds rated higher
than the anchor are lost. When the loss follows from a
change of Anchor Background, there’s no cost break in
rebuilding them to their earlier levels.

Using Pooled Backgrounds

Pooled Backgrounds are shared resources, essentially
the coterie’s communal property. Anyone who contributes
to the pool (no matter how much he contributes) has equal
access to it. Even if the character donates to only one of the
pool’s associated Backgrounds, he still has equal access to it.
Not everyone can use the pool simultaneously, though. A
Herd pool of seven dots can grant only a total of seven
automatic blood points anight to the entire coterie. Just how
those points are split up depends on the circumstances and
agreements berween the characrers.

Example: Four players decide that their characters are
forming a Background pool. Their anchor is Domain (the trading
village of Andersburg) , and they wish to get dots in Contacts (from
traders and their gossip) , Resources (money and goods from local
commerce) and Retainers (a few toun watchmen) . Bill contrib-
utes th?‘i‘l’ (I( ;s H}I ] )[J}“(l[‘ﬂ: } [i'lﬁhl’r [,'!JTI['J'!I.F}H‘[’\' {Iﬂt]th’T wo Lf“f,\‘
of Domain and two of Resources; Lisa contributes another two
dots of Domain (assigned to security), two to Contacts and one
to Resowrces. Finally, Steve—whois short on dots —contributes
unh one dot of Retainers. This makes the fluuf Domain 5,
Contacts 2, Resources 5. Retamenrs 1. AH {hc fif{if.‘t‘l‘k can hm e
their characters tap this pool equally, even Bill who contributed
only a single do.

At the Storyteller’s discretion, pl;l\'crﬂ can agree to
place some limits on shared Backgrounds.

Upper Limits

By pooling points, a coterie can get Backgrounds that
surpass the normal five-dot limit. This arrangement is
normal, and it reflects the advantages of cooperation. A
group can secure a larger domain or maintain a larger
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network of allies and contacts than a single vampire can.
There is no absolute upper limit on the level to which a
pooled Background can rise, but things can get downright
ludicrous if you aren’t careful. It's usually best for the
Storyteller to impose a 10-dot limit on the Anchor
Background (and thus on all others). This limit repre-
sents domain over a important trading port or center of
pilgrimage or a herd that consists of much of that same
center's population.

Virtues

Virtues are just what they sound like, the foundations
of your characrer’s moral outlook. The road you L‘ham.\l."
as described in Chapter Three, lays out your character’s
overall sense of sin and redemption — what's wrong with
the world, what right conduct includes and so on. The
Virtues underlie the roads and govern how your character
sees particularly challenging or threatening situations, as
well as how he’s likely to respond.

Keep in mind that there are very few actual paragons
of virtue among Cainites, certainly not as most human
heings would see it if they understood the situation. Even
avampire who engages in holy works and charitable deeds
does so through rigid self-denial, and even such a hard-
working soul still feeds on the blood of the living and
necessarily flees from living men and women whose faith
is strong. The question is not whether your character is a
nice a person, but how your character deals with the
challenges of existing with a ravening ancient curse
working inside him, poisoning his hopes and pushing him
toward a final orgy of chaos and violence.

It’s much easier for a vampire to hew to a standard
that deals with outward conduct than some kind of
inward conviction. Stoic nobility is within the grasp of
many vampires; overflowing love untainted by blood
hunger escapes almost all of them. The central struggle in
Dark Ages: Vampire is to hold on to one's inner self in
the face of constant challenge, to achieve good (however
defined) despite all rather than to bask in the satisfaction
of being a good person already and reforming the world on
thar basis.

Qesponises to Socicety

Every vampire has a sense of right and wrong, how-
ever poorly defined and weakly held it may be. The
Virtues of Conscience and Conviction summarize two
fundamentally different approaches to rthe question of
understanding right conduct. The derails of a vampire's
sense of moral failing vary greatly from one Cainite to the
next. For some it's a purely external matter. If others find
out ll“\l i\'IlU\\' lll:l[ ]lt')h {i"ll‘k] o ;ld]‘lL‘l‘L' To [hL' H:II]J;II\'S
he professes, he'll feel shame, and too much shame will
ultimately weaken his ability to concentrate on main-
taining standards. For others it’s a purely internal matter.




He knows that he's failed by his own standards, and he
feels guilt regardless of whether anyone else knows it or
not. Vampires are cursed with a drive to mingle with and
compete against others of their kind, so that occasions for
both guilt and shame arise in the course of night-to-night
existence.

Note that, as discussed in detail on p. 267, succeeding
a Conviction or Conscience roll when your character
“sins” means that she retains an awareness of having
failed. She is troubled, and she wants to make amends in
accordance with the standards of her road. Failing the roll
means that your character is no longer troubled by a
particular failing, and this is the beginning of degenera-
fion as your character concocts some suitable excuse for
acting badly in thatr way.

Consience

Conscience measures the character’scommitment to
the moral standards his society espouses. He accepts the
tenets he grew up with, or ones he's heard preached along
the way, and he feels shame and guilt when he deviares
from those standards. The inner voice of conscience helps
him resist temptations. When he commits questionable
acts, his Conscience score affects how much remorse he
feels. Depending on the particular outlook your character
holds, “remorse” may not be the actual response. The
numerical rating applies to a wide range of possible
outlooks, not just to ones whose attitudes suit these labels.

A deeply committed Stoic would feel shame but not
guilt at his failings, while an adherent to one of the
Gnostic sects, which teach that sin against the world’s
laws sets l]w.splril free, would feel embarrassed overa very
different set of actions than those that would offend an
aspiring rabbi.

. Uncaring
b Typical
eoe Ethical
seee  Richreous

eesee Remorseful

Conviction

Conviction measures the character’s commitment to
moral standards as part of a reasoned, deliberate choice taken
after rejecting the proftered social norms, He defines his duty
himself, and he cares little what others think. Sin is a matter
of failing to meet one’s chosen goals, with higher Conviction

scores making the characrer more acurely aware borth of

implications in his code and of his own fallibility in holding
to it. High Conviction makes a character obviously inhu-
man and disconnected from the views of the people he
moves among and preys upon.

. .";Imul\;

oo Determined
[EX Driven
eeee Ruthless

seees (omplerely Self-Assured

AResponises to Self

Every vampire feels the constant call of the Beast, that
animalistic and worse-than-feral side of her that finds satis-
faction only indestruction. Every vampire of more than afew
nights” experience has seen what happens when the Beast
takes control. What was once a sentient being becomes
forever afterward a thing of mindless impulse, unleashing its
powers with cunning but without reflection or contempla-
tion, until it’s finally destroyed. In some areas where Cainites
proliferate, stern elders keep a few of these tragically lost
souls on hand to provide object lessons, but it happens often
enough that, alas, no zoo of the Beast is really necessary.
Heaven is far off, eternity waits at the end of time, but the
Beast is always at hand, and a vampire learns how to control
it or perishes.

Self -Control

According to some Cainite scholars, Self-Control is
a particularly “civilized” response to the Beast. The char-
acter uses her will, backed by observation of warning signs
of growing power on the Beast's part and rules of internal
discipline, to fight down the urge to frenzy. She learns to
sacrifice some of her emotions and even some of her
otherwise reasonable plans for cool, restrained conduct to
deny the Beast its spiritual sustenance. (Note that physi-
calhunger limits this virtuous aim: When your character's
blood pool is lower than her Self-Control rating, you can
roll only one die per point of blood on hand. Feeding is a
very practical matter.)

. Unstable
oo Normal
eee Temperarte
LE R N J

Judicious

eeeee Sclf-Possessed

Jnstinct

[nstinct is the “barbaric” alternative to Self-Control.
The character accepts frenzy and complete surrender to
passion as part of her nature. Instead of aiming to hold the
frenzy back, she aims to rerain a core of conrrolled
awareness even as the frenzy unfolds, so that she can
choose her course of action moment by moment. When-
ever the threat of frenzy arises, she embraces it
automatically, unless the difficulty of the frenzy roll is less
than her Instinct score, in which case she can choose
whether or not to succumb. Thereafter, each time the
character wishes to choose a particular action rather than
follow the imperatives of frenzy, you must roll Instinct
against the frenzy difficulty. Success allows you to specify
one single action that the character takes. She then
resumes her unity with the moment until the frenzy
exhausts itself. Among Cainites, this act is called “riding”
frenzy.
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. Intuitive

.o Savage

see Bestial

eses  Visceral

sesee f[eral

AResponses to Threats

Every vampire faces danger, and the Curse of Caine
makes some dangers particularly critical. Fire, the closest
thing to sunlight on Earth, quite readily turns undead
flesh to smoldering ash. Injury awakens the Beast with the
urge toward flight rather than fight. Physical force, social
leverage and spiritual might all somerimes make a vam-
pire want to run away and hide somewhere.

Courage

Courage measures the intellectual, moral and spiri-
tual reserves that allow your character to stand fast when
his impulse is to flee. (See the section on Rotschreck, p.
265, for particular mechanics in this regard.) Characters
with high Courage ratings still feel fear, bur they’re able
to block the immediate translation of that fear into
unthinking action. The details vary wildly. Some vam-
pires genuinely don’tfeel fear on the emotional, instinctual
level in the face of fire, holiness and other threats. They
possess only a reasoned awareness of the dangers. Others
discipline the fear through military training, monastic
practice or some other systematic code. Still others sub-
due it with as much instinct as in the fear itself. They may
not rL".l“\j know \\-‘h\; [lIC\j kL‘L‘P control or be able to
explain it to others,

> Timid
L Normal
soe Bold
seee  Resolute

sesee Heroic

Dariable Tyaits

Each of these traits shares a quality that sets it apart
from the others you've defined for your character so far:
They are likely to fluctuate over the course a session, story
or chronicle, and not simply as the result of the player
improving the traits through experience (see p. 163). In
some cases, there are permanent ratings (that act much
like other traits) and temporary ratings (that are ex-
pended inplay). In other cases, the rating simply fluctuates
according to the sways of the character’s experiences.

The four fluctuating traits include: Road, Willpower,

Blood Pool and Health.

A road is a system of vampiric belief, the moral
compass a Cainite uses to deal with the Beast and preserve
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her sanity. The derails of each of the major roads appear
in Chapter Three, but the Road trait lets you keep track
of just where your character lies within the belief system
you choose for her. Unlike most traits, Road is rated on a
scale of 1 to 10 instead of 1 to 5. The higher your
character’s Road rating is, the more seriously she takes the
tenets of her belief and the less prone she is to become a
soulless monstrosity, With a higher rating, however, she
becomes more sensitive to the sins she must commit on a
nightly basis.

The Road trait fluctuates because a vampire faces the
possibility of moral degeneration when she commits an
act that she considers sinful. She becomes increasingly
callous and loses her ethical footing. The character’s
Road trait decreases thus. If a vampire's Road rating ever
drops to 0, the character’s heart and soul are completely
dominated by the Beast. Such unfortunates are con-
trolled by the Storyteller and are no longer suitable as
characters for players. Characters can also advance along
a road (improving their Road rating) with dedication,
hard work and experience. (For more on raising the Road
trait and on degeneration, see p. 266.)

The following expressions of the-Road trait refer to
the character's relation to the ethics of his own road, so
are necessarily vague.

. Soulless
e Lost

see Uncaring
seee Immoral
cesse Distant
ssess o Removed
eseve oo .\r](ll'll]
cecoe soe Faithful
seesee soee Righreous
seeee sesee Syintly

Starting characters in Dark Ages: Vampire are as-
sumed to be adherents of theirchosen roads, having undergone
one or two moments of truth to reaffirm their faith.

Road Effects

A Cainite’s control over the Beast (as represented by
the Road rating) has several effects:

® Virtues: The ascendancy of the Beast affects a
Cainite’s Virtues. Whenever a certain Virtue is called into
question, the player may not roll more dice for a Virtue than
her character has in dots of Road rating. As the character
sinks deeper under the influence of the Beast, qualities such
as conscience, confidence, instinct and self-control, all
begin to give way to mindless rage and hunger. Note that this
weakening can speed a vampire's degeneration once her
Virtues begin to fail (see “Degeneration,” p. 267).

e Sleeping: The Beast sleeps deeply and is reluctant
to wake. Vampires with higher Road ratings rise earlier in
the evening than those with lower Road ratings do (see p.
235). Also, if a vampire is forced to act during the day, the
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player’s maximum dice pool on any action is equal to his
Road rating.

* Torpor: The length of time a vampire spends in
torpor (p. 254) is based on his Road rating. Those with
low Road scores remain in torpor for a longer time than
vampires with higher Road ratings do.

® Aura: Each road carries a |‘|:Il‘|1kllli|l' awra with I, a
feeling or impression the Cainite unconsciously projects.
The greater the Cainire's Road rating is, the stronger this
aura is. For example, followers of the Road of Kings have an

aura of majesty about them, while followers of the Road of

Humanity seem more normal, less like creatures of the night.
Generally, a vampire's aura has little or no direct effect. [t's
only a vague impression. Very high or low Road rarings
impose a bonus or penalty to the difficulty of Social rolls
associated with the character’s aura. These modifiers can
affect Social rolls used for Disciplines.

Road Rating Aura Modifier
10 -2 difficulty
9-8 -1 difficulty
7-4 no modifier
3-2° +1 difficulty

1 +2 difficulty

LWillpotwer

Willpower measures a character’s determination— not
courage precisely, nor conscience, but everything that leads
to persistence in the face of adversity and to effort that
transcends her normal limits in a moment of supreme crisis.
Like Road, it is rated from 1 to 10, but unlike any other trait,
Willpower has two ratings: one for permanent potential and
one that varies up and down depending on circumstances.

The permanent rating indicates your character’s overall
will in much the way other traits function. It serves as a dice
pool when you must roll Willpower, and it can be increased

wirh experience. The temporary raring varies in the course of

play, and you can spend its points for various immediate effects.
Doing so makes your character more prone to outside influ-
ence, however. When someone challenges your character with
Willpower as the difficulty rating, use the temporary rating.
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Spending Willpoter

Willpower serves several very useful purposes in Dark
Ages: Vampire, so your character’s temporary Willpower
score is likely to move up and down faster than any other
trait, with the possible exceprion of blood pool. Be sure that
you understand these applications, as they can make the
\]Iﬁl'rk'l'l(t' I“{'r\\‘(‘("n SUCCESS llnl.l I.'\lilllfl.‘ at (rllciill motnents.

¢ Ensuring Success: Spend one temporary Willpower
point to get an automatic success on a single roll. You can
spend only one Willpower this way for a particular action
and modify only one action in asingle turn this way. Nothing
cancels out the success, not even rolled botches. If your
characrer putsforth thatspecial exertion, at the least he'll ger
something to show for the effort. When the task involves
extended effort, you can spend one Willpower each turn to
reinforce the results of sequential rolls.

Note that you must declare your intent to spend Will-
power on a roll before you actually make the roll. This isn't
license to retroactively fix an unfortunate result. First the
effort, than the randomization. The Storyteller may also some-
times disallow Willpower modification of particular rolls, for
reasons discussed in the Disciplines and Storytelling chapters.

e Resisting Instinct: Some actions are nearly auto-
matic: stepping back from a dangerous precipice or barely
controlled flame or sunlight filtering through a thin curtain,
for instance. Your Storyteller may allow you to spend a
Willpower point to have your character avoid the reflexive
response. This is a discretionary marter, and the Sroryreller
needn’t always provide the option, though it's generally
suitable. Sustained conquest of reflex may require additional
Willpower expenditure a few turns later.

® Maintaining Sanity: Spend one temporary Will-
power point to restrain a derangement from manifesting for
the rest of the current scene. Particularly strong stimuli may
overwhelm this expenditure, requiring a Road roll or even
applying automatically. Most of the time, however, Will-
power can temporarily overcome other compulsions. Using
Willpower thus repeatedly can weaken most derangements
over time and even eventually cure them. Malkavian vam-
pires cannot use Willpower for permanent triumph over the
derangement thar manifests in them ar Embrace, and orher
specific cases may also resist cure.

¢ Overcoming Injury: Spend one remporary Will-
power point to ignore wound penalties as described under
Health for one turn. Doing so allows your character to take
|1L‘|’t IC actions in spite of grave njury, 1n ac t‘lll't]:lllk‘{' \\'ll'l] a
long tradition of special vibrancy on the part of notable
heroes (and villains). Incapacitated characters and those in
torpor can't use Willpower thus.

o P
Regaining Willpotwer

Running outr of Willpower is a very bad thing for
characters. Even though I|lm'\_.' don't look at their character
sheets, characters know the feeling of fatigue and the com-
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pulsion to act according to a few particularly deep-seated
impulses. It's hard for a character with zero temporary
Wl”p{ nwer F\Il ) |ll‘.|Lh“t '.1!1\'lhi]1*.:. 5“ ‘l"!'[l.'“L']'.\ 5]1L|ll]dn‘r h(‘
too harsh in letting characters regain Willpower — this
venture is not an adversarial one, and the rules do assume
thatcharacters candraw on at least afew points of Willpower
as circumstances require.

* Acting In Accordance with Nature: Characters
regain one or more points of temporary Willpower when
acting in accordance with their Natures, as described previ-
ously (see p. 138). When your character reaches zero
temporary Willpower, the Nature overwhelms pretty much
all other desires until he can act in a way that qualifies him
to regain at least one point of Willpower.

® Completing a Story: Your character's Willpower
pool returns to its maximum rating at the conclusion of a
."r[tl['}’*ll]l(" This is the poimnt at which your character and his
allies have brought resolution to the conflicts facing them
and gained the opportunity to rest and reflect after multiple
sessions of effort. Limited success may restrict the Willpower
your character regains this way, and abject failure may cancel
it altogether.

® Resting: At your Storyteller’s discretion, characters
can regain one Willpower at the start of each night as they
rise from slumber. This gain reflects the renewed determina-
tion that comes with rest.

® Triumphing: Atyour Storyteller’sdiscretion, charac-
ters can regain one or more points of temporary Willpower
upon achieving some outstanding goal or victory. Overcom-
ing vampire-hunters who've penetrated the coterie’s haven,
for instance, is often good for some Willpower reinvigora-
tion, as is a decisive victory in a battle of prestige or the
popular acceptance of an artistic or other innovation. In
addition to these general matters, where the bonus usually
applies to all the participants in the success, individual
characters may earn Willpower for acting successfully in
accordance with their respective Natures. A character who
succeeds in several challenges that require (or allow) her to
act upon her Narture's imperative within one scene may
qualify, as can a character who succeeds in at least one such
L‘hl]“t‘n}_{c I“Cl' scene h bl g ?\l'\'l'rill SCenes in a row, ’% !ﬂll]lhi.‘r{\f.
notable successes of this sort equal to the characrer’s perma-
nent Willpower is a good benchmark for progress, though
Storytellers can and should vary the details to fit the needs
of the chronicle and the moment.

Your Storyteller may come up with other situations in
which it's appropriate for your character to regain Will-
power. Feel free to make suggestions, bur respect the
Storyteller’s authority in this matter. In general, the faster
the St rI‘yt'vllvr restores \Vi“pn\wn the more “cinematic”
and action-oriented a chronicle tends to become, while
restrictions on the recovery of Willpower feed (when things
work well) a mood of tension and desperation or (when
things don’t work so well) an unhappy groping for alterna-
tives in the face of repetitive failure.

Blood Vool

Every vampire has a reserve of vitae, which is human
blood transformed by the Curse of Caine into the eldritch
substance that sustains vampiric existence. A blood point
corresponds to about a tenth of the blood in an average
mortal adult, though human capacity varies. (In addition,
the process of feeding is not as rraumaric as the loss of a renth
of a person’s blood through open wounds would be. The
Curse is efficient.)

A vampire's generation determines his maximum blood
pool. Vampires further removed from the Father in Darkness
have reduced capacity for blood: They can't rake in as much,
and they can’t burn it off as quickly as their elders can.

pires become nearly indistinguishable from mortals in their
strengths, while perhaps just as susceptible as ever to all
vampires' shared weaknesses. The still small but growing
ranks of the despised 13th generation of vampires, with
diminished capacities, provide fodder for such speculations.
In the meantime, the advanrtages thart are available to low-
generation vampires make diablerie perennially attractive
to younger, higher-generation rivals looking for improve-
ments that are otherwise denied to them.

If your character ends up with a temporary blood pool of
zero, expect frenzy to follow, and to last long enough for the
starving vampire toreplenish at least a few points. One of the
functions that a coterie provides for its members is the
double-checking on each others' condition and the shared
access to feeding that reduces the rate of embarrassing
incidents involving out-of-control bloodsucking. While your
C]’I:II‘HL‘I‘L‘[’ recters on l‘ht" |Wrin|\' nf.ﬁl‘:ll’\‘:ll'lun, :l“ feats nf‘-«t"f.-
control are more difficult, too. You cannor use more dice
than you have points in temporary blood pool for such rolls,
even if your character’s Self-Control or Instinct rating is
higher than that.

Spenving Blood
)
Vampiric usage refers to “burning” blood, and some-
times it's almost literally true. In the heat of vigorous action
- mental as well as physical — vampires sometimes flush
visibly, and their veins feel hot, hotter than they ever did in
life, asvitae discharges the supernatural vigor it carries. Other
times, the act of using blood is less dramatic, and its passage
leaves behind only a slowly growing sense of hunger.
® Waking: Spend one blood point when your character
awakens each night. It takes a modicum of effort just to
animate cold, dead flesh.

¢ Healing: Spend one blood point to heal a level of

bashing or lethal damage. Your character usually must rest
while this rakes place. A slow walk or horseback ride is
usually acceptable (though particularly serious injuries may

require total relaxation), but running and fighting aren’t. If

you want your character to heal while taking other actions,
roll Stamina + Survival (difficulty 8) after spending the
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blood. If you fail, that blood is wasted. Note that this is the
only way in which vampires heal wounds. If your character
doesn't spend blood to cure damage, he'll remain damaged
indefinitely, with the accompanying penalties.

 Physical Augmentation: Spend one blood point to
raise a Physical Attribute of your choice (Strength, Dexterity
or Stamina) by one dot for the duration c f the scene. You must
declare that your character is doing this at the start of a turn,
bur it doesn't require concentration, so she may take other
actions that turn at nospecial penalty. You may spend asmany
blood points per turn as your character’s generation allows for
this purpose, but you can raise each physical Attribute toonly
one kll‘l h'l,‘.:hL‘r T.}h‘ﬂ }'lL‘T generation T’lﬂn]ld“‘_. J”U\\"‘i '\ i g rl'lt‘
scene. (To six dots each for a vampire of eighth generation or
higher, to seven dots each for a seventh-generation vampire
and so on.) You can spend additional blood to raise Attributes
even higher than that, but the excess wears off three turns
after your character allocates blood to it, and you can never
raise attributes to more than 10 dots.

Blood-hoosted Attributes may produce peculiar mani-
festations, ervlh]in;: lail'uvl', on your characrer’s
self-conception. Someone who's normally weak but sud-
denly strong forsupernatural reasons is more likely todevelop
distended bulging muscles than someone whao's naturally
fairly strong. Blood-boosted Stamina may include very no-
ticeable changes when the character suffers damage, with
tissues leaping closed after cuts and fountains of vitae coating
burns and scars. Storytellers should use this sort of complica-
tion as opportunities for roleplaying, not as more ways to
make characters and players regret ever drawing on the
benefits vampirism provides to offset its liabilities.

¢ Feeding Others: Drain out one or more blood points
from cuts made for the purpose of giving vitae to other
creatures. Vampires can drink them in and add them to their
own blood pools. See p. 260 for more about blood oaths,
which may follow from this sort of transfer. See p. 284 for
more information on the condition of ghouls, which applies
to humans and animals while they have active vampiric
blood in them.

* Masquerading: Spend a variable number of blood
points to hide the consequences of vampirism in a blood-
borne fervor of activity: warmed skin and breath, softened
complexion and so on. A vampire in this flush of health may
pass as human in physical all ways for the duration of the
scene. Doing so requires 6 - Self-Control points’ worth of
blood for characters on the Road of Humanity. Characters
on other roads must spend an additional two blood points
(for a roral of 8 - Self-Control points), since they're further
removed from humanity and making a deliberate effort to
suppress many traces of mortality in themselves. Vampires
who have no Self-Control rating at all, following roads that
cultivate Instinct instead, have a very difficulr rime imper-
sonating living people. (They must spent eight points to use
this effect.)

® Using Disciplines: Spend one or more blood points
to fuel some vampiric Disciplines, as described in Chapter
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Although Discipline use usually constitutes an action,

that action includes spending the required blood.

Acquiring Blood Pool

Vampires get blood justas folklore says they do: by taking

it from others. A vampire who is unwilling to prey on others
is not a vampire who can last very long, and this compromise
wirh necessity sers houndaries on the viability of some “nice-
guy” concepts. Vampires are necessarily predators.

e. \’illlu"lll"s can l‘ Se

Feeding is nor an exact

control while feedir

sclenc
ind accidentally drink their victims
dry. They can also acquire some diseases carried in the blood.
Keep in mind that your character doesn’t get to tally blood
points received or the size of dice pools. He experiences this
all in more subjective rerms. Many vampires (and nearly all
victims) experience intense euphoria during feeding. It's not
a sexual passion, but something thar is perhaps less unlike
sexual ecstasy than other feelings. (Vampiric theologians
write long treatises about the implications of this similarity.)
In the midst of feeding, a vampire's sight and hearing often
fade or blur, and time may seem ro pass more quickly orslowly
than usual. Lack of blood produces a gnawing agony that
combines memories of mortal hunger with a sense of literal
emptiness within one’s guts. The inrush of blood infuses
shriveled tissues to produce a physical as well as psychologi-
cal fullness.

A vampire may drain up to three blood points per turn
from the target of the moment. The more blood a vampire
takes, the more forceful the draining is, and the less pleasure
there’s likely to be in the process. Resistance stops once fangs

hllk'}il‘n \i'-'.iﬂ.
euphemistically called, make it easy for targets to
addicted to feeding. Of such addicts are herds made,

The passionate sensations of the Kiss, :

among
other tragic consequences

Players of vampires with the Self-Control Virtue may
make a roll at difficulty 8 to avoid succumbing to the Kiss.
This gives some would-be victims of diablerie the chance to
fight back.

A human typically has 10 points worth of blood, but
wounds reduce available blood. Reduce a target’s blood pool
by one point per level of currently unhealed injuries. . . and
note thar vampires seldom perform derailed medical exami-
nations of their prey, Discovering an unrecognized deficiency
a little too late is one very common way for vampires to
accidentally take life while feeding. It is possible to feed on
animals (although their blood is less nourishing), as de-
scribed on page 310 of the Appendix.

Old blood, outside
Stored blood goes bad in a matter of hours or a few

a warming body, rapidly loses its
v illllt_',
nights unless one preserves it through magical or supernatu-
ral means. The blood of elder vampires, on the other hand,
is not only srill 0K d but more potent than other forms of
blood. Each blood point taken from an elder counts as two
or more blood points as it ditfuses through the feeding
vampire’s system. [t's not that elders hold more physical
blood, but that it's concentrated thanks to the intensified
power of I|'1:.‘ CuUrse \\'l'l!'lx.l]]‘_’, \\il]HI\ Ilu'!ii.

Rumor ascribes marvelous properties to the blood of

werewolves, faeries and other creatures. Experience shows

GENERATION CHART

Generation Trait Maximum
Third 10
Fourth 9
Fift h 8
Sixth

Seventh

Eighth

.\] 1 llt]'l

Tenth

Eleventh

Twelfth

Thirteenth+ 5

Blood Pool Maximum

Blood Points/Turn
unknown unknown
50 10

40

30

20

15

14

13

12

11

10

Trait Maximum: The maximum number of dots a vampire of this generation can have in any one

Attribute or Ability.

Blood Pool Maximum: The maximum number of blood points a vampire of this generation can store,
Remember that elders concentrate the vitae within them rather than swelling up with huge physical volumes

of blood.

Blood Points/Turn: The maximum number of blood points a vampire of this generation can spend each

turn.

Remember that Dark Ages: Vampire characters belong to the 12th generation unless you purchase the

Generation Background or they commit diablerie.
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"HEALTH LEVELS

Health Level

Uninjured -0

Dice Pool Penalty

Bruised -0
Hurt

Injured

Wounded

Mauled

Crippled

Incapacitated

that vampires \\'|‘|ntry to feed on such rargets almost ;il\\':ly'.‘-
end up drained of their own blood and therefore unable to
report on any special benefits gained.

Health

The Health trait measures just whar it sounds like: the
extent to which your character is injured or otherwise im-
paired. There are seven levels of health, ranging from
completely uninjured to outright destroyed (for vampires) or
dead (for mortals). The dice pool penalties described here are
characters at Mauled lose tln]y two dice.
The dice pool penalties do not apply to soak dice pools, most

Virtue checks and Willpower rolls to abort from announced

not cumulative

actions to some other option. The dice pool penalties do
apply to damage rolls for Strength-based atracks but not to
ones relying on mechanical force like crossbow bolts.

® Uninjured: Nothing impedes the character's free-
dom of action.

® Bruised: The character suffers minor nuisance inju-
rilf‘"‘ \\']Hk}l may }1.1\'(‘ |l11l'|\|'=l\'|nl_f L'{ln\l.'i_{lll.'l"l[_'{_‘* h“[ not
im'L}'m[m al ones.

® Hurt: The character has superficial wounds, which
donaot impair her movement but reduce her dice pool for the
turn by one.

 Injured: The character has minor but significant
wounds, which halve her running speed and reduce her dice
pool by one.

e Wounded: The character has significant damage,
which prevents her from running atany speed faster than her
usual walking rate and reduces her dice pool by two. She may
not move and then atrack. She
divided actions of moving and attacking in the same turn.

* Mauled:
hobble at no more than three yards per turn. Her dice pool

\}L't reases b\_. Twao.

» always loses dice for the

The character is badly injured and can

e Crippled: The character is catastrophically injured
and harely able to move, at a maximum of one yard per turn.
Her dice X |l decreases by five.

® Incapacitated: The character cannot move and is
usually unconscious. A vampire who reaches Incapacirared

Movement Penalty

none

none

none

halve running speed

no running; may not move, then atta
max. speed 3 yards/turn

max. speed 1 yard/turn

cannot move

levels of damage and has no blood points left enters torpor
(see p 253). A mortal who suffers any more damage of any
kind while Incapacitated dies. A vampire who suffers an
aggravated wound (see p. 253) while Incapacitated dies the
Final Death.

Erperience

(,.‘hlirllt‘{\.']"‘ \\-h‘l SUrvive grow iiﬂ.kl L]'hln_\_{k’ over rme.
Even vampires, whose forms linger through the ages, acquire
learn new things and bring out latent
potential in themselves. Much of this change happens on
the level of roleplaying: New outlooks and behavior do not
require mechanical support. Other matters do affect your
character’s rat Ings, :Iﬂ\' 1]1.“ s \\‘1]!‘!’(' experience points come

new capabilities,

into play.

Dark Ages: Vampire actually has two separate systems
for measuring character growth. Regular experience points
frac I\ lhl.' llL’L’lllllUlilll( ML« li. iL‘ill’IllllL{ experiences in i'liL‘,I‘II ~1O-
night existence at times when your character is often busy,
encountering danger and challenges and otherwise being
very busy. While many vampires have exciting times once in
a while, the long-term pace of Cainite existence is much
slower. Maturation points reflect this much more sedate,
thoughtful process of change. Experience points can come in
asingle night; maturation points accumulate over the years.

Hptime Experience Voints

Inthe end, it is your Storyteller's decision how many points
to award after each session and at the end of each story-line. In
general, experience points reward successful risk-taking on your
character’s part, as he rises to the challenges the world presents
to him, and good roleplaying on your part. Common awards of
experience points include the following.

Per Session Chapter Awards
* Automatic: One point for showing up and making

some effort. Your Storyteller should withhold this award
only if you fail to take part in the session at all.
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yourcharacter has other pursuits. The first dot ina Discipline
EXPER[ENCE COSTS often comes in a flash of inspiration. Higher ratings I'Q‘x.lllirs'_
: _ : more time, up to many years or even decades in the case of
Trait Cost sophisticated Disciplines. Your Storyreller may require that
Attribute current rating x 4 experience points be spent all at the end of this study, or
Existing Ability current rating x 2 spread throughout the period, so that your character’sstudies
New Specialty or Expertise.  current rating might be interrupted but resumed later without wasting all
New Abiliry s earlier effort.
Clan Discipline current rating x 5 Note that Backgrounds aren’ Flll\lliiil‘ti with experi-
Other Discipline cutrent rating x 7 ence points but with roleplaying. (Your characrer acrually

Secondary Path

current rating x 4
(Thaumaturgy; Mortis) i

New Discipline 10

New Secondary Path 7

Virtue current rating x 2*
Road current rating x 2 .
Willpower current rating

* Raising a Virtue with experience points does
not raise the traits based on it, such as Road and
Willpower. :

¢ Learning Curve: One point if you can provide a
cogent explanation of what your character learned about
himself and the situation as a result of the session.

* Roleplaying: One point (or more) for bringing your
character to life through particularly vivid description, dia-
logue and so on.

® Heroism: One point (or more) for courting grave
danger in the pursuit of some larger goal. This applies to
genuinely life- or unlife-threatening circumstances in which
your character has some valid motive. Mere carelessness and
frivolous risk-taking don’t count; racing against fire and the
sun to save an ally does.

Per Story Awards

® Success: One point for each character who com-
pleted some significant part of her goals. Minor victories
count. So do clever adaprations to unforeseen difficulties.

® Danger: One point for each character who confronted
significant physical or other risk atr some point.

* Wisdom: One point for each character who contrib-
uted something of noteworthy cunning or insight as the
corerie planned its actions, or who came up with something
intelligent on the spur of the moment when necessary.

Storytellers can use these examples as guidelines —
this list isn't exhaustive.

Spending Crperience Points

[t takes some time to develop more mastery in any field
of study. The first dot in an Ability can come in a matter of
nights (10 = [1 per dot of Intelligence], as a rule of thumb).
Raising an Arttribute is usually a matter of about a month per
dot for sustained dedicated effort, or a few months per dot if

e g

has ro recruit new retainers or expand her domain.) In some
circumstances, the Storyteller may allow you to increase
well-established Backgrounds (or restore ones that have
been downgraded by circumstances) at the same cost as
Virtues (current rating x 2).

Downtime Waturation
Voints

A story may take place over a few nights of “game time”
(that experienced by the characters, not the players), but a
chronicle can go on for significantly longer. One of the best
parts about portraying undying monsters is the chance to tell
stories set across a large expanse of time. The typical Dark
Ages chronicle has stories separated by years or decades. In
the time between stories — called downtime — characters
develop much more slowly. Vampires are static creatures,
and unless they are stirred into development by action (e.g.,
during stories) they grow at a snail's pace.

Toreflect this,charactersaccumulate maturation points
during these periods, which you can spend between stories.
Note that the number of points earned during maturation
varies on a sliding scale, with more points gained in the early
years. This reflects the fact that vampiric learning slows the
more time passes since they were stirred to activity. While a
vampire who has been keeping to herself for a few years may
seem as active as any other, one who has been out of the loop
for a couple of centuries probably spends whole months
staring at the same page of text orreflecting about an obscure
pointof theology. Therefore, it is most efficient to have a few
years of downtime between stories rather than a few decades.

Spending Waturation Points

Your Storyteller may require the stress and extra con-
centration associated with earning and spending uptime
experience points when your character acquires the first dot
of a new Ability or Discipline. Before you start budgeting
points, make sure youunderstand whether maturation points
apply to developing new capabhilities or only to refining
exisring ones.

Youspend maturation points right before play begins on
the next story, and the effects come into effect immediately.
Unspent points are not wasted and carry over to the next
period of downtime. You can spend maturation points to
raise traits as follows:
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possibly others in other eras. Add one point for each dot of

Time Period Maturation Points . S
Fitst 5 Fooi an out-of-clan Discipline.
irst 3 years yoint per year ) e :
N 2‘; lp , ; ; * Virtues: Two points per dot.
ars int pet 5 years ) ,
e N o ?IILL Tt ® Road: One point per dot up to your character’s
Next 100 years 1 point per 10 years Willpower rating, two points per dot over Willpower.
; o i e i :
After 130 years 1 point per 20 years s Willpower: 2 points per dot.
In rorpor No points

Backgrounds

e Attributes: Five points per dot while your characteris less 4 i ;
: Time and chance happen to them all,” as the prophet

than (\"‘."1” Hower) centuries 131\1; 10 points per dor after that. :
I I I
wrote. Your character can c nnt, gvnvr;iﬂy. on the results of

sustained study of her own potential. Working on her ries to
the world is necessarily riskier. The cost of raising a Back-
oround rating is one maturation point for your character's

* Abilities: Two points perdot. Specialties and fields of
expertise cost one point each.

* Disciplines: The cost of learning Disciplines rises as
your character ages. It costs three points per dot for the first gt two centuries, plus one for every two centuries thereaf-

two centuries, plus one every two centuries thereafter. This ter. (Older vampires have more trouble interacting with the

expenditure provides two dots instead of one when your in changing or new ways. Those who survive figure out

characrer is studying one of the multi-path Disciplines:

some way of coping, but it’s never all that easy or fun.)
Thaumaturgy or Mortis, most likely, in the Middle Ages,
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The one who found the beast was, of all things a farmer,

He tilled the soil, planted vegetables and tended to geese, pigs and other things. He
was no knight or monk or crusader. No great hero of Christ or agent of Emperor Fredrick.
Just a peasant, brought to this land to help settle it.

When the call to help settle the lands of the Prus and Livs came, it was obvious that
hislordwas glad to “srant” himand his fellow farmers tothe German holy knights. With the
hogs dead and the lands fallow from twoyears of sickness, he hadlittle need of them. The
Teutonic Order, however, needed hands and bodies to occupy newly Christian lands.

Perhaps, he had been alittle too eager to take part in this crusade. Or, more likely, he
had simply wanted the lands he would now work to be as far as possible from knights and
sirs, holy or not. He would give the product ofhislabor to the Order,but he wished tosee
them and hear their crusading zeal not at all. One uncle killed and one brother maimed by
levies in the dynastic wars had been enough of swords and knights for him. His wife
sometimes seemed scornful of such dubious valor, but neither did she wish to lose him —
and fertile lands, even pagan lands, were better than starvation at home.

And she could never say that these lands were not beautiful. After several months of
work, the endless woods were making way for some lands to till and the fowls and hogs
were doing well. The light in this land was what he liked the best, though. They said that
the pagans worshipped dark forest gods, but it was the dawn and dusk that he loved. The
red-tinged light filtering through the grand trees and the shifting winds. The knowledge
that: his hands would tame this land. It had its glory. Perhaps the brother-knights were
correct, and God had ordered this enterprise.

Appreciation forthe settingsun, however, meantacknowledging the coming of night.
And on this glorious dusk, his admiration had drawn him just a touch far afield. Tosee the
light cut through the treetops as it faded, he hand wandered well past the last signs ofhis
owntilling and clearing. The shadows spread from the trees rising slowly tofill all available
spaces. The call of beasts wild and hungry started as he still glanced at the last crimson
ember of light on the tip of the tallest tree.

His eyes adjusted to the darkness, of course, but it was still deep. And he barely
noticed the softness of the forest soil he stood upon as it shifted. He looked down,
kneeling to get a better look, and watched the ground move. An animal, he thought. A
burrowing thing,

Astrangely calm part ofhisscreamingsoul noted that he was half-right when firstone,
then two, powerful hands shot from the earth to grab him. The things head soon
followed, a parody of Man with glowing red eyes and a mouth stretched open to reveal
great teeth.

The farmer’s last thought was that the forest gods were dark indeed in these parts.
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bAPCER JIX:
DISCIPLINES

Behold, the sates of death are in my keeping,
Secrets of a Ses scriptcd for my eye.
—The Erciyes Fragments. Il (Lilith)

Blessings of the Curse

According to Cainite lore, Caine wandered alone and accursed after his
banishment to Nod until he found Lilith. The first wife of Adam, expelled from
Eden for her pride, she was a powerful witch. Lilith showed Caine some of the
secrets of his damned blood. From her, he learned to become quicker and stronger
than before, to see into other worlds, to call forth darkness and light, These gifts
were each an application of Caine’s will over the raging hunger inside him, and
because of this regimented aspect, they have come to be known as Disciplines. In
these nights, there are more than a dozen such Disciplines, some shared by many
vampires, others jealously guarded by certain clans and bloodlines. It is said that
in the earliest nights, every vampire had access to a broad range of powers from the
time of the Embrace. With the coming of the third generation and its clans of
progeny, the gifts became more limited. With time, however, elders and Methuselahs
can learn a stupefying array of blood powers.

Beyond irs origins and uses, each Discipline write-up also discusses how
that ability is as much a part of God's curse on Caine (or Caine's curse on the
Antediluvians) as it is a blessing. These notes are provided for roleplaying
purposes. You do not have to worry about your character losing dots in the
Etiquette Skill, for instance, just because you bought Animalism up to 4 or 5.
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Clan Secrets (GOptional Rule)

Disciplines are potent manifestations of the power of
the Blood, and vampires do not tend to share them. Many
of the more esoteric Disciplines are closely associared
with a few bloodlines, and elders of these clans often take
measures to ensure that their secrets aren’t shared with
others. The system of experience points (see p. 165)
makes purchasing “non-clan” Disciplines more expen-
sive, but Storytellers who wish to keep the secrets of
various Disciplines truly hidden from members of clans
who do not have rthose abilities as clan Disciplines may
wish ro use the following optional rule.

Under this rule, aCainite can freely improve only the
three physical Disciplines (Potence, Celerity and Forti-
tude) and her clan Disciplines. To learn a new Discipline,
the character must partake of the blood of a Cainite for
whom that ability is a clan Discipline and receive instruc-
tion from him. This rule forces vampires who wish to
learn the secrets of, say, Obtenebration, to enter into a
relationship with a Lasombra. As long as the character
receives blood and instruction, the player may purchase
his first dot in this new Discipline at the standard cost (10
experience). She can then improve the Discipline up to
level 5 at the standard out-of-clan cost (current rating x
7) without further special instruction or blood. Only one
drink is necessary, but it does take the student one step
toward the blood oath with his reacher (see p. 260 for
more on this).

[t is also possible to learn the first level just with
blood of the appropriate clan (from a staked victim, for
example) and without instruction, but the experience
cost doubles to 20. As long as the character does not
receive instruction from a member of the appropriate
clan, the player's cost to improve this “stolen” Discipline
also doubles (to current rating x 14). Likewise, this drink
can lead to a blood oath.

This optional rule keeps Disciplines from getting
more than one step away from their narive clans. Many
players, particularly those of Brujah characters (who
receive just one non-physical Discipline) may balk at this
rule, so you may wish to discuss it with your troupe before
putting it into place.

Blood Sorcery

Two of the Disciplines listed in this chaprer, Mortis
and Thaumaturgy, behave differently than the others do.
Most Disciplines have discrete powers at each level, and
increasing your Discipline’s strength by one dot with
experience points grants you access to that power. Mortis
and Thaumaturgy, however, are forms of blood sorcery,
and they unleash a wider scope of powers. To reflect this
property, they are each broken into two parts: path magic
and rituals.

Path Wagic

Each sorcerous Discipline has at least a few paths. They
are best thought of as courses of study of a particular specialty
within the broader field of Thaumaturgy or Mortis. Path
magic is quick and almost improvisational; it reflects a
character’s general mastery of one aspect of his Discipline. A
Tremere advanced in the Rego Vitae path is so schooled in
affecting blood that he can do so without much in the way
of specific preparation. Path magic is ranked from | to 5.
Even those forrunate individuals who begin play below
eighth generation cannot achieve a sixth rank in any path,
tor such powers simply do not exist.

Choose a primary path when you take the first dot in
a sorcerous Discipline. Tremere magi and Cappadocian
sorcerers can choose any of the paths of their Discipline
as their primary p'.lth. Blood sorcerers from other clans are
more limited (see sidebar). The primary path always
remains at the same level as the Discipline itself, increas-
ing as that Discipline increases.

You may purchase and raise secondary paths separately
with experience (see p. 166 for costs), but until you have
reached mastery (five dots) in your primary path, all other
paths must remain at a lower level than it. Therefore, if your
primary path in Thaumaturgy is Rego Mortus, which you
have at three dots, you cannot raise Rego Tempestas above
2 until you have brought your Thaumaturgy to 4, (which
gives you a Rego Motus rating of 4).

ARituals

Unlike path magic, blood sorcery rituals are time-
consuming and formulaic. They are not well suited to
spontaneous use or improvisation. Some rituals work well
with multiple participants; others are solitary rasks. No
ritual takes less than five minutes to perform, unless
stated otherwise in its description; most rake longer.

Rituals are ranked from level one tosix. Unlike paths
or Disciplines, however, a character doesn't have to
separately raise any ritual rating. Your character can learn
any ritual whose rating is less than or equal to her
Thaumaturgy or Mortis score, as appropriate. There are
no prerequisites among rituals; you don’t have to learn
Ward Versus Ghouls before learning Ward Versus Vam-
pires, for instance. Your character can learn any ritual to
which she has access — and thar generally means access
to a substantial library, an indulgent mentor or some kind
of bargain with someone who knows the ritual you desire.
That “someone” can be another member of your clan or
perhaps a being from beyond the physical plane — legend
has it that the denizens of Hell are well versed in arcane
magics. Rituals do not cost experience points to learn.
Their only cost is in time (and what is time, to the
undying?). Typical rituals take one week to learn per
level. The Storyreller is free to increase or decrease this

requirement as suits the needs of his chronicle.
Those Cainites who are obsessed with advancing the
art of their Discipline invariably own whole libraries full
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of ancient and mystical writings, as well as reams of their
own notes, detailing personal investigations into the
supernatural and lessons from their elders. At the
Storyteller’s discretion, characters may research their
own rituals. This process is time-consuming, taking a
minimum of one month per level of the new ritual (and

sure to take far more than a month per dot for rituals of

level 5 and above). The character must have a rank in the
appropriate Discipline and in the Occult Knowledge
greater than the prospective ritual’s rating (e.g., he needs
Thaumaturgy 4 and Occult 4 to create a level-three
thaumaturgic ritual). The character will also need a
decent level of Resources, for he will not have the ability
to wander on far-flung adventures while he sits at home
studying, exsanguinating small forest creatures and tak-
ing notes. The Storyteller is encouraged to come up with
other requirements on 2 rite-by-rite basis, working with
the player to create a ritual that is useful and worthwhile
withourt being overpowered for its rating.

Animalism

Needing humans to prey upon, vampires are often
urban creatures, but the Dark Medieval world is over-
whelmingly rural. The lonely farms and trackless wilds
between cities are dangerous places. [gnoring supernaru-
ral dangers, mortals and Cainites who leave the protection
of cities may find themselves threatened by wild animals,
from the wolt pack to the enraged elk. Vampires who are
too squeamish or desperate to feed from humans must
often approach wild animals for their blood, as well. The
wilderness is a place of tension and danger for vampires.

Humans also need animals. They ride them, work
them, eat them or keep them as companions. Animals
make up an inextricable part of mortal society. Animals
infiltrate every part of human life, and for the most part,
humans ignore the swarming animal life in rheir midst.
This is just as true in cities as it is in the countryside: Fowl,
pets and even small livestock wander around even the
richest of medieval houses.

Ordinarily, a Cainite needs a moderate rating in
Animal Ken just to keep mundane animals from panick-
ing when the beasts catch the scent of such a supreme and
unholy predator. With Animalism, however, vampires
can use animals as food, as spies and occasionally as
weapons. Such activity does go against animals’ natural
instincts, bur the unholy power of the Cainite is more
than sufficient to trample the creatures’ basic desires.
Afterall, as more than one Gangrel has pointed out, being
saddled and ridden goes against a horse's natural instincts,
and yet they acquiesce to such trearment quite readily
after learning their place in the universe.

Animalism, like all Cainite Disciplines, contains a
reflection of God’s curse on Caine. Vampires who use
Animalism extensively recede from humanity and from
Cainite society — a fact that may help explain why the
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Nosferatu and Gangrel are such outcasts. Animals’ activi-
ties and reacrions are simple and predictable, and they
easy to shove abour with Animalism. This is much less
true for humans and vampires, and Animalism users risk
the loss of their social skills.

Animalism is a clan Discipline for the Gangrel,
Nosteratu, Ravnos and Tzimisce. Their twisted visages and
outré habits push these vampires farther away from the
embrace of immortal culture and out into the company of
beasts. Nosferatu, many of whom are devoutly religious
(whether Jewish, Christian or Muslim), believe that Ani-
malism is one of the last remnants of God’s blessing over
man. They frequently refer back to biblical stories to help
explain their manifestations of the Discipline. The Gangrel,
most of whom do not even believe that they descend from
Caine, see this Discipline as a reflection of their role as
supreme hunters whoare favored by theirgods. The Tzimisce,
in a somewhat similar |i_=_'}ll. see themselves as absolute
masters of their faraway mountain domains and believe that
it is only right that they dominate the creatures of their lands
ds c’;l.\'ily as thw_. do the peasants w ho toil under them. .M;ln\,'
Ravnos treat the animals that they turn to their service as
faithful companions or servants, at least as valued as any
human ghoul. In these nights, Animalism is a useful Disci-
pline for nearly any Cainite, but many of the High Clans
eschew it in favor of those abilities that more directly affect
the human psyche. Animalism is favored by those on the
Road of the Beast in particular. Regardless of clan, those who
live as peasants, knights or travelers find much of value in
Animalism.

Traits for various animals appear in the Appendix
(pp- 310-313).

~ ~
® Teral Speech

This power allows the Cainite to hark back to the days
before the fall of Babel, when all speech was one. Although
he cannot use this ability to communicate with humans or
Cainites who do not speak his language, he can communi-
cate withanimals, be they wildor domesticated. The vampire
needs only to look into the crearure’s eyes for a moment, and
he briefly gains facility with that animal’s native speech. The
two communicate in the animal’s tongue — a vampire
speaking roa horse must whinny, one talking toa wolf might
bark or howl and so on. (The animal replies in kind, of
course.) According to rumor, the Nosferatu can communi-
cate with animals without making a sound, but they must
concentrate solely on the creature in question, and they
cannot lose ¢ye contact tor even a moment.

The use of Feral :"“[‘(.‘L‘k'h does not [‘n't!w.-pnw an
animal to react in a friendly fashion toward the vampire.
Keep in mind that animals that have not been made

ghouls tend to react poorly to supernatural predarors of

the night. The character can bully small creatures such as
squirrels or rabbits easily, but raptors and swift, indepen-
dently minded animals do their best to escape from such
a situation. Larger creatures require some negotiations to
get any useful information.
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This ability does not grant the animal in question any
unusual information. The Storyteller should consult the
Appendix (page 210) to determine a rough level of intelli-
gence for the animal, and use thar and the creature’s known
]‘R'}\LI\'il s asa I‘ilh(' tor e 3It'|‘|l‘\'. P\l.'[“k'“ll"l'r 1 I'Iill tew i”‘li.lnill“

Successes Response

Botch A random fraction of the crea-
tures respond, but are hostile to
the characrer

can count or read, and humans mostly all look alike to them. Failure No resporise; you may try again

The character may be able to convince animals to do 1 success One animal responds

him favors if he is sufficiently impressive ro them. If 3 2 successes One-quarter of the animals within

such is the case, the beasts do their best to perform © ’ range respond

such favors. ] } successes Half the animals within range
System: Noexpenditure or die roll is necessary 2 respond

toactivate this power, but the character must spend i‘ 4 successes Three-quarters of the animals

one turn getting the animal’s attention and looking ’ within range respond

into its eyes in order to key his own Beast to the ¢}

\ 2 : 5+ successes All animals within range respond
creature’s language. Roll Manipulation + Animal :

Ken to get favors or useful information out of

an animal. The difficulty is 6, unless ;
: ' out audibly and summon as much of the local population of
maodified up or down for circum- e ; .
: that animal as he can. Not all of those creatures definitely

stances. Each success gleans one ; ;
- come to the character’s assistance, but those that do aid the
favor or one useful piece of in-
character as best they can.

formartion; hve successes gets

the character roughly anything
he needs, within reason. The

The character can call a somewhat broad grot ip of
;mmml« all those of a single species, by modem

; s |\:1rl;mu: — or he can be more precise. He could try to
style by which the character gets _ : :
4 : y summon all dogs in an area, or all female red-tailed
what he wants depends in part on 4
. .o hawks berween the ages of one and three years
hisroad and Nature, but primarily on : ‘ ,
) inclusive. Obviously, the former summons brings
the roleplaying between the player ) :
more creatures and the latter might not bring any

at all.

)}

and Storyteller.
® @ 2oal's Call

This ability — named by
those Cainites who believe
that Noah called onall the
wild crearures to come
to his ark before the
flood — allows achar-

%

System: Roll Charisma + Survival (diffi-
culty 6) to use this ability. Consult the table to
see how many creatures succumb to the

characrer's power. Note that if, for instance,
only one animal meets the character’s crite-
ria within range of hearing, then one or two
successes will not summon it. The power
acter to call out a works out to the limir of hearing ,,“|mh
summons for a particu- t";l[l\'lll‘\,'fll"‘lnl beast tobeast. A wolf nnn_:h(
lar kind of creature. In

order to use Noah's (.:'.I“

l‘L’ '.I|‘|<.' o I‘lt.".lr asumimons |‘|u\\'| as tar as
four miles away, while a groundhog had
better be within a half-mile. When in
doubr, the Storyteller should roll Per-
ception + Awareness for a sample

on a particular kind of
animal, the vampire
must ;lh‘L':lJ'\' have used
Feral Speech on an
animal of thatspecies
in the past. The
Cainite then uses

member of the species. Every success
extends the range by half a mile.

® e o Cowing the Beast

his sublimated The wildest rage of human or animal

memories  of pales beside the unholy, God-cursed Beast
that  “lan-

suage to Cry

of the Children of Caine. A Cainite with
Cowing the Beast can use
that fact to his advantage.
He has little difficulty caus-
ing the heart of man or
animal to grow faint at
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the very sight of him. With a modicum of effort, he can cause
an opponent to run shrieking into the distance or collapse
into a gibbering heap.

If the rarget suffers from fear-driven derangements,
she is likely to succumb to them, as the sight of a vampire
using Cowing the Beast drives the Discipline’s target into
paroxysms of terror. Nosferatu and some Gangrel pass the
secret of using this ahility to soothe an opponent’s Beast,
rather than dominate it. Those who do so refer to the
ability as Song of Serenity. (To learn this Song of Serenity
effect, the character must simply find a teacher and spend
afew nights learning it. [t is an effect inherent to Cowing
the Beast that many Cainires simply do not realize they
can unlock. There’s no additional experience cost.)

As with many aspects of a Cainite’s existence, the use
of Cowing the Beast involves a harrowing loss of control to
the vampire's own Beast, ifonly for an instant. The character
cuts loose for a moment, letting his Beast terrify his rarget's
inner animal nature. Those Cainites who are not on the
Road of the Beast are likely to be rather unsettled by this
LIiHI‘li“' ll‘lcll‘..\'cl\'u.\;, as their rational nartures must momen-
tarily give way to a rush of power and hatred.

System: When the character uses Cowing the Beast,
the player should roll Manipulation + Intimidation (or
Manipulation + Empathy, if using the Song of Serenity
variant), at a difficulty of 7. This action is exclusive. The
character cannot engage in combat, run, or create works
ofart while activating the Discipline. The character must
earn a number of successes equal to the target’s Will-
power. If doing so takes more than one turn, then the
Discipline becomes an extended test, and it succeeds as
soon as the character collects that many successes. Failure
means that the character loses all collected successes. A
botch means that the rarget’s Beast is forever beyond the
character’s control.

A successfully cowed mortal or animal is so intimi-
dated that she cannor engage in any form of struggle and
may even refuse to move unless the Cainite orders her to
do so. The victim will not even defend herself unless her
player makes a Willpower roll. The player of a cowed
character cannor spend or regain Willpower. She should
roll Willpower (difficulty 6) every night until she accu-
mulates as many successes as the vampire’s Willpower.
The effect then lifts. The Song of Serenity has the same
game system effects, but it makes its victim utterly listless.

Cainites’ Beasts cannot be cowed with rhis ability,
but the Storyteller may permit characters to use the Song
of Serenity variant to pull a vampire out of a frenzy.
Should the character earn three or more successes, the
frenzied target may attempt to pull herself out of the
frenzy, using the same difficulty as the stimulus that
pushed her into it.

® o o o Ride the Wild Mind

Cainites who know Ride the Wild Mind are able to
dislodge their own souls from their bodies and seat them
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in the bodies of wild animals. Since animals have no souls,
by any reasonable definition (including the Christian one
of the time), the Cainite commits no sin by resting his
own in the creature’s body for a short time. While possess-
ing an animal in this fashion, the vampire controls the
beast’s every move and reaction.

The character must stare for a moment into the
animal’s eyes before possessing ir. His body then drops
into a torpid stupor as his soul drifts out of his body and
into the animal's. The character may remain in the host
animal for as long as he likes, but his body still loses blood
at its normal rate while he does so. Those using Ride the
Wild Mind are prone to adapt some of their host animal’s
behaviors when they emerge from the possession. Many
Tzimisce sculpt dogs or wolves into hideous war-ghouls
and then possess them with Ride the Wild Mind, giving
themselves command of a frightening monster during a
battle while leaving their bodies safe at home. Some
superstitious Gangrel and Ravnos believe that a piece of
their soul remains in the animal when they leave it, so
they make a point of consuming the animal's blood when
the ride is done.

Cainites who miss their living days exult in the
freedom and power of Ride the Wild Mind, as it brings a
strong sensation of life along with it. Those who no longer
miss their living days — particularly those not on the
Road of Humanity, or who have low scores in that road —
tind the power's use to be disconcerting. Once again, the
vampire can feel “his” heart bearing, he suffers from
mundane hunger, and sweats and produces filth all on his
own. These sensations are long absent even in the ancilla.

System: Roll Charisma + Animal Ken (difficulty 8)
while the character looks into the animal’s eyes for a turn.
The character cannot possess worms or other creatures
without eyes, as they have no easy passage for the soul.
The animal must also be a living creature of flesh and
blood to be possessed. The Cainite cannot ride a demon
(even a familiar in animal form) or a ghost. One success
allows the character to just lmrcly take over the animal’s
body; multiple successes give him greater access to his
Disciplines, per the following table:

Successes Result

Botch Roll to resist Rotschreck as the -
character’s Beast is overwhelmed
by the animal’s nature.

Faiture Cannot possess; try again next turn

Possess the animal, but cannot use
any Disciplines*
Can use -Auspex*

| success

2 successes
Can also use Presence*
Can also

Dementation

3 successes

4 successes use Dominate,
Can also use Thaumaturgy -and

Mortis (paths only), Chimerstry

5 successes
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Results marked with an asterisk (*) also require the
character to spend Willpower to take any action that the
Storyteller deems out of line with the animal’s base
instincts. While using Ride the Wild Mind, the character
may walk around as the animal in the sunlight without
suffering any ill effects, although he must make a Road
roll to remain conscious, just as he would in his own body
(see p. 235).

When the character leaves the animal’s body to
return to his own, the player must roll Wits + Empathy
(difficulty 8) and score as many successes as days the
character spent within the creature (minimum of one). If
the player fails this roll, the character spends the same
number of days in a purely animalistic mindset, obeying
the urges and instincts of the creature whose body he just
left. Should he botch, the vampire frenzies and then drops
into the animalistic mindset just described.

Whether the player succeeds or fails at that roll, the
\':\[11|‘ilc is stuck thinking in the creature’s ways for some
time. The character must spend seven Willpower points
or seven days (or some combination of the two) to get
over the effects of having used this power. Until that time
has ;\:lswil. the character I‘Cr.lt'Xl\'L‘]\' reacts as his old host
did. A vampire who spent time in the body of a wolf may
growl at unc:\-;pcclv-.l visitors, kowtow c:\'(cs.\i\'ciy to princes
and others of acknowledged higher status and so on.
Many Gangrel use this side effect of Ride the Wild Mind
to their advantage, possessing a wolverine for extra feroc-
ity or a squirrel to get themselves in the habirt of storing
voodies away for winterrime.

Should the animal die while being ridden in this
fashion, the character’s psyche returns to his body. When
it does, it may be slightly rraumatized, an effect that has
no game mechanics but which the player is encouraged to
roleplay our.

® e e 0o Dygiwingout theBeast

Cainites with this ability are so familiar with the vagar-
ies of animals’ instinctive reactions that they can even read
the reactions of their own Beasts. What's more, as the
vampire’s Beast becomes more aroused, he gains the ability
to send it out into another being, rather than allowing his
OWI “'\P”'l[ to h\‘ LT'\'L'T\\'hL'In'It’t! b\' f]'l(‘ hl(‘l)\.l rdage.

The target of the Cainite’s Beast is immediately
overwhelmed by a frenzy, and during that frenzy, he acts
precisely as the Discipline’s user does when in frenzy,
right down to the occasional murderous turn of phrase.
Those who know the vampire might recognize their
friend’s Beast in another, but such a thing is quite rare.

The Gangrel use this power to enable their ghouls
and childer to act as terrible proxies in time of battle,
while the Ravnos use it to torment individuals who
present themselves as beacons of righteousness. The
Tzimisce use Drawing out the Beast to wreak dreadful
havoc on an opposing voivode’s holdings before bringing
their full force to bear, while the Nosferatu prefer to use
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the ability to humiliate other vampires whom they feel
need ro be taken down a peg.

System: The character must be in a frenzy or near
one — that is to say, exposed to a possible source of frenzy
(see p. 264) and engaged in a test of Self-Control or
Instinct ro resist or ride it. To use the ability, announce a
target to \-‘-’]1\)[11 your l.h;ll'il('l'l."l' ]'Ini.)" llnL' l‘t. ‘ﬂ?.:ht \lI\L] lht‘n
roll Manipulation + Animal Ken (difficulty 8). At least
two successes are required on this roll to achieve the
desired effect.

Successes Result

Botch Eriter a tremendously dangerous -
frenzy, from which even Willpower
expenditure cannot rescue you.

Failure Enter a terrible frenzy, that-lasts

twice as long and requires twice as
many successes to shrug off as nor-
_ mal.

1 success Accidentally release your Beastupon
I a friend.
2 successes  Transfer yout Beast successfully, but
you are stunned, and lose your next’
turn to inaction-while you recover.
3+ successes  Transfer your Beast successfully.

If the target leaves the character’s immediate vicinity
before the frenzy ends (or vice versa) the character risks
losing his Beast permanently, as it remains with the
victim. The vampire’s Beast often likes “living” inside
other beings, and it is loath to return to the vampire it
knows so well after having a taste of freedom. Should the
character lose his Beast, even temporarily, he becomes
lethargic, sleeping late in the evenings and needing to
spend Willpower to perform even such tasks as feeding.

To recover his Beast, the character must first find its
carrier — who is probably not having an easy time of
and then coax his
Beast back to his body. To do so, the character must act
in ways that would lure a ravenous, frenzy-yielding
vampiric monster toward him. The Storyteller should
make sure to play this scene up for all it’s worth. In the
tragic event that the Beast-carrier dies, the vampire's
player makes an Instinct roll against a difficulty of 9. Even

things, especially if he is mortal

one success returns the Beast to its owner, but a failure
means the vampire has lost his Beast forever. The shock
of the Beast’s death cry immediately sends the vampire
into torpor.

oo oo e o Hucllthe Herd

This power works similarly to Cowing the Beast, save
that the Cainite using it subdues the passion and indi-
viduality of a whole group of mortals or animals
simultaneously with the power of his own Beast. It does
not work against Cainites, though it does affect ghouls.
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As many as 20 targets may be affected by this ability at
once, as long as all involved can see the character.

System: Roll Strength + Intimidarion (difficulty 7).
This is an extended test: You must accumulate as many
successes as your rarget has temporary Willpower. You
COwW any target whose W”t“pn\\'g‘r you exceed with suc-
CESSES — as s00n as you have rolled 5 successes, all targets
witha Willpower of 5 or less are subdued. Failing your roll
means that you have to begin accumulating successes
again from 0, but your victims do not become free. A
borch nor only sets your victims free of the quelling, but
sends them into a frenzy, howling for your blood.

Those cowed with Quell the Herd behave and free
themselves in the same manner as those affected by
Cowing the Beasr.

Auspey

As the supreme hunters of the night, Cainites have
senses that are unmatched by any mortal — many Cainites
can smell an uninjured human’s blood from yards away.
Members of several clans — the Toreador, Cappadocians,
Malkavians, Tzimisce and Tremere — have refined those
senses to the point thart their own senses outstrip Cainites’
abilities to the same degree that Cainites’ outstrip mortals’.

Many vampires with high levels of Auspex cease to
perceive events in the same way that mortals do. What a
farmer’s wife might think of as a foul stench, a Cainite’s
nose breaks down into its component scents, identifying
the source of the odor, its distance and its age. Such
vampires stop making value judgments about strong odors,
harsh sounds or strange sights, instead taking such vistas
in and considering their components individually. Vam-
pires of such refined sensibilities are apt to lose themselves
as they take in the physical world; bright lights can
sometimes stun them as they consider the darkness, or
harsh sounds as they examine a faint cry.

Gatherings of Cainites whose members include those
skilled with Auspex soon learn that secrecy is extremely
difficulty to maintain; a whispered conversation is au-
dible across a courtyard to a vampire with high levels of
Auspex. In fact, some elders take advantage of this trait
and carry on public conversations from opposites sides of
cathedrals while barely speaking loudly enough to be
heard by mortals sitting next to them. Characters who
wish to keep secrets in a group of such Cainites must resort
to passing notes back and forth or finding a private
chamber in which to speak.

Auspex is said to be part of God's curse on Caine
because it encourages vampires to obsess on minutiae.
Rather than witnessing God’s plan for creation — or
another Cainite’s plan for the future — the high-Auspex
vampire occupies his time by dwelling on insignificant
details. However, rare is the Cainite who cannot take
advantage of Auspex in some fashion.
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® Heightened Senses

The most basic ability of Auspex doubles the range
and sensitivity of a vampire's senses. The character can
see and hear twice as far, and can see better in faint light
than other vampires do. Similarly, she can pick up scents
as well as a hunting dog and follow them if she learns to
do so. Her senses of taste and touch do not increase in
range, of course, but they do becomes vastly more sensi-
tive. A character with Heightened Senses might detect
the vintage in a vicrim's blood or recognize a long-absent
mortal acquaintance in pitch darkness.

At the Storyreller’s discretion, Heightened Senses can
provide glimpses of the past, the future or faraway lands.
These flashes are nearly always crypric premonirions that
must be interpreted. Whether these messages are the
character’s own clairvoyant tendencies extended beyond
her conscious control or messages from torpid Methuselahs
—orother powers— is not known, and the source of debate.
These sorts of visions never come when willed, and they are
almost always disorienting and frightening, leaving the
vampire with a brief loss of sensation of the here and now.

When concentrating on faint sensations, the charac-
ter is particularly vulnerable to strong ones. A bright flash
of light in the dark or a thunderclap in a silent cave might
blind or deafen the characrer for as long as an hour.

System: It takes a free action to activare this ability, but
no roll or other cost is required. The difficulty of rolls
associated with using the character’s sense (such a Percep-
tion + Alertness) decrease by anumberequal to the character’s
Auspex rating when the power is engaged.

The Storyteller should remember the potential hazards
listed previously and fit such blindness or deafness to the
situation at hand, perhaps allowing a Stamina + Alertness
roll to overcome its effects. The content and frequency of
insight and premonitions are left to the Storyteller’s discre-
tion. She may roll the characrer’s Auspex rating as its own
dice pool (with a difficulty ranging from 6 to 9) to see if a
vision comes at an appropriate moment, if she wishes.
Intelligence + Occult rolls may also be necessary to interpret
the visions gained with this power. Such visions should be
quite rare: The voices are no mere servants, to come when
i"iLh]L'n.
® @ Coulsight

Cainites with Soulsight claim that every being with a
soul projects ahaloa short distance from his body. They know
this primarily because Soulsight lets them see this halo,
which shimmers and undulates with each person’s mood and
changes color as various emotions wash over them.

Harsh emotions tend toward the red end of the spec-
trum, while calm and cool ones are bluer; strong emotions
are bright, while weak ones are dim. As it is rare (outside of
frenzy) for anyone to feel just one emotion at a time, most
halos are mosaics of color, with veins and spatters of second-
ary emotion that tinge the primary feeling. A vampire's halo
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is pale, much as the Cainite’s skin is, while a healthy mortal’s
halo fairly pulses with life. It is relatively easy for a vampire
with Soulsight to distinguish between the two.

St‘ll'.\i;"l[ L]l‘k'\ not work well as a lie-detecror. Most
accomplished liars (particularly Cainites) are perfectly calm
and comfortable while lying, and they frequently learn to
\li‘*”'.lk'l |]1l'ln\{'l\'t"\ W |Ih P]L“J*'.llﬂ ||1l'ﬂ._|L’i]1.‘- “'hllt‘ spmning
the most outrageous lies. Conversely, someone may be being
rotally rrurhful and still be nervous. Additionally, spying on
halosis not a subtle thing. The character must ogle her target
to get a pood view of his halo.

System: Roll Perceprion + Emparhy (difficulry 8). The
Storyteller may prefer to make this roll for you, so that you
don't know just how much information you have gained or
whether you have failed or botched. Youmust get one success
to get even basic information, per the following chart:

Successes  Information
Botch Misleading halo
Failure No aura

Can read the shade (pale or bright)
As above, and can distinguish basic
C()lur

1 success

2 successes

As above, and can recognize
patterns

As above, and can notice subtle shifts
As above, and can identify mix-
tures of color and pattern

3 successes

4 successes
5 successes

If the target has around a quarter cover or concealment
(which includes moving around in a crowded room), in-
crease the number of successes needed by one (so one success
gives no information, and four gives patterns). If the target
has more than around half cover, increase the number of
successes needed by two. You cannot read the halo of
someone with more than three-quarters concealment.

You cannot reroll to lmprove your ¢ haracter’s per-
ception of another character’s halo until at least an hour
has passed. Doing so is treated as an automatic botch.
Also, it is very easy to sneak around you while you are
ogling a halo, and observant foes are sure to realize that
and gain three dice to all Stealth totals against you while
you use Soulsight against another.

The halo colors chart offers sample colors and patterns
for the Storyreller to use in describing a character’s halo.
However, the Storyreller should not feel constrained to stick
to these halo colors, nor even to this metaphor (emotional
state as halo). For certain characters, Soulsight might mani-
fest by making other beings appear as though they were
carved of stained glass; others’ might perceive distinctive
scents. In all these cases, however, your character will still
understand the basic meaning of the halos he sees.

i » N INY AP 7o
® oo TheSpirit's Touch
A mortal creature leavesa subrle scenton L'\'k‘l".'lh'll'llg'
it touches. Ask any king's keeper of hounds: Dogs, among

HALO COLO
Halo Color

Orange

Condition
Afraid

Aggressive Purple
Angry Red
Bitter
Calm

Compassionate

Brown
Light Blue
Pink
Conservative Lavender
Depressed Gray
Desirous or Lustful Deep Red
Distrustful Light Green
Envious Dark Green
Excited Violet
Generous Rose
Vermilion
Black
Yellow
White

F)lllk'

Happy
Hateful
[dealistic

Innocent

Green

Silver

Gold

Dark Blue

Halo Shade or Pattern

Appropriate color is pale

piritual
Suspicious
Condition
Vampire
Confused Morttled, shifting colors
Daydreaming Sharp flickering colors
Diable

Frenzy

Black veins in aura
Rapidly rippling colors
Psychotic Hypnotic, switling color

Magic Use -iad sparkles

others, can easily track this scent. In the same fashion,
mortals and vampires leave a rtrail of their own essence
upon anything they touch. Vampires with Spirit’s Touch
can see this immaterial residue. Although Spirit’s Touch
users generally cannot track people with the ability — a
person must keep an item long enough to leave an
impression, or care about it strongly they can easily
determine who the last owner of an object was, who
created a work of art and the like.

Beyond this simple identification, a characrer with
Spirit's Touch can catch glimpses of the object’s creation,
use and meaning to its owner. These impressions vary
widely, but a brief glimpse is rarely sufficient to learn
anything useful about the item. The character must have
time to sit and study it.

Members of the clans to whom it comes naturally
treasure the Spirit’s Touch. The Cappadocians can re-
create the end of a life from examining a corpse and its
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treasured possessions, which may aid in their divinarory
abilities. The Toreador use Spirit’s Touch to refine their
own techniques with musical instruments or other artistic
tools, or to help gain insight into the creative process of
a long-dead master. The Tremere are better able to
identify the properties of magical potions and enchanted
items than any mortal wizard. Some Tzimisce use Spirit’s
Touch to ensure thar a lerter passed from another voivode
was created by the one whose seal marks ir. And many
Malkavians are known to rob mortals’ homes of treasured
items, then use those objects to gain a disturbed sort of
insight into the minds of those whom they wish to
torment into madness.

System: Roll Perception + Empathy, with a diffi-
culty based on the strength of the psychic impression. An
item that one handled only briefly, one that was unimpor-
tant to its last owner or one that is otherwise |nc:1nin_\_:lc~'.h
has a target of 9. The stake that Tremere may have used
to immobilize Saulot while diablerizing him would have
a target of 4. Other difficulty numbers range between
those. When in doubt, the Storyteller may wish to assign
a flat 7. The number of successes rolled determines the
amount of information available:

Information

The character is overwhelmed by -
psychic impressions for the next
30 minutes and unable to act.
No information of value

Very basic information: the last
owner’s gender or hair color, for
instance.

A second piece of basic information.
More useful information about
the last owner, such as age and
state of mind the last time he
used the item.

4 successes The person’s name.

5+ successes A wealth of information: nearly
anything you want to know
about the person’s relationship
with that object is available.

Successes

Botch

Failure
1 success

2 successes
3 successes

® 000 Steal Secrets

The characrer can open a doorway between his mind
and the target’s, allowing her to read the target’s surface
thoughts as though they were spoken aloud. She may also
5['1@:11\' her own lhnughls to the target inaudibly, but the
target cannot turn the tables on the character and listen
in on her surface thoughts. A character with this ability
can also use it to plunder the mind of her target, stealing
information she desires and learning the target’s secret
wants and fears.

In group meetings among the many clans with access
to this ability, there are often two or more lines of
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conversation going on, quite divergently: one audible,
and one or more sub-rosa, passed from mind to mind.
Stc:l' Secrets is .l|‘|u[|‘|L'|‘ power that makes Iht' Tul'&'.u't:l‘
such potent conveyors of social standing: You might be
sure that the court chamberlain isn't l>l|kil1u about you,
but it’s impossible to know what he's thinking about you.

System: Roll Intelligence + Subrerfuge, with a diffi-
culty equal to the subject’s current Willpower. Each
success allows you to ferret out one thoughr or fact from
the target’s surface thoughts. To penetrate another layer
of thought (surface thoughts and basic attitudes to hidden
thoughts to simple memories to deeply buried thoughts)
costs an additional success. Learning a single simple
memory from a peasant costs three successes rather than
just one. Additionally, the mind of a Cainite is naturally
closed to contact, unlike a mortal’s. To crack through this
defense, you must spend a Willpower point in addition to
succeeding in the roll.

Surface thoughts are fleeting and often quite chaotic,
and the Storyteller is encouraged to describe a target’s
thoughts in terms of impressions and unexpected images
instead of simply blurting out the target’s plans and ideas.
Such thoughts’ interpretations are best left in the player’s
hands, though generous Storytellers may allow a Percep-
tion + Empathy roll to filter out the worst of the “noise”
coming from a target’s mind.

Your character may project her thoughts withour a die
roll beyond that described already. These thoughts, how-
ever, are obviously intrusions into the rarget's mind, so they
cannot be disguised as his own feelings or ideas. However,
your character may attempt to disguise her mental “voice”
witha roll of Manipulation + Subterfuge (difficulty 9) so the
target doesn’t recognize her as the “speaker.”

eeee e Yuimaalk

In dreams, Cainites and mortals alike walk the earch.
They may travel from place to place at unearthly speeds
and witness impossible deeds. The vampire who has
learned Anima Walk learns to dislc dge llcr\pil'll from her
physical body at will and wander the earth as an invisible,
disembodied spirit. This spirit, or anima, is connected to
the vampire's physical body by a silver cord that is
invisible to those on the mortal plane. The anima can
move at great speeds and even fly. It can pass through
solid objects as though they did not exist or drift through
the very earth. The anima cannor travel farther from the
character than the moon; it cannot even reach that
luminous orb.

When the character activates this power, her physical
body drops into a state reminiscent of torpor, though it
returns to full awareness when she returns to the body.
However, when rhe characrer leaves her body behind, she
must have a set destination in mind. Changing her destina-
tion means that her silver cord may become tangled in the
spirit realm, and she may lose her way back to her body.
Should this happen, the anima would become lost in the
spirit world, subject to a variety of terrifying and unearthly
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sights and encounters — most of the ghosts and spirits of the
natural world seem to be quite hosrile to Cainites.

Many Toreador with Anima Walk use it to eavesdrop
on talented artists during their working hours withour
disturbing the creator. Some Cappadocians — particu-
larly the upstart Giovanni family use it to engage
shades of the dead in conversation. Most other clans use
it tospy on one another or to ensure that their minions are
acting according ro instructions. Cainites who know of
this power’s existence tend to assume that the most
powerful Methuselahs and clan founders use it from
torpor, keeping tabs on whole bloodlines for their inevi-
table night of return.

System: Spend a point of Willpower and roll Percep-
tion + Occulr. The difficulty is a base of 7, modified by the
distance and complexity of the voyage you plan to take. A
quick step out to the corner tavern might require only a 4,
while a trip east into Taugast could require a 10. Three
successes are needed in order to have a safe and largely
uneventful walk outside your body. Just achieving one or two
SUCCEesses IL' s you LL“«I\'L’ your l"l )L]\_' ]'lnd 20 0n [}1(' Voyage you
intend, but it will take longer than expected and involve
hazards to your spiritual body. A failure indicates that you
must spend another point of Willpower and roll again, while
a botch snaps your silver cord and casts your spirit-body far
from your physical one: into adistant land, adreamlike spirit
realm or the dark lands of the dead. If your silver cord is
broken for any reason, your body immediately drops into
torpor. Should you change or add to your destination while
onananimavoyage, youmust roll Perception + Occult again
atanew target number as designated by the Storyteller, with
the same consequences for varying degrees of success.

You are invisible and immaterial while projecting into
the spirit realm, unless you should encounter another spirit
ora Cainite who is also using Anima Walk. Orher characrers
with particular sensitivity to ghosts and psychic activity
(including those with lower levels of Auspex) may notice
you with a Perception + Occulr roll. The difficulty here is 8,
and the target must roll mare successes than you did when
activating the power. Even those who do notice you won't
be able to identify you; you are merely an immaterial shade
hovering in the general area. You do not carry clothing or
objects on your anima walk. You appear to be an idealized
version of yourself, clad only in spirit-stuff. Legendary or
magical objects might come along with you as you project
your soul. The Storyteller has the final word on this.

To other Cainites using Anima Walk, you are en-
tirely physical, and you can interact with them as you
would interact with someone you encountered on the
physical plane. However, should combat begin (either
with another vampire, or with spirits) you have no Physi-
cal Attributes. Instead, you should use your Wits as your
Dexterity, your Manipulation as your Strength and your
Intelligence as your Stamina. Additionally, you cannot
attack your rarger directly. Instead, you must attempt to
cut his silver cord. Successful attacks drain remporary
dots of Willpower from an opponent instead of costing
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her health levels. Neither combatant risks wound penal-
ties in this fashion, but when you are out of Willpower,
your silver cord has been cut, and you are sure to become
lostin the spirit realm. Finding your body might rake days,
or even longer if you are in unfamiliar territory. Without
your silver cord to guide you unerringly home, you may
find yourself in great danger.

You can use other Disciplines while using Anima
Walk, but they affect only the astral plane on which you
tl'il\'L‘l. 5\’ you Ctill]kl Ll”l‘nin:lr(' ‘.1|‘l(“‘h§.’r vampire \\‘llll 1S
using this power, but not the lowliest of mortals you
observe on the physical plane.
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A Cainire with Farsight can extend her senses over
nearly any distance, and see and hear activity on the other
side of the world without leaving her body, if she is
familiar with the target of her scrying. This puts her at no
risk. Unlike Anima Walk, the character’s soul does not
leave her body. However, she must have traveled (either
physically or spiritually) to the place she wishes to scry or
have met the person upon whom she wishes to spy.

A vampire may use a tool of some kind as a focus for
her concentration while using Farsight. She might use a
favored mirror or a detailed map to guide her spiritual
travels. However, this is not necessary for all Cainites.

System: Roll Perception + Empathy (difficulty 6, or 8
if you have only visited the target using Anima Walk). No
matter how far away the target is, you can spy on it if you
succeed on this roll. You can use your other Auspex abilities
normally on the target if you achieve two or more successes
on this roll. The use of other Auspex powers requires the
appropriate rolls and expenditure of points, of course. Other
Disciplinesare notavailable through the medium of Farsight.
Only the preternarurally sensitive — those with Auspex 6 or
higher — will even have a chance to recognize that they are
being spied on in this fashion, on a roll of Perception +
Occult (difficulty 9).

If you choose for your character touse a physical focus
to aid her concentration, the Storyteller may reduce the
difficulry for using Farsight or related Auspex powers by
one if he so wishes.

Celerity

Celeriry is one of three core physical Disciplines that are
common to most Cainites. Even those clans whose members
don’t actively favor Celerity (that is, those who are not the
Brujah, Toreador and Assamites) find the power just too
useful todo withour. Celerity enablesavampire toaccelerate
his reaction time up to speeds that the mortal eye can barely
follow, letting him move more quickly or fell halfa dozen foes
in a few heartbeats. Some Toreador use Celerity to enhance
theirability to perform physical artssuch as dance; Assamites,
Brujah and most other clans use it to swiftly end fights, either
by fleeing or by brutally dropping foes before they can react.
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Most Cainites assume that Caine or the Antediluvians
developed this ability to enable them to hunt more effec-
tively, which isa paradox of sorts, since using it for any length
of time costs the user as much blood as she might gain from
asuccessful hunt. Other vampires claim that Celerity is part
of Caine’s curse on his undead children, as the great speeds
itbequeaths a vampire are fleeting, and leave the Discipline's
user exhausted, hungry and impatient with the ordinary,
slow pace of nightly life. Perhaps the world’s speed might
catch up with a Celerity-using vampire's desires in the
distant future, but for now, he must sufter through a quiet
“‘l]l‘]d Uf‘ 11ill'\\(."'t.1r.1\\'l'l carts «Ind Tl‘lltll:l[]}_{ Il]l'ililull ||lt' \Iiil'l(
from city to city.

System: Vampires with Celerity can use the Disci-
pline to take multiple actions in a turn without the
normal penalties to their dice pools (see p. 116). These
actions can include movement, rn:||\]|'n.«_: the {fa-|ut'i|y-
user to sprint at unheard-of speeds.

Each point of Celerity allows up to one extra action,
and the vampire may use his entire dice pool for each
additional action he takes. The character must .‘-I‘L‘I‘ld one
blood point per extra action taken per turn, and she may
spend blood points beyond her normal generation maxi-
mum. For instance, an 11th-generation Brujah with
(:k’l(']‘ll'_\' 5 may HI‘-C'HL] lh'!'l’t' I‘Il'lllll ]‘l\ll'll.‘l o }_:ili!l [lll’['t'
extra full-dice-pool actions. The blood points must be
spent at the beginning of the turn, and they cannot be
mixed with any other blood expenditure. Additionally,
IhL' acrions I\l’ll\'ldcd |‘|\‘ (:L‘lL'I‘il\' cannot }w flll'[hu!' (II'
vided into multiple actions — the character may use her
basic action for multiple action as much as she likes, but
each action granted by Celerity is “indivisible.” Also,
Celerity-granted actions must involve physical action.
The Discipline does not allow a vampire to translate a
[exr or [-‘CI'I.“['H'I d Thilllnﬂllli[’}_{y T'illlill maore l'-ﬁ"il“'_\.'.

(:L'l{'l‘ll\' has no separate powers below the sixth dot;
each point simply grants an extra free action. Rumors
abound of alternative abilities for elder Cainites who possess
levels in Celerity above 5, but these are only rumors.

Extra actions granted by Celerity do not take place
until after each characrer has raken one ordinary action,
so that everyone gets to act once before anyone acts twice.
Everyone who is able to act twice does so before anyone
takes a third action, and so on. The only exception to this
rule is using Celerity actions to provide for emergency
defense: A character may use a Celerity action to dodge
or block even if he's already taken an action, for instance.

These extra actions may be taken to ]"l'il\'lklk' extra
movement, ;lHti\\“II\L' the character to move across a
battlefield, room or sunlir field very quickly. Each action
can provide a tull turn’s movement.,

Chimerstry

The Ravnos clan is the only one with a facility for
Chimerstry, and it is from them that all tales of its origins
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come. Most believe thar it originated with the clan’s
founder, a wanderer who delighted in capriciously tortur-
ing mortals by twisting their perceptions of reality. Some
stories say that the Ravnos clan founder learned this
ability from drinking the blood of the Fair Folk a
[I".l;'ilinn a few }illrtlpc;ln Ravnos maintain to this day.
Others suggest that in torpor, he reached his mind out to
touch a corner of Hell, and he brought back the Devil’s
flair for blending truth and ficrion.

Chimerstry allows its user to create realistic illusions
with which to flatter or torment others. Chimerstry is an
elusive Discipline. It works best when its victims do not
know that its possessors are using it. Theretore, those whoare
proficient with Chimerstry rarely confess toit. Those Cainites,
Elll\\'L'\ Cr, \vhn:ll'\' |.]I]]||I.lt' \\'1I|1 Illt' |n|\'ul-t:t|1or L‘];ll‘m L'nu\\‘
that it is likely to be found in the blood of the Ravnos, which
gives the high-blooded one more reason to mistrust Ravnos
and deny them entry into their cities. It’s undoubtedly
responsible for their sobriquet of “Charlatans.”

Chimerstry is one of the most versatile Disciplines
available ro the Children of Caine. With appropriate
levels of it, and additional staging where necessary, nearly
anyone can be made to believe almost anything, and it
isn't necessary to resort to blunt-instrument Disciplines
like Demenration or Dominate to make it so. The Disci-
pline is useful for anything from feeding to ousting the
prince of a desirable city.

Chimerstry has its downside. Most of the Discipline's
abilities require the expenditure of Willpower, represent-
ing the fraction of the character's self that must go into
creating the illusion. At the moment of creation, the
illusion is very real to the Chimerstry user; for just an
instant, her power fools her, too. In addition, a botch on
any Chimerstry power causes the character to be haunted
11\, the illusion she creates, as described under each power.
The fabric separating perception from reality is a tenuous
one, and the character toys with it at her own risk.

Chimerstry does not allow its user to create an
illusion that she cannot sense in some fashion. She
cannot create a purely auditory illusion somewhere she
can’t hear it, or the image of a crown if she is blinded.
However, if she can sense the illusion in any fashion, she
can create the other sensory components of it. That is to
say, if she has Dweomer ((flmncr.\tr\' 2), she can create an
illusory howl of stew and it will raste right, even if it were
across the room from her. She could creare that crown it
it were to rest on her head, so that she could feel it.

A victim of Chimerstry illusions cannot generally
dismiss them, even if the victim is doubtful of their |'L--.1I|l','.

Just because you don't believe that the window in front of

you is actually bricked shut doesn’t mean you can sud-
denly see through it. However, Chimerstry illusions cannot
support weight or impede movement past a quick sensa-
tion of resistance. So, assuming that the bricks on a
window were created with Dweomer, you would feel their
surtace it you reached out to touch t'|1vm, but you would
pass through if you tried to push them over. If they were
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created with Ignis Faruus, your hand would sail right
through. Therefore, Ravnos entertainers can dazzle a
crowd with shinning lights and dancing spirits even if the
crowd suspects that the lights are the work of illusion, and
it is very difficult to be absolutely sure that an illusion
really is illusory.

There are a few exceptions to these guidelines. Char-
acters \\'I]\] ('XI"('I'IL'HCL’ Ll.lﬂ‘l.\];_!l.' lll'\ NI SOUrces L‘l’L‘i“L‘t{ \\'ll}]
Horrid Reality or Mass Horror and then become con-
vinced of its illusory nature can be relieved of the pain
they have suffered. In addition, vampires with Auspex
and others with forms of supernatural perception have
chances to both detect and learn to “filter out” the
illusion, hence seeing through illusory darkness or hear-
ing past an illusory scream. Detecting an illusion in this
manner is automartic if the watcher's Auspex level is
higher than the caster's Chimerstry level. If it is equal to
or less than the Chimerstry level, she must convince
herself of the illusory nature of the apparition through
mundane means (such as plunging her hand into illusory
tire). To filter out an illusion once the vampire knows it
is false, the player rolls Perception + Alertness against a
difficulty equal to 6 + caster's Chimerstry
Auspex. A single success filters it out of all her senses.

(]
L Il"‘?\k’l’\'L‘]’ h]

Chimerstry is said to reflect God’s curse on Caine by
deluding the Ravnos into believing that they are capable
of truly creative acts in the likeness of God, when in truth
all they do is to pervert and twist God's creation.

Chimerstry is a useful Discipline tor con artists,
thieves and spies of any clan.

® Jgnis Jatuus

This ability lets the user create simple, motionless
illusions that affect only one sense. The illusion stays
stationary with respect to the earth: The image of a ship
does not bob in the waves, and the image of a runic does
not move with its “wearer.” An illusion can be purely
tactile — a gust of wind, or a simple illusionary contact —
I["lll &'ll\'l'l a [l]in_L! cannot “'lll\ |'I\l|'ITI anyone or exert any
real force.

System: Spend one point of Willpower. No roll is
necessary, although you must use an action for your charac-
ter to concentrate long enough to summon the trickery. The
illusion remains for as |nn§_: as you like, as |nng as you can
sense itand wish for it to persist. Terminatingan illusion thus
is a free action, and it does not even have to be your action
should you wish to do so during combat.

As with all Chimerstry powers, your character must be
able tosense the illusion herself—so she too will experience
the foul stench or rancid taste she summons up. In such a
case, she can choose to have a single other person within her
line of sight per dot of Chimerstry also experience the
sensation, or permeate an area of a radius 20 yards per level
of Chimerstry with it. Single targets who move more than a
few feet or out of an affected area are free of such illusions.
This limit functions for smells, tastes, illusory gusts of wind,

L“"‘llﬁt‘ j_[ll. WS Or a h'hl'llllll llt- LL][’I’{I‘[CHN Murc 15¢ )IJ!IK'LI \'1.‘\1]?10




illusions (asingle point of light, astanding guard) can appear
anywhere within sight. Sounds can emanate from anywhere
within earshot.

Despite the fact that the character experiences the
illusion, she knows that it is illusory and suffers no ill
effects. She is not blinded by darkness she imposes on
another, for example.

® @ Dicomer

Dweomer improves the character’s mastery of illu-
sion. She can now create motionless phantoms that are
real to mulrtiple senses — even all five, if the character
prefers. The phantoms are, of course, only illusions, A
character might feel the sharp blade of an illusory sword
on his thumb as he tests it, but the weapon will pass right
through him rather than so much as crease his skin.
[Husions created with Dweomer cannot move under their
own power, but they can react naturally to their surround-
ings if the character wishes. An illusory crown might
move \\'Hll IEs wearer or hl“ [o T.I]L' L:l‘l‘llnk] lI rL'I'."i.‘;L'Li.
Alternarively, the Dweomer can remain completely mo-
tionless, as with lgnis Faruus.

System: Spend one Willpower and one blood point
to create the Dweomer. You must decide whether the
image will remain motionless or tied to a particular
person, animal or thing. Whichever you choose, it will
remain that way as long as it persists. The illusion’s
duration and ranges of effect are as per Ignis Fatuus.

® o o JYpparition

Characters with Apparition can give a static illusion
created with either Dweomer or Ignis Fatuus the semblance
of movement. Such an illusion moves as the character
directs. The movement can be as simple as a banner flapping
in the (illusory) breeze orascomplex as a galloping horse and
rider. If the character is unfamiliar with the type of move-
ment in question, witnesses to the illusion are more likely to
pierce it, but if he'’s seen it before, it should be perfectly
natural and not arouse any suspicions.

System: Create an illusion using either Dweomer or
Ignis Fatuus, and spend Willpower as necessary to do so. At
the same time, spend an additional blood poinr to animate
the illusion as you wish. As long as you concentrate on the
illusion, it can do whatever you like, within reason. An
illusion that does things that are physically impossible,
however, gives viewers a chance to recognize the apparition
forwhatitis. A Perception roll, using Empathy, Animal Ken
or Alertness as appropriate for the situation, gives the victim
a chance to see through the illusion in thar case. The
Storyteller should determine the difficulty based on the
situation at hand, but he should probably require around as
many successes as you have dots in Manipularion.

Once you stop concentrating on the illusion, it can
continue in simple, repetitive motions — roughly speak-
ing, anything that can be described in a simple sentence,
such as a guard walking back and forth along a parapet.
;Aer'I' []13[[. }‘UU. cannot ].—L"L"-liﬂ. Clllllrtll over l}'lL’ i”llﬁil“].

You can allow it to continue moving as you ordered, or let
it fade as described under Ignis Faruus.

® & & & Peymarency

Like Apparition, Permanency stacks with other, sim-
pler Chimerstry powers. It eternally extends the duration of
illusions created by those abilities, allowing them to persist
even when the character who created them is no longer
even past the character's
Final Death, unless the character chooses to dismiss it as
described previously. If he uses this ability on an illusion
given movement by Apparition, the character must guide
the illusion through its normal pattern of movement once
before he can make it permanent. Despite the illusion’s
permanency, however, it is no more real than an illusion
created by any of the abilities listed already. It still can
neither harm a characrer nor bear weight.

nearby. [t will remain for all time

System: After creating the illusion, spend an additional
turn and one blood point to make it permanent. Note that
Permanency does not work on any Discipline other than
( Ihinwratry, mn'd( wes it \\.‘nl'l\’ one« l[hL"F.'\H{I['C{“\ ot Inllﬁlnl‘l I}‘l:lt
you might wield, be they hedge magic, Thaumaturgy or a
shackled fairy.
® oo e e friduality

When a vampire masters Chimerstry, he can sharpen
it, focusing the Discipline’s altered reality so that it affects
only one victim but is terribly real to that victim. A sword
created with Horrid Reality seems to harm as easily as a
real one, because the sword is real to the power’s victim.
The Horrid Reality ends when you stop concentrating on
it or can no longer sense it yourself.

System: Spend two Willpower points to create your
illusion; you must name your target when you create the
illusion. The illusion cannot carry any weight or otherwise
take action that would require it to exist to anyone other
than the victim, bur it can atrtack the target and do semi-real
damage. To cause your illusion to attack the rarget, roll
Manipulation + Subterfuge (difficulty is the victim's Percep-
tion + Self-Control or Instinct). Every success inflicts one
unsoakable level of bashing damage on the rarget. You may
choose to do less than the damage you rolled.

The character heals all his damage instantancously if he
can be convinced that the damage he took was illusory, but
convincing him may take some doing. If you wish to do him
a favor, a simple display of showy Chimerstry tricks should
suffice. Otherwise, friends who wish to convince him that the
artack was iHnsnr'_\' must roll Charisma + Emp:uh\‘. with a
difficulty of your Manipulation + Subterfuge, and score at
least two successes. The target must be convinced of the
attack’s illusory nature within 24 hours of its taking place, or
it becomes too well ground into his memory, and he will have
to heal the damage using blood (if a Cainite) or over time (if
mortal). Depending on the nature of the Horrid Reality, it
may have other effects beyond the simple damage it inflicts.
A vampire who truly believes that she is engulfed in flames
suffers Rotschreck, for example.
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®e e e & Nass Horror

¢ Mass Horror works as Horrid Reality, except that it can
affect small groups of people, rather than a single person.
Anyone in the immediate vicinity can sense the illusion, but
it is unreal to them, as an image created with Apparition
would be. However, the true targets of Mass Horror experi-
ence a disturbing warp of reality, just as targets of Horrid

stem: Spend two Willpower points and select a
number of primary rargets equal to your permanent Will-
power. Those targets are treated as the victims of a shared
Horrid Reality. Other witnesses in the area experience a
milder version of the same illusion, as if they were each
seeing an Apparition. The Mass Horror ends when you
choose to end it or you can no longer concentrate on it.

Dementation

Dementarion revolves around inflicting madness and
)T its side effects on other souls. Cainites who know
Malkavians personally — and even those who have only
heard stories — fear Dementation more than any other
Discipline. Dominate might erase your memorie

7 situde might reshape your form, but Dementation can
o destroy your soul. And although Dementartion is pre-

sented here as having a fairly unified core of abilirties, each
Malkavian’s use of Dementation is filtered through the
madness that taints hissoul. The application of Haunt the
Soul will be quite different from a Malkavian who be-
lieves that he is the Devil incarnate than from one who
suffers crippling phobias from crowds.

It is impossible to learn Dementarion withour pos-
sessing at least one derangement, regardless of bloodline.
Should a character atctempt to do so, finding a Malkavian
who is willing to turn a blind eye to his relative banality,
he finds himself slowly going mad, blossoming one or
more of his own derangements before he is able to learn
even the simplest power of the Discipline. The ability is
powered by madness, and intertwines with it; sanity is salt
in the soil in which one plants Dementation.

Dementation is an obvious part of Caine’s curse on

the Malkavian clan founder. Some legends claim that the

lest Malkavian was a schemer and planner during the

Antediluvians’ revolt against Caine’s first childer, and

Caine cursed him with incoherence and madness to
prevent this from ever happening again.

Dementation is commonly used by mystics, jesters
o and the deeply disturbed.

LS/ ® Jncubus Passion

This ability inflames emotions that already exist in its
target. This can be done for gooad or ill, but even a positive
emorion that is tripled in intensity becomes an uncontrol-
lable, frightening thing. The Malkavian using Incubus Passion
seizes on the strongest and most obvious emotion, and he
intensifies it to the level of madness. The target casts aside
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other feelings he might be experiencing in favor of this one.
A talented user of Dementation can use this ability to make
frenzy all but unavoidable in a Cainite. Under no circum-
stances can it be used to calm a situation down or bring
people to a more relaxed srare.

When used on mortals, this power mimics one of the
emotional effects of the Curse of Caine: Affection be-

comes obsession, desire becomes avarice, irritation
becomes hatred and so on.

System: Roll Charisma + Empathy against a diffi-
culty of the target's Road score (for Cainites) or \Vi”pn\\'vr
(for mortals). Every success extends the duration of the
inflamed passion, per the following chart. Failure on this
mll has no effect. A botch takes the emotion that would
have been kindled in the target and forces it onto you, at
the tripled intensity that this power creates. That effect

lasts for a scene.

Successes Duration
1 success One turn
2 successes One hour
3 successes One night
4 sutcesses One week

5 successes One month

Youmay choose to use this ability to affect a Cainite’s
frenzy, instead. Every success you roll adds one to the
number of successes that the target must accrue to avoid
the frenzy.

® @ Haunt the Soul

This power lets its user bombard a target with madden-
ing visions for hours or even months, assailing her sanity and
degrading the boundary between reality and imagination.
The character cannor predict or control the images beyond
a certain point: He can decide on a desired effect, but the
images are spawned entirely from the victim’s mind and are
invisible to the vampire using the power.

The images themselves are fleeting. They are only
visible on the edges of the target’s vision, or they superim-
pose themselves over the current scene, but they exist for
only a moment. Victims report that these images tend to
follow a general theme: They might revolve around the
target killing her family, messages from angels and saints
or fire consuming everything it touches. The images may
last long enough to drive the target mad, or she may find
strength in herself or her faith in God to outlast an
incipient breakdown.

System: Roll Manipulation + Empathy. The diffi-
culty is the rarget’s Perception + Self-Control or Instinct.
The number of successes necessary determines the period
over which the visions appear. A failure on this roll does
not infect the rargetr with the images, and you cannot try
again for one full night. A botch might infect you with
those images (plucked from the target’s unconscious, not
your own) or shut down your Dementation abilities for a
full night. Success yields the following duration:
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Successes Duration
1 success One night
2 successes Three nights
3 successes One week

One month
Three months
One year

4 successes
5 successes
6+ successes

Throughout the determined time period, the target
risks losing his mind. While this degeneration is some-
thing best played out or left to the Storyteller’s devices, it
will surely cost Willpower to keep hold of one’s sanity.
Those characters who do not act in accordance with their
Natures, so as to better regain spent Willpower, are likely
to go mad.

® oo Eyesof Chaos

Madness, randomness and chaos writhe around every
Malkavian. Though even the least enlightened Cainirtes
of that clan can pierce the fog of normalcy that wraps most
people, the Eyes of Chaos open whole new vistas as the
characrer truly g
and from :\L'(.[Hlnj.,l\ random events in the world around
him. The Eyes of Chaos see through the mask that mortals
and Cainites place between their true natures and the

gains insight from the madness of others

surrounding world, and they enable their user to sense
madness in another.

Vampires using the Eyes of Chaos receive portents of
the future with some regularity, yet they cannot always
deduce the portents’ meaning in time to use the informa-
tion to their advantage. Their mad visions also clue them
in to others’ driving goals and obsessions, though again,
the visions are often obscured by their medium and may
convey the necessary truths roo late to be of any good.

System: Roll Perceprion + Occulr. The difficulry
varies and is set by the Storyteller based on the available
information, your familiarity with the situation and the
Tiiiﬂ[ i)l- [IlilLinl‘h.‘; n th(’ iI'ﬂn‘lL‘L“iltl' daread. Ti'l ]t‘.‘l['n Ih(‘
Narure or derangements of a companion requires an 8;
similar traits for a stranger might require a 10, The greater
the madness inherent in the thing you're analyzing is, the
l“\\'L‘r [l)‘.‘ [llrj_{(_'t ['llll'l’lk"(_‘]— 15. [‘]L‘l’ﬂn.‘_{l_'d rllnti[‘l_ﬁ_{ written 1in
a strange tongue is easier to assess than the clinical
scribing of a monk. Analysis of a piece of art or craft —
anything from a manuscript to a woven blanket — can
reveal the crearor’s Nature or derangements much as
analyzing the person can (though one extra success is
required). With five or more successes, your character can
find prophetic truths in such a work that the crearor did
not consciously put there. And truly chaotic, random
events or images are seductively easy to analyze through
the Eyes of Chaos. The vampire might well be able to see
into the future after an evening spent staring into a fire or
watching clouds scud by. This sort of divinarion, of
course, is left entirely to the Storyteller, who may have
her own plans for your characrer’s furure.
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Information that one gains with Eyes of Chaos is
inherently untrustworthy, as it is an analysis of madness
as filtered through the eyes of an insane vampire. Story-
tellers should be sure ro convey a character’s impressions
subjectively, preferably filtering them through the
character’s primary derangements.

® o0 e Silence the Sane Wind

Ancillae of nearly every clan fear the Malkavians,
and with good reason. This ability, for instance, allows a
Malkavian to suppress another’s conscious, sane mind for
aslong as amonth. One common application is to contuse
the target by suppressing the higher mind’s ability to
make sense of the world. Doing so makes the target lictle
more than a pliable automaton. The victim can dosimple
tasks, but she is prone to follow simple orders from anyone
who states them forcefully enough. When the victim
returns to her senses, she does not remember what she did
under irs influence. A sort of gray fog descends over her
memory, obscuring nearly everything about that period.

While confused, the victim cannot remember many
details about herself or her life. She wanders confusedly
and has no sense of time passing — only the Rotschreck
caused by the rising sun forces her to safety, and that often
fails to protect her. The victim of Silence the Sane Mind
rarely remembers the identity of her assailant, making it
very difficult for a survivor of this ability to exact ven-
geance single-handedly. A confused character seems very
much like a village idiot: He can answer direct questions,
but he has little initiative and is unlikely ro act without
heing ordered or shoved around.

Befuddlement is not the only possible effect of this
power: Cruel Malkavians may use it to enrage their
targets, driving them into a frenzy; or cripple them with
fear, bringing about not the rerrified tlight of Rétschreck
but rather a sobbing collapse into catatonia. In such cases,
the character still has a general absence of mind, as seen
for the confusion aspect of the ability.

System: Make eye contact and engage in simple
conversation with the victim. Activating this power
takes one full turn and a Manipulation + Intimidation roll
(resisted by the target’s Perception + Self-Control/In-
stinct). A botch on this roll causes the Malkavian to enter
the desired state for his target for a duration determined
by the Storyteller. A failure renders the target immune to
the character’'s Dementation powers for the rest of the
scene. Success causes the rarget to enrer the confused
state for a duration listed as follows:

Successess Duration
1 success One turn
2 successes One hour
3 successes One night
4 successes One week

One month

5 successes
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A victim afflicted with fury immediately enters a
state akin to frenzy — though many of those Cainires who
have been so targeted say that their Beasts are not truly
unleashed in the way that a true frenzy does. The fury this
power creates lasts just for one full day, unlike the confu-
sion option. A victim driven to catatonia collapses and is
not able to rake any useful action for a full day.

® o0 e e fHiowling Lunacy

This ability turns its victims temporarily insane. Not
merely quirky or eccentric — thoroughly, gibbering,
barking mad. The user of the power chooses what sorts of
madness afflict the target, but he has relatively little
control over the insanity’s duration. The end of that
duration represents the end of the active phase of lunacy,
wherein the target is entirely out of control of his actions
and has lost his mind. However, from that point onward,
the target may suffer flashbacks of this time when he is
under great stress or during nights of the full moon, when
the touch of the heavens is at its greatest.

System: The character must gain his rarget’s undi-
vided attention for a full turn. The player then rolls
Manipulation + Intimidation against a difficulty of the
victim's Willpower. On a botch, the vampire’s own de-
rangements fade for a few minures, just long enough for
him to realize precisely how badly deranged he really is —
the shock and horror of this drags his madness back to the
forefront. A failure means thar he cannot use Dementation
on this target for the remainder of the scene. Success
means thar he can inflict five derangements of his choice
on the target for a length of time determined by the chart
that follows. These derangements should make sense as a
group even if only through dream-logic. While the player
may choose a general effect, the precise game-mechanics
derangements are up to the Storyteller to decide.

Successes Duration

1 success One turn

2 successes One night
3 successes One week
4 successes One month

5 successes One year

e 000 o fRissof the Woon

The effects of this ability are not as dramatic as
Howling Lunacy, but unlike that power, Kiss of the Moon
is permanent. The vampire chooses a pair of related
disorders and, afrer a few moments’ conversation with the
target, she passes them on to that poor soul. These
afflictions haunt the victim for the rest of his existence.
Rumors persist that the user of this power can withdraw
the insanity it brings at will, but few Malkavians are
willing to stop the flow of enlightenment that such
madness brings, and almost no Cainites outside of Malkav's
get are talented enough with Dementation to attempt
such a thing.
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System: Make a resisted roll with your character’s  precision, and careless applications can unnecessarily
Manipulation + Empathy (difficulty 6); the target resists  arouse the defenses of the immortal (or Damned) soul.
with her current \X”i”pt:\\'cr (difficulty 6). If you achieve  Whenever a pl:l\'cr botches a Dominate roll, that subject
at least two net successes, you may select two derange- becomes immune to her character’s Dominate efforts for
ments (or describe two, it you have particular ideas that  the rest of the story (and shakes off any of her existing
the Storyteller approves) and apply them to the target.  effects).
The rarget cannort eliminate these derangements, but he The Lasombra and Ventrue are the ancient masters
may fight them as he would any other derangement (see  of this Discipline, but they do teach it to others on the
p- 261). The 5'““_'“’”“" may allow you to withdraw  Road of Kings. Most accept the story that the power
derangements that you create with Kiss of the Moon, but — reflects the curse of God in that it erodes the basis of
he will undoubtedly rm|uin‘r;1n excellent reason fordoing  friendship or true intimacy. Such is the price of leader-
so. Even then, the Curse of Malkav may be irreversible.  ship, however, and they pay it gladly. The Tremere,
Note thatderangements created with Kiss of the Moondo  sorcerous upstarts in the Cainite world, also have an
suffice to allow the target to learn Dementation. affiniry for Dominare, said to be a corruprion of the mind

: magics they once wielded in their breathing days.
~ =~y an
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Dominate ® Obserpance of the Spoken Word

o 3 - - 1 » most basic ability of the Discipline of Do ate

Scions, vampires who follow the Road of Kings, T[_“ most basic ability of the | 15ci] line of Dominate

. “~_ - L, . s - 15 TO give a l)l'lt"\\'lll'll L'lllnnlllntl \\‘hl\h must l"‘.' tllwi'\'t'd.

teach that Cainites were made to lead, that their orders S ; TR
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" : . ; : : . speak in a language that the victim can comprehend. To
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; ence, or until the end of the scene. Therefore, a subject
Dominate is not always an easy power to use, how- ;
; . ' ) . commanded to flee will do so until she is well out of the
ever, since it requires both eye contact and speech for : o :
, L o , ; dominating vampire's sight, while a subject commanded
most of its applications. Clear gesturing (holding up a : ) _ - - _
N R : to be silent will not speak for the remainder of the scene,
hand for “Stop!”) can work for the simplest commands, . i
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but anything more complex requires verbal communica- :
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on only one person at a time. Beyond these limitations, 3% 1'¢ Utters the command worc
most targets can be made to submirt to the will of a Cainire System: The PL_”‘""" makes a Manipulation + Intimi-
skilled in Dominarte. The major exception is subject of dation roll with adifficulty equal to the target s Willpower.
more powerful blood. Any vampire of lower generation Additional successes improve the subject’s response time.
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Therefore, Scion thinkers say, this power cannot be used : i .
; : : Murmur of the False Will is more than simply an
to upset the right hierarchy of blood among the Damned. : i ; :
) . extension of the Observance of the Spoken Word, though it
There are a few other limits to the uses of Dominate, N :
o : may be used as such. In this case, clearly worded instructions
but they occur much more rarely. Stories claim that some . . . i
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their wills their fear of the Lord is greater than any “ e G e . . i
: : ¥ — “ar moonset” or “next spring Or in response to a
other subjugarion. It is also easier to force a victim to act T, P ) : "
: - : : specific event — “when next you attend the voivode” or
in a way close to her true self than to make her reject her  « ; ‘Q : ol ™
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i n game terms, efforts to Dominate a character 1.y of the orders affects the subject’s alacrity and skill in
into doing something in line with her Nature (make a . N i : . e
; ; carrying them out. Eye contact must be mainrained continu-
Barbarian strike someone, make a Defender stand guard) | : : :

: ! ously between the dominator and his subject when the
enjoy a—1 difficulty bonus. Efforts to Dominate someone | i : i R
. . L ’ ; _ orders are given; this is not an ability that can be usec
into doing something utterly against her Nature (making sy : : ; )

C L ler) suff | difficul ey politely. The instructions will be carried out at any length,
a Caretaker commit murder) suffer a + 1 difficulty penalty. e :

i ) e I Vi Y- but a wise Cainite knows that extended and detailed com-
| [";1””“; it is always P‘_‘-‘-")HV for the Cainite to taint mands are more likely to confuse the subject or introduce
the subject’s will himself. Dominate is best used with | foreseen elements into the path of events.
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A much more subtle use of this ability simply imposes
an idea or concept on the victim’s mind — *You are a
brave warrior” or “Your lord’s wife is a very handsome
woman.” The subject includes this idea in his or her
routine activities, acting on it as opportunity presents and
according to his or her Nature. Again, eye contact must
be mainrained throughout the implanting of the idea, bur

one may do so more subtly than by giving a string of

precise instructions.

The commanding Cainite may impose only one set of

instructionsor insinuated idea on asubject atany given time.
[IIIPH.\II]L{ a new Lutnm;mJ or concept JlWUI'I'.\' rlur pl'c‘\'iull.\
instructions, no matter how incomplete, or negates the
imposed idea. In many cases, replacing one concept with
another or with a command is the only way to be rid of it —
once subject to this power, most victims are never com-
pletely free-willed again. Another Cainite who wishes to

command the same subject may do so, but only a Cainite of

ageneration equal to or lower than that of the first dominator
can impose conflicting commands or ideas.

Commands given using this power may not force the subject
to directly harm herself. Neither commands nor implanred ideas
can force the subject to act contrary to her Nature.

System: The player makes a Manipulation + Leadet-
shiproll with adifficulty equal to the target’s Willpower. The
number of successes determines how well the suggestion is
implanted. At fewer than three successes, the subject does
not do anything she finds too strange (riding a horse naked
through the streets of town, for instance), but she PL']‘{lI['I‘ﬂh
instructions or parts of instructions thar seem reasonable.
With four successes, the subject carries out orderscompletely
unless doing so greatly endangers her. (Engaging in fisticuffs
with unarmed opponents can be expected, for example, but
punching an armored knight cannot.) At five successes, the
subject obeys nearly any command.

To countermand or contradict another’s orders, the
character must be of equal or lower generation than the
original dominator, and the player must roll more suc-
cesses on a Manipulation + Intimidation roll than the
first dominator tallied with Manipulation + Leadership.
The commands or ideas cannot simply be removed. Com-
mands must be replaced with new commands, or the old
idea must be replaced with a new one.

® @ @ Repeler's Wemory

This terrifying ability allows the Cainite to remove
or re-create the subject’s memories. Minor erasures and
ElltL'rﬂ[i.t]['l\ can I\L' |'I'I:\1I.Il' O remove }\“ l'L‘n’IL""'Ihrﬂl‘lL‘C l)f‘ a
chance meeting or of asingular encounter such as feeding.
More invasive work is required to remove all traces of a
planned meeting, and more subtle work is necessary to
alter the details of just one encounter if the subject is
familiar with the manipulating Cainite. At the greatest
extreme, the vampire may erase and reconstruct his
victim’s memories from the very beginning, crafting a
person with the virtues and peccadilloes he requires.
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Successes  Effectiveness .
1 success Memory loss lastsa day.

2 successes May remove, but not alter

memory.
3 successes May make slight alterations to
memory.

May alter or remove entire scene
from subject’s memory.

Whole periods of subject’s life may
be reconstructed.

4 successes

5 successes

Fortunately for the victim, memory is a wonderfully
elastic thing. Even the most skilled manipulator of minds
may not be able to remove all traces of an offending memory.
Those with less skill must be content with temporarily
misplacing the subject’s memories or making minor alrer-
ations to them. A feeding might be altered in the subject’s
memories to a wild animal attack, and the man encountered
on a dark street may be remembered to have snowy white
hair rather than dirty brown.

Memories lost to this power may flood back to the
victim when she is cued, such as by a familiar face or an odor
from childhood. They may also drift, piecemeal, to the
surface of her dreams. A Cainite with the ability to alter
memory is capable of recognizing tampering in the minds of
others, and he may also be capable of restoring the lost
memories. Unfortunately, the vampire cannot rell when his
own memories have been altered, nor can he restore his own
lost memories.

System: Roll Wits + Subterfuge with a difficulty of the
target’s Willpower, then consult the following table to
determine how deeply the target’'s memory can be affecred.

To attempt to recover removed memories or detect
created memories, the character must possess Dominate at a
level equal to or greater than the vampire who tampered
with the target’s memory. Unlike with Murmur of the False
Will, the vampire can be of higher generation than the
original dominator and still undo her work as long as his level
of Dominate is high enough. The player must gain more
successes on a Wits + Subterfuge roll with a difficulty equal
to the Willpower of the tampering vampire.

The Staryteller's discretion must be used to determine
if and when removed or altered memories return on their
own. Asa ;_'k‘l’lt‘i‘;il }_{lllklt‘]lﬂl'. Il‘w aul\l'h‘r l'hl.‘ C h;m;_fc.\ are, tiu‘
more likely the alteration or deletion is to remain, while
incautious and dramatic changes will almost always come
undone, even if it takes hundreds of years.

ee e e {rcof Subtle Whispers

A vampire skilled in Dominate comes to consider his
retainers and other dominated subjects as among his most
prized possessions. Over time, this ability allows the Cainite
tobreak in and mold asubject’s will like a leather glove, using
constant manipulation and insidious temptations to sap her
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spirit. After weeks or months of torture, the result is a subject
who is unable to further resist the vampire’s Dominate,
obeying him even to the exclusion of other supernatural
influences. The Cainite must pay a price for this unquestion-
ing servitude, though. His servants are passionless and
unimaginative, showing no initiative on their own behalf —
or their master’s. Capable only of following orders, they are
like the walking dead.

System: The player rolls Charisma + Leadership with a
difficulty of the target’s Willpower. Completely condition-
ing asubject requires an extended action, and the player may
attempt only one roll per night. The Storyteller determines
in secret the number of successes required to break the
“il!hjl‘\'l"\' will (Iyplt‘;l”y between five to 10 rimes the '\|||\jL’L‘l"~
Self-Control). The
achieved success based simply on die rolls; the Cainire must

player can never be certain he has

judge his degree of control from interactions with his victim.
A botch during this process eliminates all accumulated
SUCCESses ;II“u] LI(‘I'[C!‘.l”'_{ CAUSES I}n' W :l]|dv|\v .\ul‘ijvrl O act
out against the vampire according to her narure
ranging from a u|\'.\]\'r(|lc attack toa quiet report to church

responses

authorities are pn.\\iHv.

Once the subject’s will is broken, she becomes so
thoroughly Dominated that the Cainite does not have to
make eye contact or be physically present to enforce her will.
(The Auspex power Steal Secrets can be used to relepathi-
cally give orders to subjects, and even a mundane item like
aletter affixed with the Cainite’s seal very likely invokes the
conditioned response.) Additionally, the difficulry for other
Cainites or supernatural beings ro dominarte the conditioned
servant increases by two, to a maximum of 10.

Orders must perhaps be even clearer and more carefully
worded than before, since the subject lacks the initiative to
puzzle out confusing commands. When the vampire gives an
order by any method, the player must make the appropriate
command roll. Both success and failure give a posirive resulr;
only a botch indicates an anomalous failure to impose the
vampire's will. During this break in control, the subject may
make a Self-Control roll with a difficulty of the controlling
Cainite's Willpower. Success allows the victim enough
freedom to remove herself from the vampire's power by
suicide if the means are available.

The effects of this level of Dominate on the subject’s
psyche are relatively easy to notice. Any Cainirte (or knowl-
edgeable mortal for that matter) has a chance to notice the
telltale signs during a brief meeting, such as an audience with
rl"l{‘ viscount or transaction w 1[11 d lllL'l—L'}'ll“'l[ AThL' Plil\'t'r l'L‘""i
Wits + E!‘I‘L]\:lll'l\_‘ with a JlHicuhy of 7. During extended
interaction, such as shipboard or living under the same roof,
anyone familiar with the effects of Dominate cannot fail to
notice tl'\L' Nlll‘]L'CT.‘i L‘i]ll\lltil]ll. ill[hi FUI‘JI] 1t \\'lll not h’L‘
obvious who is responsible.

0000 Vsl

This power allows the Cainite to sever the soul of his
subject from her body and mind. By displacing the victim’s
soul with his own corrupt spirit, the vampire takes com-
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[‘11L'IL‘ cont ru] :lm] may use Ihv \'r“vl'i |\= u]y as if 1irwere hl\'.
own. The Cainite must make eye contact with his in-
tended victim even if she is conditioned through the Lure
of Subtle Whispers, but such an unfortunate soul has even
less chance to resist than a free-willed mortal. Once the
the victim cannot simply
look away. Only two outcomes are possible, complete
domination or utter (if brief) freedom.
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psychic struggle commences,

While this power is in use, the vessel is only dimly
aware l\'. [ IN' acrions [l\ill I'll'r |‘llL1'_\' |':1I\'l"\, Jlnll ht'I’ Mmermo-
ries afterward have the quality of nightmares. The Cainire’s
body lies as if in torpor, insensate and defenseless.

Vampires cannot possess each other using this power.
Only a complete blood oath can begin to compare with
the level of control the dominating Cainite gains.

System: The target vessel must he prepared by com-
pletely stripping away her will ro resist. The player spends
a Willpower point, then rolls Charisma + Intimidation,
while the rarget resists with Willpower (difficulty 7 for
}‘nlh). Fm' c';u‘h ner success, [ht' vampire strips away a
point of temporary Willpower from his vicrim. Ties or
successful resistance by the victim only prolongs the
struggle. The victim will be free only if her arracker
botches his control attempt (a botch renders her immune
to Dominarte attempts of any kind from the '.HI'.!(L‘IH;,'
vampire for the remainder of the story).

Once the vessel is bereft of temporary Willpower, the
vampire may move his mind into her. The
Manipulation + Intimidation with a difficulty of 7 to deter-

plll\_'cr rolls

mine how much of his supernatural might he can infuse into
the mortal shell.
power Ride the Wild Mind, multiple successes allow the
Cainirte touse some mental Disciplines, nored on the follow-

In a manner similar to the Animalism

ing chart (blood required by these Disciplines is spent from
the Cainite’s own body, not the vessel's).

The vampire may travel as far from his body as his vessel
can manage. If he leaves the vessel, cither by choice or by
force, his spirit rerurns to his physical form instantaneously,
regardless of the distance between them. The Cainite may
also venture out during the day in his mortal vessel, but he
must struggle ro remain awake just as he would in his own
body (see page 234). The vampire will leave the vessel if he
fails to remain awake or is supernaturally exorcised.

Result

Cannot use Disciplines (the
R . <

vampire’s non-Physical Attributes,

Abilities and Virtues carry over,

however)

Successes
I success

2 successes Can use Auspex

3 successes Can also use Dominate, Presence
Can also Chimerstry,

Dementation

4 successes use

5 successes Can also use Mortis, Thaumaturgy



The Cainite keenly experiences both the vessel’s
pleasure and pain. The link between his body and spirit is
strong enough that the vampire actually suffers any dam-
age applied to the vessel's body (although the vampire
can resist this damage with a soak roll). The only thing
that can sever the link between the Cainite and his
rightful b nh' is the sudden death of the vessel, before the
Cainire has a chance to remove his spirit from the newly
deceased vessel. If this should happen, the character falls
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immediately into torpor. Many Cainites suspect that the
sudden ferocity of the deceased soul's passage to either
Heaven or Hell rips the Cainite’s spirit loose from its
corrupt moorings, leaving it adrift on the astral plane to
find its way back to its body.

The Cainite can remain in his vessel if his own body is
destroyed, but he cannort survive this way for long. At each
sunrise, the player must make a Courage roll (difficulty 8) or
be expelled from the mortal body. If expelled, his spirit is
permanently lost in the astral plane. If the vessel is Em-
braced, the vampire's spirit is immediately expelled and lost
without recourse.

N N N NN ch!hj

Fealty allows the Cainite ro ensure the loyalty of
those who voluntarily swear oaths or allegiance to him.
Whenever a mortal or Cainite makes a free oath to a
vampire who then uses Fealty, the subject is compelled to
fulfill the oath to the best of her ability. The subject
cannot later change her mind or take back her words, and
false intentions or subterfuge are swept aside by the power
of the Fealty invocation. The subject may be unable to
resist upholding the oath, but she may act against the
vampire in any matter not covered by the oath.

Invoking rthis power isa dramaric display. The Cainite
must make a statement of affirmation (such as, “I accept
your oath,” or, “May your word be as law to you,”), and
power tangibly surges between rhe vampire and the oarh-
taker. None witnessing it can have any doubt that,
somehow, the oath has been supernaturally enforced.
(Savvy Cainires will invoke the power of God, while
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suspicious onlookers may infer darker powers at work.)
System: The player rolls Charisma + Leadership with a

difficulty of the target’s Willpower, The number of successes

determines the duration of the Fealty oath, as follows:

P TRTg T e =

Successes Duration

| success One week \

2 successes One month _
3 successes One year f,
4 successes 10 years

5 successes 100 years
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who really study such things — believe that blood in the
vessels of a human is whar renders them so vulnerable ro
injury. The rapid loss of blood is very dangerous to them.
By contrast, a Cainite has nearly absolute control over his
blood, so he does nort risk injury nearly as easily.

The vampire with Fortitude, however, gains im-
mense resistance to damage, and even some measure of
protection against those banes of a vampire’s existence:
sunlight, fire and supernatural artacks. This ability is most
commonly seen among the Cappadocians, who see it asa
reflection of their affinity with the corpse, the Ventrue,
(re)born for the battlefield, and the Ravnos and Gangrel,
who risk the sun's rays more often than most Cainites.

Fortitude is a reflection of God's curse on Cainites,
for it breeds overconfidence and arrogance in its users.
Legends speak of Methuselahs whose gifts of Fortitude
vanished at the moment of their undoing, leaving them
to the mercies of ravenous childer or the piercing sun.

System: This Discipline grants the user increased pro-
tection against all forms of physical damage. Each dot of
Fortitude adds one to the user’s dice pool to soak bashing and
lethal damage (see p. 239). Unlike normal Cainites — who
cannot soak sunlight or other aggravated damage at all —
Fortitude users can roll Stamina + Fortitude to soak damage
from sunlight and fire. They roll Fortitude alone to soak
other forms of aggravated damage, such as that imposed by
holy ground or the claws of Lupines.

Fortitude reinforces the vampire’s body in all ways. It
helps soak any damage that results in injury.

Niovtis

The Cappadocians carefully guard the secret of the
Mortis Discipline. Clan legend has it that the abilities
inherent to this Dlh(i]‘lmc were handed down to the clan’s
Methuselahs by Cappadocius himself. Mortis allows its user
to unlock and use the secrets of death itself. They can steal
the traits left from the living in a dead body, they can
."'l‘rl;'nj_{lh{_'!l ar \\'L‘..].L'L']'I 1’]“.’ L'LI[T‘.'\L‘“kL‘ nature i'l" d \'.l[ll;.‘irL"‘\‘
body, and they can animate the dead. Those who use Mortis,
be they Cappadocian or not, often develop an obsession with
death and the dead. This unnatural preoccupation often
turns inward to an analysis of the nature of vampirism and
occasionally provokes a melancholy that can be cured only
by a long walk on a sunny day.

Mortis is a form of blood sorcery concerned with the
condition of the corpse after death. The Cappadocian
scholars teach that the soul leaves the body and goes to its
reward when life ends, yer something remains. [t is this
“something,” both the physical tact of a rotting body and
the spiritual echo left within it, that is the subject of
Mortis. Rumor has it that elders of the clan have purpose-
fully Embraced Venetian sorcerers skilled in the ways of
affecting the souls displaced from bodies, an art they call
nigrimancy. Many traditional Cappadocians find the idea
of trafficking with ghosts and souls unpleasant at best and
heretical at worst.

Mortis progresses along three paths, though rumors
persist of others. (The Lamia bloodline of warrior-priest-
esses, who serve in certain Cappadocian temples, are said to
practice their own path of Mortis, for example.) A vampire
who learns Mortis can pick any of the three major paths as
her primary path (see p. 171 for more on paths).

The Brave's Decay

The first Mortis path is derived from the observation of
the working of time on all things mortal. Stone crumbles and
the corpse rots away to nothing, a process of endless tascina-
tion to the elders and scholars of Clan Cappadocian. Indeed,
for the undying, the process of decay is a fascinaring disease
that afflicts everyone and everything save them. Under this
path, a practitioner of Mortis channels that force.
® Destroy the Husk

Cainites who kill their victims, rather than just
feeding upon them, frequently find themselves in need of
a quick way to dispose of a corpse. While there are many
ways to make sure that a corpse is not found — feed it to
a pack of hounds or weigh it down and throw it in a river

many of these methods do involve risk to the vampire
and are not guaranteed to succeed. Destroy the Husk, by
contrast, is foolproof. Use of this power simply turns one
human corpse to a pile of about 30 pounds of unremark-
able dust, roughly the size and shape of that body.

System: The player spends one blood point as the
vampire drips her vitae onto the corpse. The player then
rolls Intelligence + Medicine (difficulty 6). One success
is all thar is needed to render the corpse into dust,
although the process takes a number of turns equal to five
ITIil'llIh‘ l}\C SUCCESSES. \X’f]'llll' .‘*U('L'i‘.\'ﬁllﬂl Lse l'li‘ ||]ilf‘[:1] ht'lh_:t’
magic, Thaumaturgy, Auspex or an appropriate Mortis
ritual might tell a wizard or vampire something about the
pile of dust’s prior identity, no ordinary mortal force can
ascertain the dust’s former nature.

® & Rigor Wortis

One of the first changes that comes over a dead body
is rigidity; the corpse becomes stiff as a board, frozen in a
single pose. The Cainite who wields Rigor Mortis is able
to push a living or undead body to that frozen point using
only his will and understanding of the forces of decay. She
forces her target to become rigid, unable to move without
enormous effort of will as his very muscles betray him.

System: The player spends a point of Willpower and
rolls Manipulation + Medicine (difficulty 7). Each suc-
cess freezes the target in place for one turn. A failure
simply indicates the loss of your Willpower point, while
a botch renders the target immune to your use of the
Grave's Decay for the next 24 hours. The target must be
visible and within about 25 yards for this ability to take
effect. A frozen target is treated as though he has been
staked (see p. 254). With a Willpower roll (difficulty 7)
and two successes, the target can break out of the rigor on
his or her turn. Failure causes a level of bashing damage
and means another turn wasted and frozen.
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® o o Qither

Reminiscent of some of the abilities of Clan Tzimisce,
the Wither powerallows a vampire tocripple an opponent's
limh. Whether the foe is living or undead, muscle shrivels
away, skin peels, and bone becomes brirtle. The rarger is
unable to exert any noteworthy strength in the crippled
limb. This injury lasts for far longer than most injuries
trouble Cainites, and in morrals it simply does nor heal.

Wither doesn’t have to be used on a limb, although
that is its usual purpose. It can also be used simply to affect
the target’s face and hair, making him appear venerable
beyond his years. It could also be .lp[‘ll&‘t' toa T‘-II'_}.{CE'S cye
or car, killing the sense in that organ (and rhus requiring
two uses to permanently blind or deafen). Wither cannot
be used as an “instant-kill” power — Cainites cannot
wither vital organs but it can inflict a wide variety of
injuries on a foe.

System: The player spends a Willpower point. The
character chooses a limb on the target and then rtouches
that limb. If the target is trying to avoid contact, the
player rolls Dexterity + Brawl to hit as normal. If the
character succeeds in touching the intended limb, the
target suffers two aggravated wounds. Unless the target
soaks both wounds (with Fortitude), the struck limb is
crippled and unusable until both of those wounds have
healed. Cainites heal the wounds as they would any other
aggravated wound (see p. 253). Mortals are incapable of
healing aggravated wounds, so they suffer throughout
their lives unless they are healed through supernatural
means. A withered limb does not degenerate further,
even on a mortal, The character may be crippled for life,
but the limb won't become infected or gangrenous.

The effects of the withering depend on the affected
limh. A crippled arm has a Strength of 0 and cannot carry
anything heavier than abour half a pound. A crippled leg
prevents the character from moving at faster than a
stuttering hop or dragging limp. The character suffers the
effects of the Lame Flaw (see p. 304). A single withered
eye or ear imposes a + 1 difficulty to relevant Perception
rolls. Losing both eyes or both ears imposes the effects of
the Blind or Deaf Flaws (see p. 304). A withered tongue
imposes the effects of the Mute Flaw (p. 304), while a
withered face reduces the targets Appearance by one for
each aggravared wound suffered.

® e e Corruptthe ndead Flesh

Corrupt the Undead Flesh blurs the line between life
and undearh, rurning an undead creature into something
just living enough to carry and suffer from disease. The
disease inflicts the rarger, causing lethargy, dizziness, loss
of strength, clumsiness and the inability to keep blood in
his system. This pernicious influence is extremely viru-
lent among mortals. They pick the disease up simply by
spending a few hours near the vicrim. Other Cainires
have a harder time acquiring the disease. They must
consume the victim's blood to do so, but [hcy suffer just
as much as the original target of the Discipline afterward
— including passing the affliction on to others.
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The disease fades after roughly a week.

System: The player chooses a target within her
character’s line of sight and no more than 20 yards away. She
rolls Manipulation + Medicine (difficulty 6) and spends a
pointof Willpower. The victim's player must roll Stamina (+
Forritude, if appropriate) against a difficulty equal to the
attacker’s Willpower. If the player scores more successes
than the victim, he acquires a virulent disease immediately.
The disease has the following effects:

® The victim's Strength and Witsare halved (round down).

® The victim loses one point of Dexterity.

® The victim’s player must spend one addirional
blood point every evening, just for the vampire to rouse
himself to consciousness. Mortals lose one health level
per day, instead.

¢ The victim’s player must roll Self-Control or In-
stinct after each time the character feeds (difﬂcuhy 8).
On a failure, the vampire cannot kuup the blood he just
ingested inside his body, and he vomits it up in great
horrifying gouts of gore, losing any benefit the blood
might have provided. Humans vomit up food.

Every evening at sunset, the victim has a chance to
throw the plague off. The victim’s player rolls Stamina,
with a difficulty of equal to 11 minus the number of
sunsets since acquiring the plague. On a successful roll,
the character fights the disease to a standstill and begins
to recover. He instantly regains his ability to manage
blood, and he heals back one lost Attribute point per hour
Llntil ‘zl” hi]\'k’ rt’tllr]'ll\l.

@ e e e Dissolvethe Flesh

This ability brings the Grave's Decay path full circle, as
it returns to the level-one power, Destroy the Husk, as
applied tovampires. Dissolve the Flesh allows a Cappadocian
toattempt to turn vampiric flesh to dust orash, as though the
target had been burned or left out in the sun.

System: The player spends two blood points and a
Willpower point as the vampire extracts a quantity of her
vitae charged with the power of the grave. If she drips it
onto a single Cainite victim anytime within the next few
turns (most of the blood must reach the victim, so flinging
a few drops is ineffective), it causes whole chunks of the
victim’s body to crumble to ash. The player rolls Will-
power against a difficulry of the victim’s Stamina + 3. For
every success, the target takes one aggravated wound.

The undead flesh damaged by this power turns ro dust
(gone for the time being), and it must be regenerated
p.nnsmkil‘ngly by the victim, should he survive. That dust
doubtlessly has mystical properties that the Cappadocians,
Tremere and other blood sorcerers might be able to take
:h]\‘:m[;lgrnf. Every wound inflicted hy this :11\i|it\_,' repre-
sents the loss of about one-eighth of the target's weight;
the Storyteller chooses where the loss comes from. (It
might be shed from all over, leaving the victim a bit
gaunter, at the victim’s discretion.)

Regenerating body parts occurs naturally while heal-
ing ageravated wounds at the normal rate (see p. 254).
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The Corpsein the Wonster

This path enhances the Cappadocian understanding
of the unliving form and allows the user to fully experi-
ence the corpse, the gateway between life and death. The
path lets the Cappadocian apply some of a corpse’s traits
to a vampire, and she can enhance or reduce these traits
at various levels of the power.
® Masque of Death

The character with this ability can assume a visage of
death or inflict that shape on another Cainite. The
character’s flesh becomes pallid and thin (if it is not
already), and skin pulls tight against bone. This ability
can be very useful, as ir allows one to hide in plain sight
in a tomb or crypt at any time (though the character
remains as vulnerable to sunlight and fire as ever). When
a Cainite uses this power on another Cainite, the victim
gains the same corpselike demeanor. In rthis sense, the
ability works as something of a minor curse.

System: The player spends one blood point for the
character to gain the form described. Those afflicted with
the Masque of Death lose two points of Dexterity and
Appearance (minimum of 1 in Dexrerity and 0 in Ap-
pearance) for the duration of the power. The player also
gets two extra dice to his Intimidation dice pool, should
he wish to rerrify any onlookers. Also, if the character
remains perfectly still, observers must roll five successes
on a Perception + Medicine roll (difficulty 7) to distin-
guish the character from a standard corpse. The player
need not roll anything to have the character stop moving
— vampires have no autonomic functions.

It the user inflicts Masque of Death on another
character, he must spend a blood point, touch the target
and then make a Stamina + Medicine roll (difficulty of
the target’s Stamina + 3). The :\11IM{1I{‘ of Death lasts for
a full night and day, unless the characrer who creared the
masque wishes to extinguish its effects carlier.

® @ Cold of the Brave

The dead teel no pain, though, of course, most
undead do. With this ability, the character can tempo-
rarily take on the unfeeling semblance of the dead, in
order to protect herself from physical and emotional
harm. When assuming the Cold of the Grave, the vampire's
skin becomes unusually cold. When she speaks, her breath
mists even in warm air — those with exceptional senses
might even see a slight red tinge to the breath.

The power brings a sense of lethargy over the charac-
ter, as a mortal might feel under the influence of a mildly
unpleasant disease. [t becomes difficult to rouse oneself to
action, and very little seems important enough to really
worry about. The corpse has no worries, after all.

System: The player spends one Willpower point. For
the remainder of the scene, the character rakes no wound
penalties, and the player gains an additional die to all dice
pools that involve resisting emotional manipulation, such as
Intimidarion or Empathy. However, the player also loses a

T — " ~

.~ T

B T——___

die from dice pools to emotionally manipulate others. The
character is something of a cold fish to those she interacts
with, and they do not respond readily to her. The Cold of the
Grave does not protect the character against the depreda-
tions Ut"llu.' Bt'llhl. [}mu;_:h. She may be L‘lllulmn;lll\' cold on
the surface, but if others taunt and anger her .\'llﬂ'icicllt‘l\.'. she
is still subject ro frenzy as normal.
® oo Cursof Life

The Curse of Life inflicts some of the undesirable
traits of the living upon the undead, removing their
cnrp:«elikw nature and creating a false life to remind them
of the worst things about being alive. Targets of this
power regain only the unpleasant aspects of life, as culled
from the memory of the Discipline’s user. This may
include mundane hunger and thirst, sweat and other
excretions, the need to urinate and defecate, adecrease in
sensory acuity and a particular vulnerability to attacks
that the character might shrug off as a hunter of the night.

System: The player spends one Willpower and rolls
Intelligence + Medicine (difficulty 8) to affect a target
within line of sight and no farther than 20 yards from the
character. If the roll succeeds, the target suffers the
weaknesses of the living without gaining any benefit from
that state. He does not become immune to sunlight or
i‘m]y 'rirl‘lf.ilL‘{':i‘ fnl‘ instance. ][n\\'L‘\'t'r, hv dnus 1‘1L‘L‘nl1'lt_'
badly distracted by mundane needs, to the net result of his
player suffering a +2 difficulty penalty to all rolls. He can
ignore these distractions at the cost of one Willpower
point per scene. Addirionally, the victim cannot use
blood to raise his Physical Attributes while this power is
in effect, and Willpower cannort eliminate this penalty.
The power remains in effect until the next sunset.
® @ o o (Bift of the Corpse

This power, one of the most potent on the Corpse in the
Monster path, enables a Cainite to ignore most of her race’s
inherent weaknesses for a short time. A dead body is not
particularly vulnerable to sunlight, holy artifacts, frenzy or
beingstaked through the heart, andsoit is with aCappadocian
using the Gift of the Corpse. As with the Cold of the Grave,
above, the character using this power takes on an even more
deathlike mien than the one typically associated with the
Cappadocian clan. It lasts for less than a minute, typically,
but that time may be enough ro enable a characrer to charge
through a burning building without fearing frenzy or instant
death. Vampiric scholars believe that thisability entered the
hands of the clan through some kind of bargain between an
archangel and the Anrediluvian Cappadocius. Just which
archangel is unclear, although Gabriel
\\’I'\L! 1S 52]1\' o ]141\‘(’ (_llr.";t.‘\l ( :L]inL' \\'”l'l TI'I(‘ I‘IU()\] I'Il]n}_!l'r —
is a leading candidare.

the angel of death

Syﬁt(’m: TI'I(’ p]ﬂ"{‘l' \"I"t‘!\tl\ ane \V]‘.”I‘H\\'l‘l' Lll'l\] |‘H“\
Stamina + Occult (difficulty 8). For every success, the
character can spend one turn in a state in which he is
more akin to an animated corpse than a vampire. Holy
artifacts and sancrified ;:mum| have no effect, and the
character is immune to frenzy and Rorschreck. Sunlight
does only mild damage (bashing damage only, and then
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only if bare skin is exposed on a clear day). Being staked
through the heart is only as much of a danger as gerting
stabbed through his dead spleen would be. Fire harms him
only as it would a mortal — causing lethal damage instead
of aggravated.

Should the character end the power’s duration while
exposed to any of the aforementioned harmful things, he
immediately takes full effect. If he is staked, he become
immobilized; if he is on or near fire, he begins to take the
damage a Cainite should take, and he must immediately
roll against Rorschreck.

Those who can see the character’s halo during this
power’s duration may note a pulsaring red tinge to i, and
his appearance changes as described previously. He is free
to use all of his other vampiric abilities, however, includ-
ing the advantages in soaking bashing and lethal damage.

Use of this ability can be construed as a rejection of
even the echo of humanity in the Cainite form. There-
tore, it may interfere with a characrer’s road advancement,
at the Storyteller's discretion,
® e o0 e (Biftof Life

The Cappadocians' obsession with the line between life
and death has led them to approach —but never quite reach
— the line between the mortal and the undead. Try as they
might, they cannot give themselves both the richness of
mortal life and the power and immortality of vampirism.
Most of this path represents the result of various experiments
down such roads. The Gift of Life is the most complete one
known outside certain elder sects. With it, the character can
experience the best and most positive things about being
alive. The overwhelming hunger for blood temporarily
abates, allowing the character to consume and enjoy food
and drink. She can also experience and enjoy sexual cou-
pling as she wishes, and the sun does not burn her.

The Gift of Life comes with a dark, terrible cost,
however. lts use is almost sure to result in the death of a
mortal, as the vampire must expend an enormous quan-
tity of vitae in order o initiate it. The Discipline's effects
last until the midnight atter the character uses the power,
s0 it is in her best interests to use it just after midnight.
Those few Cainites outside the L:;lpp:hinci:m clan who
have heard of this power distrust and fear the Graverobbers
even more than other vampires might. The Clan of Death

believes that this reaction comes from envy (or a fear of

being attacked by daylight), but vampiric scholars agree
that so obviously flouting God's curse on Caine is a
tremendously dangerous thing to do, one that might bring
a heavy cost in nights to come.

System: The player spends 12 blood points (yes, 12),
burning as much blood as pn.\siMc each turn unril she
meets that level. She then rolls Stamina + Occulr (diffi-
culty 6) and needs only one success for the power to work.
A botch has catastrophic effects. The character might be
instantly killed or might inadvertently Embrace her vic-
tim, for example. If it rakes longer than one turn to spend
the necessary blood to enact this ability, it does not take
effect until all 12 points have been spent. However, the

blood must be spent continuously — the vampire cannot
burn five, run off and feed, then burn seven more an hour
I:][’L‘I" ()ll tl]l' U[I\L‘l’ l‘l:lﬂtl, h]‘ll.‘ may {L'L'L} as .‘\hl;‘ activates TI1L'
power — in one turn she might burn one blood point
while drinking three. Since few Cainites above the 7th
generation can easily expend such an amount of blood,
the most efficient way to activate this power is to have a
human nearby who can be sacrificed to power the trans-
formation.

After her transformation, the character gains many
traits of an ordinary human. She is largely immune ro the
scorching effects of the sun (Fortitude difficulties to soak
damage from direct sunlight are halved, and she takes no
damage if she is sufficiently covered), and she can expe-
rience and enjoy many of the fine things abour human
life. She retains a few of her vampiric benefits, however.
Fortitude and Auspex abilities remain in place if she has
either of those Disciplines. The Storyteller may allow her
to retain other Disciplines as well if he deems them
dramatically appropriate. She also retains the vampire's
benefits when it comes to handling bashing damage.
However, she is still vulnerable to holy artifacts, human
faith and being staked. Her blood remains vitae, not
human blood. Use of this ability — which creates a
mockery of human life — may interfere with a character’s
road advancement, at the Storyteller's discretion.

The vampire is no more vulnerable to fire than any
other mortal while in this half-alive state, but she still
suffers slightly from the Beast. Frenzy and Rotschreck
difficulties are halved (round up). She can remain active
during the day without road-based dice pool caps, al-
though she is certainly tired during the day, since thar is
not her usual time of activity.

Her Beast exacts a dangerous retribution when her
day of “life” is done. Although its influence is greatly
suppressed during this power’s duration, the Beast has its
way with the vampire for the next six nights, as all
difficulties to resist frenzy increase by three. The wise
Cappadocian hides herself away somewhere during that
period, but, depending on road and temperament, en-
forced isolation might drive her to frenzy on its own.

Cadaverous Animation

The Grave’s Decay and the Corpse in the Monster
paths are both basically sympathetic studies. They are con-
cerned with using an understanding of the behavior of
corpses to ;1[1;11\‘ that behavior to other matters, be it living
or unliving flesh. Cadaverous Animation relies on theories
of magical contagion instead, proposing that dead bodies —
once inhabited by living souls — can be made to imitate the
habits of life. The Venetian necromancers recently Em-
braced into Clan Cappadocian are said to have a deeper
understanding of this path and related arts, but those are but
whispers among the Graverobbers.

Statistics for the various forms of animated corpses
appear in the Appendix (p. 312).
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® Traceof Life

The Cappadocian with this ability can cause a corpse to
exhibit one or two traits of life by directly stimulating the
dead flesh to twitch or move slowly. This power is most often
used either to convince those beloved of the deceased thar
their loved one is alive, or to cause them terror. The vampire
cannot force the corpse to speak, and if he makes its eyes
open, any doubt that the subject is still dead is dispelled by
the milky, rotted appearance of its orbs,

System: The player rolls Manipulation + Occult
(difficulty 6). With even one success, the character can
make a single corpse within 30 feet twitch or make similar
slight movements. This ability can even replicate the
throbbing of a human's pulse. More successes enable more
realistic motions, though the character cannot make the
corpse do more than replicate a sleeping mortal, even
with many successes. A single success allows a quick
twitch, a deep breath or another single movement. Four
or more successes allow the vampire to establish a pattern
of movement — a pulse, breathing, slight stirring or even
all three — that lasts for a scene.

A failure means the power has no effect, but the
player can roll again next turn. A botch causes the corpse
to rapidly decay as though the Cainite had used the
Destroy the Husk power of the Grave's Decay path. In any
case, observers must roll Perception + Medicine (diffi-
culty 7) and earn more successes than the characterdid in
order to realize that the corpse is, in fact, dead. This
difficulty drops to 5 if the observer touches the body and
notices the lack of warmth. Success is automatic if the
observer can look at the corpse’s milky eyes.

The Mortis wielder can use Trace of Life on a vam-
pire in torpor. The results are the same as with a corpse,
save that the player needs two additional successes. (There-
fore, he needs a minimum of three successes to achieve
any effect at all.) This power is ineffective on vampires of
stronger blood (i.e., lower generation) than the wielder.

® o Callthe Homuncular Servant

With a small application of her blood, a Cappadocian
using Call the Homuncular Servant can cause a small, mobile
piece of a dead body to slough off the rest of the corpse and
movearound underitsown power. Generally, the Cappadocian
animates a hand, but the power has been used in the past to
enable eyeballs to roll around under their own power, and
even stranger stories occasionally make the rounds.

The homunculus has mystical senses enabling it to see
and hear, it hides vxrrt‘lm‘ly well, it moves L|uick|_v, and it has
a modicum of its own intelligence. When it is within a
quarter-mile of the vampire, the servant can communicate
what it sees and hears with the vampire who created it, via
a rough sort of telepathy. The servant is intelligent enough
tounderstand simple spoken or telepathic commands, but it
lacks initiative, a failing that is particularly obvious when it
leaves the Cainite’s radius of control. The servant cannot
carry anything, although jewelry or other very small objects
might be attached to it.

System: The player spends a blood point and rolls
Dexterity + Occult (difficulty 7) while the character drips
vitae on the appropriate piece of an available corpse. With
one success, the corpse’s hand (or other member) becomes
an animated creature with game statistics as described on
page 314. If the roll fails, the character may attempt to create
a servant from the same member again next turn. A botch
spoils the life-like residue in the cadaver, making it forever
useless for purposes of this ]'\;l[h_

The homunculus is totally obedient to its maker,
;Hﬂd 1t ll['tL'l'I\“ lgnores other orders or requests (1'
though rumaors persist of a rirual ro usurp control of a
servant). [t can communicate with its maker telepathi-
callyas longas it doesn’t move more than a quarter-mile
away. If it does, it acts according to its most recent
instrucrions from him unril it hears otherwise.

The servant remains active for one scene per success.
If the player spends blood again and rerolls Dexterity +
Occulr at the end of this durarion, he can extend the “life
span” of the servant for a further scene per success. This
processcan continue Mhit‘l-il‘li tt‘ly, ;md many C :dpp;ldl wclans
have a long-term homunculus of this sort. The servant
can be killed in combat like any other creature, and it does
not gain a vampire's resistance to bashing damage.

® & o Naix the Corpse to Service

This ability allows the Cappadocian to bring a lifeless
corpse into a semblance of unlife, turning it into a
shambling mockery. Raise the Corpse to Service works
equally well whether the corpse is just half an hour old or
has decomposed to a purely skeletal state. The servant is
not capable of independent thought, but it can follow
spoken orders perfectly well. A corpse servant is not a
combatant, however. It can interfere with the vampire's
enemies by getting in their way or trying to take their
things, but it does not have the ability to attack. It is most
akin to a shambling major-domo, and it is a mainstay of
Cappadocian monasteries and havens.

System: The player spends a blood point and rolls
Manipulation + Occult (difficulty 6) as the character
drips vitae into the corpse’s mouth. The process takes
three turns, and the corpse servant is active for one day
per success on this roll. If the roll fails, the character may
attempt to create a servant from the same corpse again
after the three turns have passed. A botch destroys the
corpse in an unholy flame. The corpse servant has game
statistics as described on page 313. The servant is not
L‘nlllplt‘rch' i[upid. It can do simple household tasks such
as tidy, prepare meals and escort visitors through a home.
However, it is a corpse, not a vampire. It is slowly
decomposing, and it exhibits symptoms of that decay. It
cannot speak, but it can gesture (though its gestures are
typically ponderous and simple). While it cannor fight, it
is happy to attempt to relieve “guests” of their heavy
weapons and armor, incompetently trying to disarm foes
if ordered to do so. Once the duration of the raising ends,
the corpse can be raised to service anew at no penalty.
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oo oo CqlltheAthanatos

Unlike Raise the Corpse to Service, Call the Athanatos
turns a human or animal corpse into a true monster, an
animated killer. The Cappadocian controls the undead
warrior through force of will, but the thing itself is driven
}'\\" l“"ll\' one monvaton: t]\.".lrl'l. I.L'!ﬂ"('l’l\l.‘i SLTTC Illl'lLllI’ll‘__r t'l'ﬂi
power suggest that the undead warrior is a tool not of its
creator but of Death itself, an unholy spawn of the Grim
Reaper. The creature animated by this power is a skilled
combatant, familiar with most melee weapons even if its
body was not that of a warrior in life (though the corpse
of a warrior is more effective than that of a |~Ln1~ulnl).
Athanatos (plural Athanatoi) is a slightly ironic usage of
Herodotus’s term for the so-called “Immortals,” elite
guards of the ancient kings of Persia. Cappadocians of a
ll'.\\ L’!.i‘i."\“’.i] I"l'l'll l]l‘lL'n *it‘npl\' L‘l]ll TI]L‘ wWarriors L'lll'l“.\'t’
knights or ministerialis (a name borrowed from the serf-
knights of Germany).

This power must be used with caution. Stories abound
of foolish Cappadocians who created an undead warrior
only to lose control of it and be taken to their doom by
their own creation.

System: The player spends two blood points and rolls
Stamina + Occule (difficulry 8), as the character spends five
minutes dripping vitae upon a corpse in a ritual pattern.
Success means the corpse rises to become an animated
warrior with the game statistics listed on page 312. Addi-
tional successes can improve the warrior’s combat abilities.
The warrior immediately attempts to become free of the
character's control. Though mindless, it is strong-willed, and
if the Cainite loses control of the warrior, it will attack the
nearest thing, be it mortal or vampire. The character must
1'u||\‘{-’in\i\\‘vr(dillituh\'7} toretaincontrol of the Athanatos,
at which point it obeys commands.

The warrior’s game statistics are on page 312. Note
that if the corpse from which the warrior springs had (in
life) Brawl, Dodge, Archery or Melee ratings greater than
the creature’s default, the creature has those statistics
instead. Additionally, extra successes on the initial
Stamina + Occulr roll can be applied to give the warrior
points in any of those Abilities, with a maximum of 5 in
any of them. The warrior is utterly incompetent at all but
the simplest non-combat activities. [t can open a door,
burt pouring a ;:n}\lcl of wine is beyond ir.

This ability lasts a full night, at which time the undead
warrior must be reanimared with the expenditure of more
blood and another Stamina + Occult roll. Additionally, the
character must keep a tight lid on the monster’s murderous
impulses. If the undead warrior moves more than 100 yards
away from the character, it acts on its own, trying to kill
nc:ll’l\.‘ :III‘_.'lhiII}_' it encounters. The (::q*;tuhm‘l:in can at-
tempt to impose his will on the thing again with a new
\X"’l”l\l Wer I'UH, l‘llil |'Il‘ must get \\"‘llhln a t‘l‘\\' yi]l‘tl\l Hf II'[\‘
murderous thing to do so. If the creature does enter combar,
the character must make another Willpower roll (difficulty
:) Lo retain cont l't1| \'l'i'l\‘ll ||'|l' L'(\[Hl‘i“ L‘I'I(i.'\' i”'IL] nao I‘[l”ht‘r
enemies are in the vicinity.
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® e e e e Nusterthe CorpseArmy

This power is similar to Call the Athanatos, except that
it creates a number of warriors to serve the character.
Mustering a corpse army is an even greater risk to the user
than Call the Athanatos is. While a loss of will for a
Cappadocian using Call the Athanatos means that she might
have to face down one of her own creations, loss of will for
a Cappadocian tacing a corpse army means that she’ll surely
have to fight half a dozen of the same creatures.

System: The player spends three blood points and rolls
Stamina + Occult (difficulty 8), as the character spends 10
minutes ritually sprinkling vitae upon as many corpses as she
wishes to animate. Each success animares rwo undead war-
riors with gamestatisticsas per Call the Athanatos. Additional
successes cannot be used to improve the abilities of a horde’s
members, but the corpses of soldiers and knights are more
potent than those of peasants or highborn ladies. Failure and
botches have the same effects as in Call the Athanatos.

As with that power, the Cappadocian must maintain
rigid control over the murderous things she has summoned,
a task far more difficult with an army than a single warrior.
The Cappadocian must impose and maintain control ex-
actly as described under Call the Athanatos, save that the
difficulty of the Willpower roll is 9. As with single warriors,
the army lasts for a full night.

This power can be used more \:IIL‘[\_' LO create a group of

corpse servants. The difficulty remains the same, but suc-
cesses can be used to creare corpse servants who do not
require Willpower rolls to control.

MWortisRituals

Mortis rituals are rarer and more closely guarded within
the clan than Thaumaturgy rituals are among the Tremere.
Many Cappadocians know only one or two. Characters with
Mortis start play with a single level-one ritual. Learning
others takes time and access to a source of instruction.

Unless otherwise noted, Mortis rituals require the player
to roll Intelligence + Occult against a difficulty equal to (4
+ the ritual’s level). They take, on average, five minutes per
level to perform. Some take significantly longer, as indicared
in the descriptions.

T g
Sinal Sight

Level-One Ritual

Thisrite allows a Graverobber to look into acorpse’s eyes
— assuming that they are still intact
image that that person saw while he was alive. The rite entails
extracting that last vision from the eyes themselves, a process
that consumes the organs, |L’;I\'il1}_: the sockets cmpry and
pitted. The ritualist must have access to at least one eye (so
skeletons or corpses from which the soft tissue has been
consumed by animalsare not usable). Just what she doesto the
Url’ﬁ varies fl‘l M version to version. lﬂ some instances, 1}‘1','
Graverobber east the eyes themselves; in others, she drips a
few drops of vitae onto them and they rot away. In any case,

and see the last static

the ritual cannot be used on the same eye twice, so it is useful
at most twice on lllL' same L’LlI’I'WL'.
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System: The playerrolls as normal while the Graverobber
spends five minutes enacting the ritual. With even a single
success, the character sees the last image the deceased did
before her death. The ritual gives neither particular insight
into the late target's state of mind, nor analysis of the image
presented. Although most people close their eyes under great
stress, the final image is never darkness — it is the last thing
that the victim saw before closing his eyes. Additional suc-
cessescan convey greaterdetailsat the Storyreller'sdiscretion.
Revivify the Cold Vitae

Level-One Ritual

Cappadocian scholars spend much of their time away
from the living and among the dead. This pracrice can
make hunting for living blood problematic, and the blood
of corpses loses its potency so g|l||u‘H\‘ as to 1\’ l!.\L'lL'.\.\ :If'{L'I'
a few hours. (For more on this, see p- 164.) With this
ritual, the vampire may refresh the vitae locked in a fleshy
corpse to allow her to feed without hunting for living
prey. The cold blood created thus is considered reprehen-
sible by some vampires and a delicacy by others.

System: The vampire must have access to a whole (or
mostly whole) human corpse that still has a substantial
amount of flesh on it, no mater how putrid. The ritual rakes
half an hour to perform, and it revivifies a number of blood
points equal to the player's successes on the Intelligence +
Occult roll. This cold blood works just like normal mortal
vitae, save that consuming it causes very little pleasure in the
vampire. Cold blood remains fresh for only a scene.

The rite transforms the putrid fluids of the corpse and
thus makes that body useless for further Mortis arts
(including the Cadaverous Animation path). Therefore,
many ( :;1|1pndt cian scholars 1\\'1\'[‘ larders of rott mng lesser
corpses for their nourishment and save prized bodies for
experimentation.

Eyes of the Grave

Level-Two Ritual

The fate of every being is already written, so the wise
memn say, so every Il\’ll‘l}: r]1|l1}_[ carries \\‘”t] 1 a |‘|’l'|]|l.l“i‘
tion of its death. This ritual allows the Graverobber to
awaken in a target the images of the end to come, forcing
the victim to experience premonitions of his own demise.

The ritual involves a series of incantations taking
two full hours and requires that the Graverobber have a
small item that is sympathetically related to the target.
An image of the victim, a small item in his possession or
a lock of his hair are traditional choices. The object is
consumed by the ritual, usually burned in a small censer.
Assuming that the ritualist has access to a proper item,
there is no maximum range to the ritual's effect. Fate
l\'l'\(!\\'r\ no |"r.1l1l‘u.|\<

Over the next week, the rarger experiences a series of
terrifying insights into and visions of his death. These
images are not always fully consistent and some theorize
that the images have more to do with the victim’s fears
than his actual fate. Either way, the result is the same:
intermittent terror and lasting distraction.
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S\.'stem: The ]‘-I;l‘.'x‘l‘ rolls as normal. For every suc-
cess, the target experiences one terrifying vision per day
(ornight) for the next week. A botch causes the power to
affect the caster herself. Every time the victim experi-
ences a vision, his p]n\'cr must roll Courage (difficuley 7)
or the character is incapacitated for three turns. A botch
on such a roll means incapaciration for a full scene and a
+1 difficulty penalty onall actions for the rest of the week.

3 .
2Walk Through the Shroud
Level-Five Ritual
A development of the Giovanni necromancers re-
cently Embraced into the clan, this rite allows a

Cappadocian to force his own soul to follow the course of

one that actually dies, leaving his body behind and
crossing into the lands of the dead, but with the ability ro
return to the physical plane. This return is accomplished
through a focus on the spiritual echoes left in the undead
corpse (those same echoes utilized in the Cadaverous
Animation path).

Still tied ro the body, the Cainite’s soul is not able to
travel further than the dark limbo of lost souls. Heaven
and Hell (and the soul's ultimate rewards) are not acces-
sible to the practitioner of Mortis. In these dank
shadow-lands, the Cappadocian may encounter ghosts
and other lost souls, and he may well be able to extract
some inf‘l‘f[ﬂi“ 10N or arcane "L'['\'it'l'.\' [‘.["Iln] [I‘ll_‘n'l.

Thisriteisnorto be undertaken lightly. The ghostsin limbo
are rarely happy tosee vampires, and a Cainite may find that the
ghaosts of some of his victims are bent on vengeance.

System: The vampire must undertake the rite —
which involves chanting incantations while surrounded
from dusk until midnight, at which point
it takes effect. A single success on the Intelligence +

by grave dusr -

Occult roll allows the vampire’s soul to separate from his
body in a manner similar to Anima Walk (Auspex 5, see
p. 174). The soul is immediately swept through the
shroud between life and death, however, and arrives in
1|u~ |'|153ht'm;1n<.}1 lllnhnnf ]nal \l.'l'l.ll'\. Tiu' :“‘m:r\_‘l L‘“L'r is f-!‘ut‘
to describe this dark realm as she sees fit. Some Cainires
h'.l\'\‘ n‘pur[t'\i It o I‘L' dn L‘llk“t‘.\h l;ulJ of t‘lanl;_: mist,
others a dark reflection of the living world, and so on. The
number of ghosts in the area depends on how likely the
Storyteller feels the place is to be haunted. Graveyards,
battlefields and hospices are always replete with the lost.
The Cappadocian’s soul can remain in this underworld
for one hour per success on the rite's roll (or until he decides
to return). His body remains vulnerable as with a vampire
using Anima Walk. The Cappadocian cannor bring any-
[}unL{' I‘\iltll\' ACTOSS l}lk' ‘\hri ‘llkl. save ]1i.\ own |1h'111n|’it’:~,

Obfuscate

Obfuscate allows its user to hide or otherwise conceal
his identity. Often one can do so in plain sight, by fooling
the minds of those around him into believing that he is
not present. Apprentices in this art must remain motion-

less and cloaked in shadow to hide; masters can conceal
a small crowd in the middle of a busy street. Those
affected by this Discipline do technically still see the user,
but they do not notice that they see him, and they cannot
find him. Accordingly, dumb animals are only misdi-
rected by Obfuscare. The power’s user makes them uneasy
even if he is entirely hidden from them.

Obfuscate is one of the oldest Disciplines known to
Cainites. It is said that this ability allowed members of the
third generation to hide from their sires until the time was
right to strike at them. Various legends suggest thar either
Caine himselfor Lilith taught the Discipline to the Nosferatu
Antediluvian, to better hide his visage, but the Children of
Hagim insist that it was their sire who refined his own
hunting and sralking ralents ro this supernatural level.

Those vampires who use Auspex are sometimes unaf-
fected by Obfuscate. Although the power tries to reach
through such a character’s senses and fool her mind, the
rarefied senses of the Auspex-user prod the target into
realizing that the Obfuscate-user is noras he seems. Generally
speaking, a characrer with more dots in Auspex than the user
has in Obfuscate recognizes that there is something wrong. A
Perception + Alertness roll (difficulty 7) pierces any illusion
the character has summoned up. A Cainite with fewer dots
in Auspex, however, is no risk to the obfuscated vampire. In
the event that another character has as many dots in Auspex
as the vampire has in Obfuscate, the players make a resisted
test, both using a difficulty of 7. The obtuscated vampire’s
player rolls Manipulation + Subterfuge, and the Auspex-
user's player rolls Perception + Subterfuge.

Obfuscate is particularly valuable to those who wish
to go about their daily business without being noticed.
While spies and thieves are sure to get a lot of use out of
it, a vampiric monk who must enter and leave his monas-
tery unnoticed or a courtier who wishes to listen in secret
to conversations at court is sure to revel in the power this
Discipline gives. Obfuscate is part of Caine’s curse on the
third generation, for it is said that Caine wanted to blot
his grandchilder from the Earth. Obfuscate does the next
best thing, from thar perspective. Those who use Obfus-
cate regularly find themselves divorced from society around
them, only observing and never parriciparing in ordinary
social interactions.

® Cloak of Shadows

With the aid of shadows and concealment, the Cainite
using Cloak of Shadows can hide his presence from all
those nearby. He deftly eases himself our of the way of
mundane senses, and thus remains unnoticed until he
moves, makes a sound or does something else to call
attention to himself. He must remain under cover during
this time. However, should someone suspect his presence
in a particular place, sustained investigation and exami-
nation reveals him.

System: No roll is required as long as the character
acts as described. An observer with an Ampc.\' rating
greater than the vampire’s Obfuscate rating is not fooled
by Cloak of Shadows.
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® o {[nscen Presence

Unseen Presence allows the Cainite to move around
and remain under a degree of concealment. Mortals and
Cainites who are restricted to ordinary senses simply
ignore the character's presence, unconsciously averting
their gaze and paying more attention to the surrounding
landscape than the character. Such victims even skirt
around the character without realizing that they are
doing so. They might notice that they had done so only
after going back and looking at their own tracks.

The character must be careful not to call attention to
himself while using this power. A clumsy action or a loud
noise alerts those nearby to the Cainite’s presence, and
any benefit provided by Unseen Presence is at least
momentarily lost.

System: As with Cloak of Shadows, no roll is imme-
diately necessary to activate this power as long as the
character starts off in a concealed place. Using the power
while moving stealthily and subtly requires no roll either,
but circumstances may arise that require particular stealth.
In such a case, the player rolls Wits + Strealth against a
difficulty assigned by the Sroryreller (rypically 7). Success
allows the character to remain concealed. Examples of
such circumstances include walking through a noisy area
(a squeaky wooden floor or leaf-covered forest floor) or
speaking quietly to someone nearby without being no-
ticed by others.

Taking drastic or showy action immediately draws
the attention of bystanders, who snap out of the minor
trance this power puts them in. Their players make a Wits
+ Alertness roll (difficulty 7) to recall the character’s
actions while the trance lasted.

® o o Naskof a Thousand Faces

While using this ability, the Cainite remains fully
visible but changes his appearance to fit a particular image.
The character may choose to invent an image of his own
devising or alter himself to look like a particular individual.
The vampire’s appearance does not really change — this
isn’t the Tzimisce Discipline of Vicissitude — but rather, a
temporary vision is superimposed over the character’s face
and b lLlY.

System: The player rolls Manipulation + Performance
(difficulry 7). See the following chart for the level of change
the character can then make to her appearance. Bonuses to
Appearance are listed, but these cannot raise the Attribute
above the character's generation maximum (see p. 164). If the
plil'ly‘l.‘r |'|.‘“5 CIu )lllL:h SUCCESSeS, ti‘lL‘ C]‘}ZU‘}I('(‘l‘ can ]'L'Lllll:t‘ I'lL'T
Appearance to 0 (takingon the aspect of a leper, for example).

The number of successes needed to masquerade as
someone else depends on the differences between the vam-
pire and the person she is emulating. Doing so also has its
own set of risks, however. Regardless of the vampire’s new
appearance and voice, she is likely to confuse that person’s
acquaintances or give away her ruse if she cannot adequately
pretend to be the other person. Plenty of Subterfuge and
Performance rolls are sure to l\c necessary in this case.
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Successes  Limit
Botch A hideous transformation into a
Nosferatu-like monster or worse.
Failure No change.
1 success  Same heightand weight, minor alter-

ations to your image; maximum of +1
or -2 Appearance.

Substantially different looks; acquain-
tances certainly would not recognize
the character; maximum of +2 or -3
Appearance.

Look like pretty much anything that's
still roughly the characrer's size; maxi-
mum of +3 or -4 Appearance.

2 sudcesses

3 successes

4 successes Can changeentirely, concealing voice,
mannerisms Elnd 30 On, maximum +4
-or -5 Appearance. .
Can appear to be a different gender,
astly different height/weight and so
on: Drastic changesare possible; maxi-

mum +5 or -6 Appearance.

5 successes

® e oo Danishfrom the Wind's Eye
A character with this ability can disappear from plain
sight, even while he is in clear view of dozens of witnesses.
Such a disappearance — if done skillfully — causes chaos,
confusion and general mayhem in its wake, a state that is
entirely conducive tothe character’s making a swift getaway,
Once he is out of sight, the character can use Unseen
Presence (or other Obfuscare pn\\‘cr.\) to remain hidden
or move around while concealed. He may even choose to
turn around and launch a semi-surprise attack on enemies
who may have been observing or surrounding him.
System: The player rolls Charisma + Stealth, and
the difficulty number is equal to the highest Wits +
Alertness to be found in the surrounding crowd. With
three or fewer successes, the character does not disappear
so much as become a ghostly and indistinct image; those
who are particularly perceptive are still be able to trace
her activity. With four or more successes, the character
vanishes completely, and any target with a lower Will-
power than the player’s number of successes forgets that
the character was ever present. Vanish From rhe Mind's
Eye does not have a fixed duration. It lasts only until the
vampire can get out of sight (usually one or two turns).
Those who wish to track a ghostly semi-image of a
character should roll I’cl‘uvptlun + Alertness (\ltl‘l'i(u]t\‘ of
the obfuscated character's Dexterity + Obfuscate). If the
pursuer succeeds, he can interact with the obfuscated vam-
pire normally. If he fails, he suffers a +2 difficulty to any
further interaction with her, whether socially or in combat.
The player of any character, friend or foe, who witnesses
the vanishing should roll Wits + Courage (difficulty 5, or 9
if the witness is a mortal). Failure on this roll means thart the
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witness must spend two full turns in a daze, attempting to
comprehend the violation of God’s law and logic that has
just taken place.

e oo oo CloahtheGathering

This power, one of the supreme expressions of the
Discipline of Obfuscate, can be used to extend orher
Obfuscate powers over a group of friendly individuals.
Should any member of the protected gathering violate
one of the rules of the individual power used to conceal
the group, thar individual (and that individual alone)
loses the protection of Cloak the Gathering and the other
powers used to hide the group.

System: You may conceal one additional character
for every dot of Stealth you possess. You can grant any
single Obfuscate power that you know to the entire group
simultaneously by spending the appropriate blood or
Willpower and rolling the necessary dice. As mentioned
previously, if any individual in the group falters and
violates one power's rules, that individual loses the pro-
tection of Cloak the Gathering. Only if the Cainite who
initiated Cloak the Gathering falters does the entire
group lose the power’s concealment.

ee e e e e S Mask

Princes and ashen priests guarding their courts and
cathedrals typically post as guards at least some Cainites
with Soulsight (Auspex 2). The ability to see the spiritual
halos of those coming to see the potentate are hard to
overestimate, A]lhullgh Soulsight is not a lie detector, it
does identify ghouls, vampires, diablerists and the dis-
turbed with great ease. Masters of Obfuscate, however,
can walk past such surveillance without concern. A
Methuselah may appear to be a simple whelp, a mortal or
even to hil\'L' no hlllt! \\'h.']r.‘itl('\'[‘r.

System: The vampire with Soul Mask can project a
halo rthat is different from the one that represents her
actual condition or she may project no halo whatsoever.
The vampire must burn blood to change her halo, in
different quanriries ro effect different changes. Changing
the halo’s color (hence masking the underlying emotion)
costs a single blood point. Changing its shade (to appear
mortal or as a ghoul) costs two. Changing other charac-
teristics (ro display or hide magic use or diablerie, to
suppress the halo altogether) costs three. The effect lasts
for an entire scene, but the false halo can be dropped (or
modified again through blood expenditure) at any time.
Changing haloes requires an action and a moment for
concentration, but is otherwise quite secure. Only if an
observer has as many dots in Auspex as the character has
in Obfuscate can he pierce the mask. In such a case, the
observer’s player rolls Perception + Subterfuge, opposed
11\ l}'l(.‘ [”J]“l{L'LI '\':““PII‘L'!\ I‘ll]yt‘r, \Vht} T(}“h l\‘h\[lil"llll”i“n
+ Subterfuge. If the observing vampire has more levels in
Auspex than the masked character has in Obfuscate, he
sees through the mask automatically.

Characters without any real experience at Soulsight
can tll'll\_.-' Nllr‘]"rt‘\" [I‘ll.'lr h;lll)l\"‘; r}]lh(‘r T}Tx]n L’hiln}_‘(‘ I}\t']]].

Soul Mask has no effect on other forms of deception, and
it cannot be used by Assamites to mask their clan weak-
nesses (see p. 79).

Obtencebration

“And the earth was without form, and void; and dark-
ness was upon the face of the deep,” says the Book of Genesis.
“And the Spirit of God moved upon the face of the waters.”
God created the heavens and the earth before anything else.
But before the accursed Sun, before Eden and well before
Caine, there was darkness. It is this darkness that the eldest
Lasombra revere, and this ancient, unknowable darkness
whose depths they plumb with the Discipline of
Obtenebration. With it, the Magisters can coax filaments of
the shadowy void out into the physical world. Here those
filaments can take on solid form and obey the commands of
those who summoned them.

The source and inhabitants of the ancient darkness
are unknown. Many Lasombra claim that the darkness
predates God Himself and is the home ro a more powerful
entity kept at bay only by the power of the Sun. In thart,
they see themselves reflected. Many Lasombra strive to
master this ancient being and its minions. Many of those
who fail to fully master the shadow find themselves
haunted by phantoms in the darkness. Other Lasombra
suggest that the darkness comes from a corner of Hell, cut
off from the shining firmament of Heaven or from some
pre-Christian pagan underworld. The most common name
given to the darkness is Ahriman, the dark half of Zoro-
astrian dualism — a faith rhar has had a long associarion
with the Lasombra, most recently as one of the spiritual
underpinnings of the Cainite Heresy.

Obtenebration frighrens ordinary mortal crearures
and animals. Most Cainite scholars believe that this is
because Obtenebration is part of God’s curse on Caine. By
gaining power through calling forth the forces of Hell, or
wharever the outer darkness represents, the character
pulls himself further from the gaze of God and closer to
eternal damnation. Characters with a mystical bent,
philosophers and those who consider themselves to be
damned souls favor Obtenebration.

® Shadot Play

This relatively simple ability gives the Lasombra
control over local ambient shadows. It does little to allow
her to conjure primordial shadow from the Abyss, as later
Obtenebration powers do, but the power still provides
plenty of social advantage. The Lasombra can use Shadow
Play to manipulate a social circumstance to her advan-
tage, [\|;\Ci|‘|1_' Hl'\ll\ill\\'\ n ;ld\':ll‘lt.‘l;_‘.L‘t!Ll\ ln(;llinll.\
throughout a room, or giving herself a more stern and
imposing visage. Alternatively, the Lasombra can use the
local shadows to hide a bit more stealthily.

System: The player spends one blood point as the
characrer exerts her will. For the remainder of the scene,
the player can add one die to Intimidation and Stealth




dice pools as the vampire moves shadows around to suit
her needs. The vampire can also accomplish minor feats
ofshadowplay, such as movinga person’s shadow here and
there, or leaving a looming shadow overanother Cainire’s
hiding place in order to fool him into thinking he’s about
to be discovered. She can also manipulate ambient shadow
in a way to help her see through it, reducing a darkness-
related penalty by her Obrenebrarion raring (toa minimum
of zero, of course). No die roll is ruqum'd for these
abilities, but the player must still spend blood.

Mortals are often quite disturbed by use of this power,
and their players must make Courage rolls (difficulty 7)
when they see Shadow Play used. Failure means the
mortal suffers a one-die penalty to Social dice pools for
the remainder of the scene.

® ® Nocturne

The Lasombra with this ability can create a cloud of
unnatural darkness that is strong enough to completely
obscure light and even muffle sound. Those who spend time
inside the darkness are often terrified by the experience, as
all senses are equally twisted and suppressed by the power.
Victims lose their sense of direction and place, and they
cannot defend themselves against attack from without.

Nocturne does not extinguish fire within its radius,
but it does suppress the fire's light such that it cannot be
seen even from an inch away. The Lasomhra must con-
centrate on Nocturne throughout its manifestation, or it
fades away almost at once. She can move the cloud as she
concentrates, but doing so is not easy.

System: The player rolls Manipulation + Occult
(difficulty 7). If he succeeds, the vampire creates a cloud
of inky darkness some 10 feet in diameter (though its
shape isunstable, and it undulates and writhes over time).
Addirional successes can double the cloud’s radius, at the
vampire’s discretion. He can summon up the cloud up to
50 yards away and does not have to have line of sight to
the cloud in order to do so (though creating a cloud he
cannot see requires a blood point to be spent and brings
the power's difficulty to 9).

All Perceprion dice pools drop by five within the
cloud, unless the victim has a supernatural way to see
through darkness — such as Witness of Darkness (Pro-
tean 1) or Heightened Senses (Auspex 1) — in which
case dice pools drop by only two. Regardless of sensory
abilities, all non-sensory actions are at +2 difficulty, and
the cold dark leaches away at the life essence of those
within it, reducing all Stamina-based dice pools by two.

Mortals and animals wrapped in Nocturne do not find
the experience pleasant in the least. Their players must make
Courage (or Willpower, for animals) rolls much as with
Shadow Play, with similar consequences for failure.

® o o Jyrms of Ahriman

As the Lasombra masters his control over the inky,
primordial blackness, he turns the darkness into a weapon.
He can draw tentacles from shadowed reaches and use
them to artack enemies nearby. In the traditional lore of
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the clan, the practitioner is literally calling out to the dark
half to make itself manifest and grasp at its victims.

System: The players spends one blood point and rolls
Manipulation + Melee (difficulty 7). Every success cre-
atesone tentacle, six feet long with Strength and Dexterity
equal to the character’s Obtenebration trait. The player
may spend additional blood points to increase the Strength
or Dexterity of a single tentacle by one per blood point, or
increase its length 1\\,' six feet per blood point. Eac h
tentacle has four health levels and does not face wound
penalties. [t soaks damage using the characrer’s Stamina
+ Fortitude total, and it has even worse vulnerabilities to
fire and sunlight than a Cainite would have. It cannot
soak aggravared damage of any kind.

The tentacles can undertake mundane tasks such as
lifting objects, and they can make simple bludgeoning
attacks. They use Dexterity ro artack and do Strength
bashing damage. Alternatively, they may attempt to
grapple afoe, again using Dexterity to hitand constricting
for Strength + 1 levels of bashing damage if they succeed.
The tentacles do not all have to come from the same
source as long as all sources are within about 20 \_';Irn.lh of
the vampire. Controlling them does not require exclusive
concentration. The Magister can take ordinary acrions
while controlling the Arms of Ahriman, at no penalty as
long as her orders to the arms are ~trui;_:|llfllr\\';tr\|. (“At-
tack” is fine; “Lift the key from the guard’s belt” is not.)
More complex actions require the vampire's attention.

® e oo Nightshades

The Lasombramay create illusions crafted from shadow,
perhaps summoning dark spirits or reflections of Ahriman.
Although the images are only made of inky blackness, and
therefore would nor be realistic in the light of day, vampires
rarely work in such environments anyway, so they can easily
craftillusions that are quite believable under anightsky. The
illusions are typically human-sized and shaped, but with
sufficient will and skill, one might make a larger illusion or
a whirling nightmare of shadows and chaos.

System: The player rolls Wits + Occult (difficulry 7).
Each success lets the vampire create one human-sized
illusion; multiple successes can be combined to make a
single illusion that is much larger than human. Vicrims of
these illusions must make Perception + Alertness rolls
(difficulty 9) to deduce that they are not real.

The vampire can also use Nightshades to fill an area
with acloud of shadowy madness, areflection of the dark half
itself. The players of those in the area who don’t have
Obtenebration reduce their Initiative scores by three and
take a two-die penalty to all dice pools. The vampire can fill
an area up to 10 yards in diameter per success with Night-
shades in this fashion.
ee e e e Tonchrous Avatar

The Cainite using this power can transform her body
into an inhuman shadow. The form this living shadow takes

depends more on the character’s inner nature than on her
mastery of Obtenebration. For some, the form may be
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>~ undulating and serpentine, while it might be a form-
\.. N less cloud forothers. Still others might take an ominous
\ ' 3y and imposing monolithic shape. While assuming the

Tenebrous Avatar form, the Lasombra is virtually
. immune to harm, and she can pass through slight
A cracks and very small openings by extruding her

shadow essence to the necessary thickness.

The touch of the Tenebrous Avatar isdisconcert-
 ing to mortals, and taking on the shape brings the
L sensation of being in the grasp of a cold and inhuman
 otherworldly being. Lasombra lore talks of this power
as a step toward becoming Ahriman itself, a
mixed blessing indeed. The character can

also see through even the deepest black-
ness while in Tenebrous Avatar form.

System: The player spends three

blood points while the character takes
three turns to fully transform. This trans-

"1 formarion rime can be reduced by one turn for
' each additional blood spent, but it always takes
at least one full turn. While she is a Tenebrous
' Avatar, the character is immune to physical
damage, but she cannot physically attack oth-
ers. The most she can get away with is to wrap
a victim in inky blackness, which is frightening
enough to most beings to require a Courage roll to

avoid panic. The character can, however, sum-
mon Arms of Ahriman from her form and the

£ / ;
£z /’“L_ , - . surrounding shadows, but she must do so separately.
&

Your character is still vulnerable to fire and
sunlight in this form, and she is even more vulner-
able to them psychologically, as the darkness of
which she is now made recoils insanely from its
oppositeforce. Add one tothe difficulty of Ristschreck
rolls when exposed to fire or sunlight in Tenebrous
Avarar form.

e e o0 e 0alktheAbyss

Masters of Obtenebration can entera patch
of darkness that is large enough to admit them
and step through an otherworldly space to
emetge in another shadow roughly within
eyesight of the first. The abyss berween
shadows is a twisted and unholy place,
described by some as Ahriman itself, as its
resting place orasacircle of Hell. Regardless,
it exists such that any two shadows within 25 yards
Or SO dre jll\\'[ il .\IIL'p ilpil]‘[- TI‘”{" i]l.‘*t'l means 1]]‘\” [11'-'
Cainite can lean into one shadow, using this
power, and grab someone or something that is
within arm’s reach of a remote shadow to pull it
to her location.
) System: Theplayershould pickanexitpoint
B and check with the Storyteller to ensure that
2 bothyourentryandexitshadowsarelarge enough
to admit the character (they must be art least
roughly human-sized). If the Storyteller allows
it, the player rolls Intelligence + Stealth (diffi-
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culty 7) for the Lasombra to step through shadow successfully. If
instead rhe vampires intends to grab something near the distant
shadow, the player rolls Intelligence + Brawl (difficulty 7). One
success is enough to grab the target, and two are necessary to pull
it through the darkness. A failure on this roll indicartes that the
vampire cannot reach the target; a botch means that something
either comes out of the shadow or pulls the character in.

The vampire can Walk the Abyss between shadows
separated by a maximum of five yards times his Inrelligence
+ Stealth total. The player must also make a Courage roll (as
must any passengers). The difficulty is 5 for anyone with
Obtenebration, and 7 otherwise. Failure indicates panicked
collapse or Rotschreck upon coming through the shadow. A
botch on this Courage roll by the player leads to her
characrer panicking to such an extent as to become lost in
the Abyss. The player must make another Intelligence +
Stealth roll to reopen a gateway. The Storyteller is free to
determine just how far the character has traveled and how
long she has been in the Abyss. Disappearances of several
years are not unknown,

PVotence

Every Cainite has the instinctual ability to increase her
strength by burning blood (see p. 163), giving herself the
capacity for feats thar morrals can only dream of. The Disci-
pline of Potence compounds the benefits of vampiric strength,
tapping otherworldly reserves of power to allow for truly
astounding displays of might.

A vampire with high levels of Potence can easily lift a
horse or cow, break forged chains or crush a mortal’s bones to
powder with a few blows. Dark whispers also sugoest that the
unholy might granted by this Discipline gives its bearer an
advantage in the struggle fora vampire’s soul that comes at the
end of diablerie.

There is no doubt that Potence is one of the most effective
combat Disciplines. The clans that favor it (the Brujah, Nosferatu
and Lasombra) certainly make the mostof irsbenefitsin thatarena,
but great strength also provides an advantage when performing
hard labor or when physically trapped. It is also useful for impress-
ing mortals, and it is generally the first Discipline a ghoul learns.
Potence is areflection of God's curse on Caine and his ilk because
it removes a Cainite’s ability to be gentle. The entire world
becomes fragile and easily broken in the hands of a particularly
potent Cainite.

System: Potence grants one automatic success per point
on all tests of Strength. This includes feats of strength and
lifting tests (see p. 228) as well as damage rolls in melee and
brawling combat. The player still rolls the character’s full
Strength dice pool for these tests, then adds her Potence rating
in successes after the dice have been tallied. Potence successes
do count in diablerie (see p. 258)

Presence

A character using Presence becomes supernaturally attrac-
tiveand charismatic. She can draw others to her side with a smile

and sway the emotions of large crowds with justa few words. She
can incite all varieties of emotion in her victims.

The Toreador, Venrrue, Brujah and Followers of Set
favor Presence, and each of them have different uses for ir.
Many Toreador use Presence to better evoke a particular set
of emotions in those who witness their artwork or perfor-
mances. The Ventrue evoke a majestic air and cow their
subjects easily with this ability. The Brujah often evoke the
righteous spirit of their listeners, swaying them to whatever
cause the Zealot espouses, be it the cause of dL‘[\ sed king or
a new crusade. Setites prefer to use Presence in more inti-
mate surroundings, coaxing their victims this way and that
and driving the victims to give way to their baser urges.
However, this Discipline isa common one in Cainite circles.
Knights can use it to drive their foormen inro a killing rage
before battle, peasants can garb themselves in the haughty
attitude of the wealthy without suspicion, and sea captains
can easily cow a rowdy crew far from shore.

Unlike Dominate, Presence does not tumn its victims
into mindless automatons. Victims of Presence might feel
differently toward the power’s user, but they retain the ability
to think and act on their own. This aspect of Presence can
be very useful —a pawn might come up with auseful solution
to a problem that the character might not have seen. It can
also be problematic, though. Pawns are remarkable for their
ability to surprise their beloved with expressions of affection
at the worst possible time. Targets of Presence do not leap ro
obey spoken commands, as they do with Dominate. They
need to be persuaded that a particular course of action is the
best one for them. Doing so is rarely difficult, but it is not
automatic by any means.

® Yive

Awe is an active use of the subtle charisma that flows
fromall characters with Presence (see sidebar). The vampire
concentrates for a second and swells in the mind’s eye of all
llln\'c around her. There is no visual or [ﬁ]yu](;ll symptorn,
but suddenly the vampire becomes the most fascinating
thing in the vicinity. Depending on her overall mien, she
may appear stunningly beautiful, simply fascinating or chill-
ingly impressive. She is, quite literally, awesome.

Such an impressive character can sway a crowd with
ease. Those of weak will bend over backward to please her,
while those of stronger resolve still acknowledge her worth.
Evendubious arguments and strange demands become work-
able since the very act of emanating from the character’s
dazzling lips gives them a legitimacy with which mere logic
cannot compete. This effect is not absolute — no matter
how awesome the vampire is, she’ll never convince man or
beast to leap into open flames— but with subtle application,
it is very potent indeed.

System: The player rolls Charisma + Expression (diffi-
culty 7). The number of successes determines how many
people are affected, as noted on the following chart. If there
are more people present than the character can influence,
Awe affects those with lower Willpower scores first. The
power stays in effect for the remainder of the scene or until
the character chooses to drop it.
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Successes Effectiveness

1 success One person

2 successes  Two people
3 successes  Six people
4 successes 20 people

Everyone in the vampire's immediate

vicinity (an entiré auditorium, a mob)

5 successes

Those affected by Awe can use Willpower points to
overcome the effect, but they must continue spending
Willpower every turn for as long as they remain in the same
area as the vampire. As soon as an individual spends a
number of Willpower points equal to the successes rolled, he
shakes off the effect completely and remains unatfecred for

the rest of the scene.
® @ Dyead Baje

While all Cainites can frighten others by physically
revealing their true vampiric natures — baring claws and
fangs, glaring with malevolence, hissing loudly with malice
— this power focuses these elements to insanely terrifying
levels. Dread Gaze engenders unbearable terror in its vic-
tims, stupefying them into madness, immobility or reckless
flicht. Even the most stalwart individual falls back from the
\‘.II'II["II'k“‘- horrific visage.

System: The player rolls Charisma + Intimidation
(difficulty of the victim's Wits + Courage ). Success indicates
that the victim is cowed, while failure means the target is
startled bur not terrified by the sight. Three or more successes
mean he runsaway in abject fear. Victims who have nowhere
to run claw at the walls, hoping to dig a way out rather than
face the vampire. Moreover, each success subtracts one from
the target’s action dice pools next turn.

The character may attempt Dread Gaze once per turn,
though she mayalso perform itasan extended action, adding
her successes in order to subjugate the rarget completely.
Once the target loses enough dice that he cannot perform
anyaction, he’ssoshaken and terrified that he curlsupon the
ground and weeps. Failure during the extended action means
the attempt falters. The character loses all of her collecred
successes and can start over next turn, while the victim may
act normally again.

A botch at .m\,'timu11’1di.:;1tc~.t|1;i1 the target isnotat all
impressed — perhaps even finding the vampire’s antics
comical — and remains immune to any further uses of
Presence by the character for the rest of the story.

e e o Entrancement

This power reshapes the subject’s emotions, instilling a
sense of willing and just devotion toward the vampire.
Therefore, the victim is inclined to heed the vampire’s every
desire, but does not become the addled drone of a victim of
Dominate. Entrancement affects the heart, not the will.
This power does make the servant somewhat less predict-
able, however. Independent thinkers (no matter how loyal)

have a tendency to think for themselves. Vampiric lore is
replete with entranced mortals doing foolish things to please
their masters and ladies. It is also replete with stories of the
entranced who become hateful once the effect wears off,
which is one reason why such thralls are usually either kepr
close and bound by the blood oath or eliminated once they
have served their purpose.

The vampire chooses the emotional flavor of the en-
trancement. Some may wish for their retainers to serve out
of love, others out of the respect of vassal for lord, while
others prefer the fear of slave for master.

System: Regardless of the emotional flavor, the player rolls
Manipulation + Empathy (difficulty of the target’s permanent
Willpower), and the number of successes determines how long
the subject is entranced (as per the following chart). The
Storyteller may wish to make the roll instead, since the characrer
is never certain of the strength of her hold on the victim. The
vampire may try to keep the subject under her thrall, but he can
dosoonlyafter the initial effect wears off. Attempting this power
while Entrancement is already in operation has no effect.

Successes  Duration
1 success One hour
2 successes  One day

3 successes -One week

One month
One year

4 successes
5 successes

eece e Summon

This impressive power enables the vampire to call to
herself any person whom she has ever met. This call can
o to anyone, mortal or supernatural, across any distance
within the physical world. The subject of the summons
comes as fast as he is able, possibly without even knowing
why. He knows intuitively how to find his summoner —
even if the vampire moves to a new location, the subject
|’L'LI§|’K'L’[.\ hi.“ OWN COUrse as soon as hL‘ can. -‘,\“L'!' '-l“, i.\L“.\i
coming to the vampire herself, not to some predeter-
mined site.

Although this power allows the vampire to call someone
across a staggering distance, it is most useful when one uses it
locally. Summoning a knight to Britain from Outremer may
he an impressive fear, but the knight must still obtain passage
and undertake a journey of several months. This is made all
the more um];‘lic;ilud by the fact that the summoning
dissipates at dawn. Unless the subject is trained to continue
toward the vampire after the first call (which most ghoulsand
thralls are), the Cainite must summon each night until the
target arrives. The subject also does not neglect his own well
being. While he won't shirk physical violence to reach the
vampire'sside, he won'tsubject himself to suicidal situations.

System: The player rolls Charisma + Subterfuge.
The base difficulty is 3, but the difficulty increases to 7 if
the subject is virtually a stranger. If the character used
Presence successfully on the target in the past, this diffi-

» R —,
A » = \ -
~ P ¢ &
L reree———— — o R
—_ - o




el &

cult y x!Tl}]N to 4. If the attempt was unsuccessful, however,
the difficulty is 8.

The number of successes indicates the subject’s speed
and arritude in responding:

Successes  Result :
1 success Subject approaches slowly and hesi-
tantly.

2 successes - Subject approaches reluctantly and is
sasily thwarted by obstacles.

3 successes  Subject approaches with reasonable
speed.

4 successes. Subject comes with haste, overcoming
any obstacles in his way. i
Subject rushes to the vampire, doing

anything to get to her.

I

J successes

® 0000 Ngjesty

With a thought, the vampire who has mastered the
Discipline of Presence can make one, overwhelming fact
clear: She was made to rule. A vampire using Majesty
stands out even in a room full of vampiric princes and
mortal kings. Centuries of power and lineage manifest in
her mien. The beautiful becomes a new Dido, a seductive
queen of adark kingdom; the homely becomes a terrifying
mnmlvr—kinlﬁ': the stoic becomes the harsh dt‘hpul‘ of a
perfectly cold republic.

Those around a Cainite using Majesty can barely
conceive of questioning her rule or demands. To do just
that is a feat of great will. To actually raise arms against
her is a feat of legend — or folly itself. Even those who
manage somehow to suppress the urge to fall into lockstep
are faced with the throngs of loyal subjects who are
anxious to prove their worth by eliminating one who
would dare show defiance.

Unlike most other uses of Presence, Majesty is a weapon
best used sparingly. The feeling of abject submission it
creates is likely to remain a sticking point with those who
have L‘.‘(pg‘rln‘n‘.'uf it. While toadies _umlply cower forever
more and do their best to avoid any further humiliation,
more willful subjects (including most Cainites) feel their
resentment grow. And even the lowliest of the Damned,
have a long time to plot vengeance.

System: Norollis required on the part of the vampire's
player, but she must spend a Willpower point. A subject
must make a Courage roll (difficulty of the character’s
Charisma + Intimidation) if he wishes to be rude or
\||]][11\_f contrary to [ht‘ vampire. S'UCL‘L'-":\' .l“k'\\'?‘ rhl_' ||]\Ii'
vidual to act normally for the moment, although he feels
the weight of the vampire's displeasure crushing down on
him. A subject who fails the roll aborts his intended
action and even goes to absurd lengths to humble himself
before the vampire, no matter who else is watching. The
effects of Majesty last for one scene.
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eeeee e Vyssion

I'rue masters of the Discipline of Presence can toy with
the emotions of an entire crowd with but a glance. Passion
allowsa vampire to create violent, overwhelming sensations
in another, subsuming her victim’s rational mind under
waves of emotion. Thc most stoic monk can ["L'Lt MNE a sex-
starved beast or a raging killer. The most hateful barbarian
can be filled with true love. With something as simple as a
few whispered words or a glance, the vampire changes the
|\;|1;II1\_\.‘ Ul-hlllnl irs in I‘LL'I' target, creating Til(‘ Jt‘.\l!l\.] L'|IL‘\I,
The victim might not be aware of the arcane nature of his
sudden emotional change, but he will likely realize thar the
vampire is the source — if only because his feelings seem
focused on her.

System: The vampire can use Passion to create any
Pt werful emotion, as ¢ ngasitinvolvesaloss of control: Fear,
lust, envy, love, hatred and anger are all viable candidates.
When the vampire uses the power, the player must decide
whether she is making herself the subject of the emation o
not. Ifso, itis the vampire herself whom the victim will love,
hate, fear or desire. If not, the emotion is unfocused and
much less controlled: Rage, paranoia or lust simply over-
whelms the victim. The vampire cannot make a third party
the subject of Passion.

To use the power, the vampire must initiate some form
of communication with the subject, be it a glance, a subtle
touch ora charming whisper. The player then rolls Manipu-
lation + Expression (difficulty equal to the target’s Willpower)
Success indicates that the victim is overcome |*\' the desired

UNCONSCIOUS PRESENCE
haracters with a few dots of Presence
tend to be imposing and noticeable even

when they are not actively using the power. Often thi
effect is merely a function of the character’s other
Social traits — characters with a lot of Presence are
often social monsters with high scores in Charisma,
Appearance and Manipulation — but even without
those strengths, such characters are noteworthy nearly
all the time. Bystanders tend ro remember them, and
people ar social gatherings unconsciously shift their

attitudes, paying slightly more atrention ro the charac-

terwithahigh Presence rating. Such bystandersneither

attribute any supernatural attraction to the character
nor feel as though their minds are being controlled.
They simply find the character more interesting than
they might if he didn’t have high levels of Presence.

This isn't always a good thing, nor it is always a
bad thing. Characters with Presence seem to be
more important than they really are, which earns
such characters unusually strong reactions — both
positive and negative — from those around. Charac-
ters can suppress this side effect of Presence for a
scene by spending a point of Willpower.

A\
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emotion for a scene. A botch renders the target immune to
the vampire’s Presence powers for the rest of the night and
may have other effects at the Storyteller’s discretion, such as
making the target hate the vampire for the indefinite furure.

The specific effects of Passion depend on the emotion
created, but they are mostly up to the Storyteller and player
to portray through roleplaying. Some of the most common

uses function as follows:

Successes Targets Affected
One Two people

Two Four people
Three Eight people
Four 20 people

Five (or more)  Everyone in the vampire’s im-

mediate viciniry.

¢ Love: The subject falls madly in love with the
vampire. He reacts to her as if he were under the blood oath
(see p. 260) except that he feels affection and romantic love
rather than feudal loyalties. Each success on the initial
Passion roll also reduces all of the victim's dice pool by one
die for Social rolls made against the vampire.

e Fear: The subject becomes terrified of the vampire or
overcome by a generalized panic. The victim is immediately
subject to Rotschreck (L'ill.iu‘lih\l' 5 to resist, see p. 265) and
each success on the Passion roll adds to that difficulty.
Mortals do not enter Ritschreck, but their players must roll
Courage against a similar difficulty.

e Greed: The subject becomes completely focussed on
acquiring valuables, status and wealth — as fast as possible.
The victim’s player must make a Self-Control or Instinct roll
(difficulty 5 + successes on Passion roll) to resist taking any
action that will lead to immediate material gratification such
as stealing an available jewel or agreeing to murder a baron.

* Rage: The subject’s heart fills with rage, and she
lashes out at anything nearby. Vampire victims immediately
become subject to frenzy (with similar difficulties for fear).
Players of mortal victims must roll Self-Control.

The vampire can alsochoose to target Passion atasingle
subject or ata crowd. If she is targeting a crowd, the vampire
must be able to communicate clearly to everyone within it,
and the number of people who are affected depends on how
many successes the player gets on her Manipulation +
Expression roll, which has a flat difficulty of 7 for a crowd.
The vampire cannot choose specific people in the crowd to
affect. The emortions waft over the crowd and grip people
starting from those closest to her.

Protean

While other Cainites huddled in caves and villages
with mortal populations, the Gangrel stomped about for
thousands of years conquering the world as they knew it.
They adopred mortal tribes and migrated with the herd
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and harvest, following their human prey from grassland to
grassland. Gangrel nomads benefited from their own
Discipline of Protean, a secret of the Blood that meant
that they did not have to keep within half-a-night’s run
from the shelter of a hut or cave. For millennia, the
Gangrel kept this Discipline secret and private so that
members of no other clan could learn it. Gangrel legends
say that the other clans believed them to be gods of the
steppe, immune to the sun’s scorching rays.

In these nights, the secret of Protean is no longer
entirely the property of the Gangrel. Other clans have
unearthed the Discipline’s secrets and passed them from sire
tochilde, butno bloodline has the flair for it that the Gangrel
do. Protean allows a Cainite to change his body's form to aid
in his nightly hunting, and in escaping his enemies (both
physical and spiritual). The ability is a reflection of God's
curse on vampires because it peels away the layer of protec-
tion and civility provided by a vampire's human shape. It
displays the Beast in the vampire using it and keeps him from
denying it or hiding from it.

As a charactet’s shape changes, the use of certain
Disciplines may become impossible. A Cainite in mist
form cannot use Dominate, as it depends on eye contact,
for instance. While general guidelines are provided, the
final decisions in these matters rest with the Storyteller.
® Witness of Darkness

The vampire with this ability can see normally in
ordinary darkness — even a cloudy, moonless night is as
bright as overcast day to the character. However, the
Discipline does cause the character’s eyes to glow a visible
red, which unnerves most mortals who see it.

System: Activating the Discipline is a free action,
but it takes a full turn to take effect. While Witness of
Darkness is in effect, the character suffers no dice pnul
penalties based on ordinary darkness. It is impossible ro
disguise one's inhuman nature while using this ability.
However, while the Discipline is active, the player adds
one die to Intimidation dice pools against mortals who are
not acquainted with the supernatural.
® @ Talons of the Beast

A Cainite with Talons of the Beast can extrude
wicked claws a few inches long from each fingertip.
Despite the power’s name, the claws are far more danger-
ous than those of a mere wolf or bear. They can tear
through chain armor and still dig deep into flesh. Wounds
inflicted upon mortals by the Talons of the Beast never
quite heal; Cainites find that vitae alone is insufficient to
heal them. Some vampires exhibit other minor changes
when activating this power. Eyes might turn a chalky
white, blood might seep from the palms, or the character
might be unable to keep his fangs retracted.

System: Activating the Discipline is a free action,
but it takes a full turn to take effect, and the player must
spend one blood point. Wounds inflicted by the Talons of
the Beast do Strength + 1 dice of aggravated damage.

—————
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Many Gangrel claim to be descended from an an-
cient warrior-goddess called Ennoia, and some even
purport to be pagan subterranean gods themselves. This
ability is one of the reasons they can do such a thing. The
vampire using it takes advantage of the Cainire affiniry
for the grave by sliding his body into the earth itself, as
though stepping into a tomb for the day.

The Gangrel cannot move around once he is en-
tombed in the earth; in fact, she cannot even be dug up.
She is immaterial and merged with the soil around her.
An attempt to dig her up will eventually fail, as the
roughly man-sized blob of earth the vampire inhabits
cannot be moved or pierced without powerful magic.
However, the ground above her resting place is disturbed
and overturned, as tlulllgi\ a mortal were \'UI‘L,\id\‘I’ing
planting a garden there, so those who are knowledgeable
in such things can uncover the place of entombment.

The vampire must have direct contact with the
ground itself in order to use this power. A wooden or stone
floor blocks her melding into the dirt. She also cannot use
this power while standing on a large piece of rock. She can
inter herself in earth, not stone. The power provides

perfect protection against the sun’s rays and the heat of

ordinary fire above. The characrer can be considered to be
six feet under the earth for such purposes. The Animal
may choose to remain conscious while interred, though
when the sun rises this becomes more difficult, as always.

The very existence of this power sets paranoid Cainites
to thinking. If powerful vampires remain in torpor for
centuries, and many of the eldest Cainites are assumed to
be able to inter themselves, then there could be hundreds
of elders buried in the earth, and they could emerge from
torpor nearly anywhere atany time. Surely the emergence

of a multitude of such creatures would be a harbinger of

Gehenna. The ancient masters of the Roman nights are
said to have known a ritual to lock such slumbering
ancients in their earthly prisons. This secret apparently

involved salting the earth with a special mixture of

alchemical powders. It was used to greatest effect after the
destruction of Carthage, when Brujah and other elders
were locked under the soil of North Africa.

System: The player spends one blood point, and the
character concentrates for a full turn, taking no other
action. Once activated, the characrer is essentially im-
mune to all attacks. The character can use Auspex and
other purely mental abilities while interred, bur he may
not activate any Discipline with a physical effect.

® @ 0o Formof the Beast

A vampire with this ability can turn himself into a
wolf or bat through the magic in his blood. Rumor has it
that some Gangrel can transform themselves into quite
different wild forms, but most Cainites are limited to
these two forms. While wearing a different shape, the
character retains his own mind and will, but his physical
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characteristics change, and he cannort invoke all of his
Disciplines. His senses increase in acuity when he is a
wolf, however, and he can fly around ar 25 miles per hour
when he is a bat.

System: The player spends one blood point for the
character to transform over three turns (during which he can
take no other actions). At the _"‘!l‘nl‘\.'rc”cr'h Ji.\-t‘!‘L‘l’lllll, the
player may spend three blood points (instead of just one) to
have the character transform in a single rurn. The vampire's
Physical Attributes, Manipulation, Appearance and Per-
CC{"Till[l k'}‘l.'mj_{t: to match those of either a wolf or a bat. The
characrer also gains any attacks or special abilities (such as
flight). The character activate only those Disciplines whose
manifestations do not depend on him having human fea-
tures. (Most Thaumaturgy and Mortis powers are out, for
instance.) Transforming back into the vampire’s natural
form costs nothing, but it takes three turns. Traits for the
animals appear in the appendix.
® @ 00 e Bodyof Spirit

Most vampires who can use this power or have seen
itin use believe that the character who invokes it, turning
himself into mist, is abandoning his humanoid form for
one composed entirely of spiritstuff. This impression is
consistent whether the Cainite is Christian or pagan. The
mist body the character wears is seen as the truest expres-
sion of his innermost nature. However, this mist is physical
rather than some kind of ghostly spirit form. The
character’s perceptions expand throughout the mist, and
every gust of wind sends ripples through her being. Her
vision is focused in the center of the mist (that is where
her eyes seem to be, to her), bur with brief concentration,
she can see or hear from any part of her mist form.

The character becomes a small cloud of mist, perhaps
four feet in diameter. She can move about at the equiva-
lent of her walking pace. She can fit anywhere that amisty
cloud might go, and she can pass through most cloth, up
a chimney or through a crack under a door. As a cloud of
mist, the character is less vulnerable to the depredations
of the sun, though it can still burn her. Even the strongest
winds cannot disperse her form. They can and do push her
around, however, if she cannor find a barrier behind
which to hide.

System: The player spends one blood point, and the
character takes three turns to transform his body into mist.
As with Form of the Beast, the player may spend three blood
points to have the vampire transform in a single turn. To
resist the buffeting effects of strong wind, the player rolls
Potence (nor the character’s natural Strength), with a
difficulty ranging from 6 (mild breeze) to 10 (gale-force
winds). Each turn, she may have to roll again to have the
character move against the direction in which the wind
pushes her. Ona calm night, the mist may move about at the
character’s regular walking or jogging speed.

Sunlight and fire do burn the vampire in mist form,
but they cause one less level of damage and it's much
easier to find shelter in mist form. The character's percep-
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tions are normal except as described, and sufficiently

stimulating experiences can lead her into frenzy and

Ratschreck. The character is immune to normal physical

attacks (expect for fire and sunlight), and she cannot

affect anything physical in the world about her while she

is in mist form. She can use Disciplines thar donot require
ical component, however.

e 0000 o3 issful Slumber

Elder Gangrel with great blood potency can sleep in
mist form, rather than entombed in the earth. This form
provides advantages, in that the character simply cannot
be disturbed by physical attacks while sleeping, save by
strong winds. However, while in this form, she cannot

p herself into consciousness until sundown.

System: The player spends five blood points, and the
vampire takes three turns to transform into the advanced
mist form of Blissful Slumber. (Extra blood cannot be spent
to speed up this process.) While wearing this form, nothing
physical can harm him. He is immune to the ravages of the
sun and fire, as well as ordinary weapons or the teeth and
claws of other vampires. Wind still moves him around, and
it may awaken him at the Storyteller’s discretion. When he
awakens, after the next sundown, he immediately trans-
forms into his normal form unless he spends an additional

sod point (above the standard point to wake). In the latter

ase, he transforms into the lesser mist of the Body of Spirir.

He cannot remain conscious in the nigh-invincible mist
form of Blissful Slumber.

GAuietus

Quietus is the province of the Banu Hagim, the vam-
pires whom European Cainites call Ass: )
and they guard its secrets jealously. Within the clan, itis the
warrior caste that is most closely associated with Quietus,

and its current applications largely revolve around the use of
blood poisoning to kill. The vizier and sorcerer castes have
equal claim to the Discipline in the clan’s legendry, however,
and they make use of it in subtly different ways to aid in their
lkl.\'L:.‘"' l'lr- n'l\f?\[ Ic L')'{Pll wration H]'\LI .“-lil“tlt' 2OV NCce.

The scholars of Alamut recount that Hagim himself
developed Quietus after a long period of self-exploration.
By examining his own blood, he unlatched the secrets of
affecting others’ vitae. He used these secrets to impose
Caine’s law on the Second City and to punish those who
contravened it. When the revolt of the third generation
began and Hagim's siblings expelled him from their
usurper kingdom, his mastery of the Blood allowed him to
escape and found a tripartite clan of his own. Ever since
then, his children have seen themselves as separate from
Caine’s other get, purer and stronger judges of the righ-
teous use of blood. Quietus is the premier expression of
that belief.

[ronically, the very strength of the blood-poisoning arts
can also be a vulnerability. The details are secrets of the
elders, but it seems that — just as a master Charlatan must
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momentarily fool himself in order to deceive others with
Chimerstry and madness is a prerequisite for the use of
Dementation — the use of Quietus creates a subtle taint in
the blood of those who use it. This taint manifests itself as the
caste weaknesses of the various lines of Banu Hagim and in
anoverallsusceptibility to blood curses on the clan. Assamite
individuals are no more vulnerable, the sorcerers say, but
blood curses tend to infect clanmates at a prodigious rate.
The most glaring example of this, of course, is the curse set
upon the Assamite warrior caste by the dark bloodline
known as the Baali (see page 309 for more).

® Silence of Fiery Blood

Warriors and lovers both know the sensory effects of
fiery blood. In the midst of battle or passion, all extrane-
ous sounds fall away and one is only focused on the enemy
or the partner. For Assamites, this state is second nature.
Warriors use it in battle, viziers and sorcerers in study.
With the H;nu'—p: wer of QLIiL’tLI.\'. however, l‘]‘n‘\‘ can
make it manifest in the very world around them. All
things around them fade into silence — for the Assamite
and everyone else. Although sounds from beyond the
immediate area can and do filter through, nothing in the
immediate vicinity can emit even a peep. Be it a victim's
screams, a loud crash, a lover's moan. It all fades into
nothingness. In most cases, this nimbus moves with the
vampire, but it is possible to infuse a specific location with
the Silence of Fiery Blood.

System: No roll is necessary, but the power costs one
blood point and one standard action to activate in its
common version. In this case, the power creates a zone of
utter and absolute silence around the character. This zone
has a radius of 20 feet in large spaces or it simply fills the
room, hallway or enclosure the characrer is in (unless it is
larger than 40 by 40 feet or so). No sound occurs inside
this zone, though sounds originating outside the area of
effect may be heard by anyone in it. The zone remains in
effect, following the vampire wherever she goes, for an
hour or until she wills it to stop.

The vizier caste is especially fond of a second appli-
cation that is sometimes called the Curse of Silence. Init,
the player spends two blood points and the character
spends five turns in concentration in a room or enclosure.
Thereafter, asilence as described previously fills the room
and remains in effect until the vampire wills it toend. The
vampire may leave the room, and rhe silence remains in
it, lasting through day and night. A single vampire can
create no more than one zone of silence, however, so if she
ever wishes to use the basic application (or curse another
room), the zone in the first room fades automatically.
® ® Scorpion’s Touch

By changing the properties of her blood, the vampire
may create powerful venom that strips her prey of his
resilience. This power has acquired a terrible reputation
among the Christian vampires who have faced Assamite
warriors (and their blood-coated blades) in Iberia and the

Levant. The poison can also be delivered by a deadly spit
or by coating a seemingly innocuous object (a favorite
tactic of vizier assassins).

System: To convert a bit of the character’s blood to
poison, the player spends the number of blood points she
wishes to convert (up to a maximum of her Stamina) and
rolls Willpower (difficulty 6). If this roll is successful, the
poisonisready. [tremains potentuntil the next dawn oruntil
it is used. When the poison contacts a victim’s skin, that
character's player rolls Stamina (+ Fortitude, if any) and the
character immediately loses a number of levels of Stamina
equal to the number of blood points of poison minus suc-
cesses on the Stamina roll. This loss lasts for a duration based
on the successes on the original Willpower roll:

Successes ~ Duration

1 success One turn

2 successes  One hour

3 successes  One day

4 successes  One month

Permanently (but the player may buy
Stamina back up with experience)

5 successes

[famortal’s Stamina falls to O through use of Scorpion’s
Touch, she becomes terminally ill and loses immunity to
diseases, her body succumbing to sickness within the year
unless she somehow manages to increase her Stamina again.
If a Cainite’s Stamina falls to 0, the vampire enters torpor
and remains that way until one of her Stamina points
returns. Ifa Cainite is permanently reduced to 0 Stamina, she
may recover from torpor only through mystical means.
Assamites are immune to their own poison, but nor the
blood-venom of orher Assamires.

Aftlicring a target with the poison requires getting it on
his skin. This can be done through various surreptitious
means (such as smearing an object or pooling it in the
mouth for a “kiss of death”) or in combat. In combar, it may
be smeared on hands or on a blade, or spat u.]il'u(lly at the
target. Smearing it on hands or a weapon requires an acrion
to prepare and then a successful Brawl or Melee roll (the
poison cannot be coated in thrown or missile weapons,
which shed it in flight). Spitting the poison requires the
player to make a Stamina + Arhletics roll (difficulty 6). No
more than two blood points’ worth of poison may be
expectorated, and a Cainite may spit a distance of 10 feet for
each point of Strength or Potence the character possesses.
®e e Dagon's Call

With but a touch, the skilled Quietus user can turn her
victim's own blood against him. By concentrating, the
vampire bursts her rarget’s blood vessels and fills his lungs
with vitae that proceeds to strangle him from within. The
blood actually constricts the target’s body from the inside as
it floods through his system, so it works even on unbreathing
Cainites. Until the target collapses in agony or death throes,
this power has no visible effect, and many Assamite viziers
prefer it because it leaves no trace of their presence.
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System: The vampire must touch her target prior to
using Dagon’s Call. Within an hour rhereafter, she may
issue the call, though she need not be in the presence or
even in the line of sight of her target.

Invoking the power costs one Willpower point. The
player then makes a resisted Stamina roll against the
target’s Stamina; the difficulty of each roll is equal to the
opponent’s Willpower. The number of successes the at-
tacking player achieves is the number of levels of lethal
damage the victim suffers. These levels cannot be soaked.
For an additional point of Willpower spent in the next
turn, the player may continue using Dagon’s Call by
engaging in another contested Stamina roll. As long as
the player continues to spend Willpower, the character
may continue rending her opponent from within.

e e e e Bqal'sCaress

A refinement of the blood poisoning of the Scorpion’s
Touch, Baal’s Caress allows the vampire to transmute her
blood into a virulent ichor that destroys any living or
undead flesh it touches instead of simply causing weak-
ness. One usually does so by coating a bladed weapon with
the blood poison, and Cainite veterans of the Reconquista
and Crusades report stories of the Assamite warriors
licking their blades to lubricate them with this foul
secretion as they ride into battle.

Baal’s Caress may be used to augment any bladed
weapon. Everything from poisoned knives and swords ro
l;llnn'd f.il‘tut‘l‘t‘l;lﬂ.\' ;Il'ld c|;1\\'.- h"lh |1L'L'1'| t‘t.'pul'['t‘c.i,

System: No roll is necessary to transmute the blood
to poison. The player simply decides how many points to
transmute and coats any bladed weapon. The blood-
poison is sticky and highly concentrated (something like
a thick black sap), so it can be used to coat even an
arrowhead. Claws and fingernails can also be coated.

For as long as the blade is coated, the weapon's
damage becomes aggravared. Every successful strike (even
if it inflicts no damage because of soak with Fortitude)
expends one blood point from the total coated on the
weapon. Therefore, it is in the inrerest of a warrior to coat
a sword or knife with a goodly amount of blood, but more
than one point spent on an arrow is wasted. If the arracker
misses outright, no blood-poison is consumed.

e 00005600 Essence

Masters of Quietus have a control over the supernatural
properties of vampiric vitae that is terrifying to behold.
Blood Essence demonstrates some of the most frightening
aspects of this control since it clearly illustrates that he who
controls the blood has access to the unlife of the vampire.
With the power an Assamite can distill the unholy life force
of a vampire and extract it as a thick, blackish blood. This
process is deadly to the victim and very similar to diablerie.
[ndeed, the distilled essence truly is what Cainites refer to as
the “heart’s-blood,” the potent vitae that contains all of the
vampire’s power and self. Once extracted, this mere cupful
of blackish liquid contains all the destroyed vampire’s es-

b b —

sence, and anyone who consumes it effectively diablerizes
the victim.

Blood Essence is an important part of many rituals
among the Children of Haqim. Warriors extract the
heart’s-blood of victims felled in battle and bring it back
to theirelders or even to hidden Alamut itself. T]‘IL’\; then
either consume the essence themselves or present it to an
honored teacher. The growing blood addiction among
Assamite warriors (see p. 309) has unfortunately under-
mined this practice. Assamite sorcerers and viziers are
said ro have many uses for the heart’s-blood, using it to
peel back the layers of a victim's long existence year by
year. The essence is also a key component in religious
observances among followers of the Road of Blood.

System: The process of distilling the Blood Essence is
very similar to diablerie itself. The vampire drains all his
victim's blood through whatever means are available, and
then must drain the heart’s-blood. Instead of sucking it out
through brute force, however, the vampire uses Quietus to
distill the potent vitae. The vampire's player does not make
the extended Strength roll of diablerie. Instead, he makes an
extended Willpower roll (difficulty 9) that functions like the
Strength roll, causing an unsoakable level of aggravated
damage per success. Failure means the vampire must pause to
distill the essence bur can continue next turn. A botch means
the effort fails (though the vampire may then proceed to
artempt traditional diablerie). As in diablerie, the victim
remains alert during the entire process and can fight back.
Onceall health levels are gone, the victim is destroyed and his
essence is fully drained (usually into a chalice of some sort).

The distilled heart’s-blood remains liquid and fresh
for a number of nights equal to the Quietus master’s
Willpower. After that time, it becomes caked and dry,
losing its potency. Anyone drinking the heart’s-blood
while it is still fresh gains all the benefits and potential
pitfalls of having successfully diablerized the victim, such
as lowered generation.

For full derails on diablerie, see page 258.
e e e 0o Nipplesof the Heart

Masters of Quietus can not only change the physical
properties of their own blood, but lace others’ vitae with
emotions and other sensations. With Ripples of the
Heart, a vampire can leave an emotional trace in one
from whom she has fed, which then resonates in any
Cainite who feeds from it. Assamite elders are said to use
this power to mark and protect their herds from rivals, but
it can also be used quite easily to send tainted mortals into
an enemy's domain to be fed upon and hence weaken the
area’s defenses. lberian elders still tell tales of stout
Cainite warriors going mad just before their cities fell to
the Almohads and the Assamites who rode with them.

System: The character drinks at least one blood point
from the subject mortal then spends a minute in physical
contact with the subject while concentrating on the emo-
tion he wishes to leave in her blood. The player spends a
point of Willpower and rolls Charisma + Empathy (difficulty
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7 under normal circumstances, 5 if the character is currently
experiencing the intended emotion, 9 if he is currently
experiencing a strong opposite emotion). The subject’s
blood carries the weight of the intended emotion for one
lunar month per success on the roll. A mortal’s blood can
only carry one emotion ata time. Subsequent attempts to use
Ripples of the Heart on the same individual have no effect
until the previous application has worn off,

Any vampire who drinks from a vessel under the effects
of Ripples of the Heart must succeed in a Self-Conrrol or
Instincr roll (difficulty of the mortal's Willpower) as soon as
she swallows the first blood point. If she fails this roll, the
vitae-borne emotion immediarely overtakes her. Thestrength
of the emotion depends on how many blood points she
drinks. One blood point results in a momentary mood swing,
two cause a significant shift in demeanor, and three or more
generate a complete change in emotional state. Depending

on the circumstances and the precise emorion, the effects of

this may be .‘w‘[‘L‘t‘t:lCll]Hr or L‘;I[zlxtrnphi(_ﬂ A \‘.lmpin- over-
taken by romantic passion might temporarily believe that
she is in love with the mortal (or any other convenient
bystander). One who drinks from a hate-infused vessel may
rend her prey to shreds, and one who takes a draught of a
mortal touched with fear may run away screaming. The
vampire remains subject to the emotion for a number of
hours equal to the mortal’s Willpower, although she is still
subject to other feelings after the initial rush of sensation.
The mortal who is under the effects of Ripples of the
Hearr is unaware of the power's effects on him, though he
is slightly predisposed toward the emotion in question
while the power is in effect. The vampire who used
Ripples of the Heart on a mortal is immune to any of its
effects he places on targets through the use of this power.

Serpentis

The Followers of Set do not consider themselves
cursed by God, or even vampires in the sense that the
other Children of Caine are. Serpentis, their Discipline,
was granted to them by the god Ser himself. The nature
of the clan's relationship with Set prevents them from
sharing their secrets with other vampires. Only on very
rare occasions do they deign to teach its nuances to so-
called Cainites, and such students are invariably initiates
in the Setite cult.

Followers of Set laugh off the suggestion thar Serpentis
might represent a curse from God. The most they will admit
to is that they represent the serpent of the Garden and are a
curse on humanity, rather than being cursed themselves.
More often, the Followers of Set say that Serpentis allows its
users to assume a semblance of godhood.
Serpentis brings the Setites closer to the metaphorical
serpent shape they identify with their founder/ god. Astute
scholars note the many similarities berween this ability and
the Protean power of the Gangrel and wonder to themselves
what the relationship between the two clans’ founders might
hﬂ\'l‘ h’t":n.

Perfection of

o
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® TheEyes of the Serpent

Myths of the cobra and asp — as well as the Greek
Medusa — ascribe hypnotic ability to them, and Set’s first
gift to his childer is a facsimile of that power. Should the
character catch the gaze of a mortal or Cainite, he can
beguile them with his gaze and render them immobile. He
cannot give them commands or instructions — this is the
province of Dominate but they cannot move, nor
speak above a whisper. The target remains immobilized
until the character looks away
1-‘|'L‘I'IL'.\ TI-IL' trance.

€ven so ]IIHL'I'I da54d ‘LEIQ\['ICL‘

System: Initially gerring the target’s attention re-
quires the player to make a Manipulation + Etiquette roll
(difficulty 4). If the target is already looking at the
vampire, however, (they are engaged in conversation, for
instance) noroll is necessary. T I]L abi |1t\' \\'nrk:i;lllhm|n;1[| -
cally on mortals. To use it on a vampire of any generarion,
the player engages in a contest of Willpower (difficulty
7). Both parties roll, and if the Setite's
target is immobilized. If a potential victim knows not to
look at the Serpent, no force in the world can make her
doso, except for distraction. A successful Manipulation +
Etiquette roll (difficulty 10) can allow the vampire to
catch the target’s attention for long enough to entrance
her, but a failure or botch on this roll gives his intentions
away and ensures that the victim avoids his gaze for the
rest of the scene.

® o Tongucof the Asp
2 .

Ser’s next gift enables his get to tum their tongues into
weapons reminiscent of a snake’s forked tongue. It extends in
length by more than a foot, making it a viable weapon for close-
in fighting, all the more so since it becomes sham, wickedly
barbed and tainted by the vampire’s unholy blood. Wounds
caused by the Tongue of the Asp do not heal normally.

plu\-‘t'l' wins, the

System: No roll or blood expendirture is required, and
although the power takes a full turn to activate, the
does so. Tht‘
tongue does Strength damage in close combat, but the
wounds it causes are aggravated. The player rolls Dexter-
|[" + P)ﬁl\\‘l to fit]'lki." \-\'ITIT ['I]t’ tongue as Ill"”'l'l}ll. :W.htlll!\.]
the vampire inflict one or more health levels on the
target, she may feed from him on the next rurn as rhough
she had bitten him with her fangs. A strike from the
Tongue of the Asp does not necessarily immobilize a foe,
but the target is caught in the pleasure/ pain of the Kiss as
soon as the vampire begins ro drink her blood.
® @ @ Ghin of the Adder

Every new power of the Discipline of Serpentis brings
the vampire closer to the god-form of Set himself. The
Skin of the Adder brings this blessing to the
undead skin, using vitae to strengthen and thicken it. His
is still

L']'l.ll".lt.tll'r may kItl lllhur lllin;:r- \\'hllr

vampire’s

form :!]M! |‘L'L‘t![llch maore :\'I'Illl-it‘iikt‘, 1}1\!“}_‘:]1
obviously humanoid.

System: No roll is required, but the change takes
three turns and costs one blood point. If the player spends
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three blood points at once, he can reduce this time to one
turn. While wearing the Skin of the Adder, the character
is scaly, mottled and clearly monstrous. This power re-
duces soak difficulties for all damage to 5. In addition, the
player can use Stamina to soak aggravated damage from

claws and fangs (though not from fire or sunlight) even if

the character does not have Fortitude. Additionally, the
vampire is more limber and his joints become capable of
dislocating without damage. He can fit through any
UPL'[I"I]'IL' lilrﬂt' l.'nUIl'__!h to iil.llllll' i].l."i 1](‘]“]. Ji[‘\l h(‘ Ccian
dislocate his jaw to allow one more blood point to be
consumed per turn of feeding.

® e e e Tormof theCobra

Some Cainite myths describe Set’s true form as that
of a gigantic cobra, hundreds of feer long and as thick
around as a great whale. This ability lets one of Set’s
childer echo his founder’s nature by transforming himself
into a huge cobra, eight feet long and nearly a foor thick,
weighing as much as the character ordinarily does. The
cobra is strong and swift, and it has a sense of smell better
than any mortal’s. Additionally, its bite carries a poison
that is fatal to humans and animals (but which has no
effect on Cainites). The character loses the ability to
speak while in this form, but he can communicate with
others in the same form.

For the Followers of Set, the Form of the Cobra is a
sacred state, one akin to :|pwrhuu<.|>-'. M:iny of the most
those elevated on the secret Road
of the Serpent — use this form in dark rituals to Set. Set
teaches that law is a lie, a deception of the tyrant-god
Oksiris, and in the Form of the Cobra, his follower is free
to experience the savage truth.

devout of the clan

Indealing with outsiders, Followers of Set reserve the
Form of the Cobra for mortal combat only. Letting the
profane see the sacred form of their god is not something
to undertake lightly. Those Serpents less inculcated with
traditional beliefs are somewhat less restricted in their use
of the form, but not greatly.

System: The player spends one blood point, and the
transformation takes three turns. As with Skin of the
Adder, that time can be decreased to one turn if the player
spends three blood points at once. The vampire’s At-
tributes remain identical, but the player gains two dice to
any dice pools involving scent and loses two dice from
pools involving hearing. She also gains a similar two-die
honus to Dodge and climbing dice pools. As a creature
roughly a foor in diamerer, the vampire has an easier time
moving around in tight spaces, and he can escape from
many prisons that are meant to hold a morral or vampire.
Activating this transformation in a single turn gives her
a free chance ro escape from a grapple, as her form writhes
and contorts unexpectedly. The vampire's bite does the
same damage as it would in human form, but she does not
have to grapple her target before biting. The venom does
seven levels of aggravated damage to any mortal the
vampire bites, but no special damage to Cainites.

Unless the vampire decides to reverse it earlier, the
transformarion lasts until dawn. It costs no blood to reverse
but it takes three turns to revert to human shape.

e e e e e CattheSealeof Anubis

Egyprian legend has it that the god Anubis weighs
the hearts of the deceased on his great scale. If the heart
is not in perfect balance with the feather placed on the

other plare, it is considered to be weighed down by sin,
and the soul of the deceased is fed to the Devourer and
destroyed. Setite fairh sees this story as a corruption of the
dark truth: Anubis acts as a gatekeeper for the tyrannical
Osiris, who rules the afterlife. Those who have proven
their soul’s strength by being willing to reject the laws
that make them slaves (hence those who have “sinned”)
are destroyed before they can enter the afterlife and
overthrow the tyrant-god. If Set and his followers are ever
to reverse this state of affairs, there must be a way for the
strong to get around Anubis’s scales. This power allows a
master of Serpentis to do just that by removing his heart
(as well as his other vital organs) from his body entirely
and wrapping his flesh in a protective cocoon.

The power, more akin toaritual, can only be performed
in the dark of night — either after the moon has set, before
it has risen or during the new moon — and only on oneself.
[t takes a few hours to complete. Once the Setite has
removed his heart and other vital organs, he must place them
in specially prepared clay urns (called Canopic jars). After
that, servants can bury or hide them away. After the vampire
has removed all his major organs, his vitae and undead flesh
combine to wrap him in a dry, scaly shroud that is nearly
impenetrable. Only asmall opening over his mouth remains
in the shroud. The character then falls into a sort of torpor.
Only feeding him his removed internal organs can awaken
the character. Once that is complete, it takes about one
minure for the cocoon around the Setite to crumble to dust.

The enshrouded vampire is virtually impossible to
harm — no known direct force, from inferno to high-
noon sunlight, can do him damage while so wrapped.
However, the extracred organs are vulnerable, most espe-
cially the heart. Exposing it to fire or sunlight causes the
vampire’s instant and terrible immolation, destroying
him. Although terrible, this destruction is actually the
final part of the ritual — in which the vampire’s followers
burn his organs before a statute of Set, By meeting the
Final Death in this way, a Follower of Set reaches Anubis
without a heart and is hence able to pass him by without
ever undertaking the test of the scales, entering the
afterlife as a powerful agent of his god.

[t is possible to undertake this ritual only part way,
something usually done for one of two reasons. The first
is to assume the fully enshrouded form for protection’s
sake, which some Serites do when they are traveling.
Their ghouls carry them as cargo in a ship or caravan and
then feed their master his organs when they arrive at their
destination. The other option is to stop the ritual with the
removal of the heart. The vampire is perfectly able to

*——‘—-—-—-—-—'-———‘—u"
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move about without his heart, but he becomes immune to
standard staking or diablerie. However, if an enemy gets
hold of the Canopic jar containing the extracted organ,
the vampire is in serious trouble. Not only does it provide
a powerful ritual connection to the vampire, but a simple
flame or glint of sunlight can destroy the vampire out-
right, and driving a stake through the organ drives the
Setite Into torpor.

SYSIL‘I‘I‘I: TU l]]h{i‘rt;il{v I|1|'~ t'ill|:1| power, !Ih' \;llllpil'r
must have time to herself (assisted by acolytes, perhaps) and
be acting on a moonless night. The power fails at any other
time. The player makes an extended Dexterity + Medicine
roll (difficulty 7) for the character to undertake the ritua
Each roll means an hour of activity, and the ritual ends in
failure if the moon or sun rises before the player achieves the

necessary successes (five toremove aheart, 12 toachieve the
mummified form). A failure on a roll has no effect other than
to extend the process another hour. A botch entails a
catastrophic failure that ends the ritual and causes two levels
of aggravated damage to the vampire. Any vampire who
witnesses the process is subject to Rétschreck (difficulry 6).

The enshrouded body of such a Setite is complerely
immune to harm. No source of injury — save perhaps the
might of a Methuselah or Antediluvian — can do it direct
physical damage. The organs, however are extremely vul-
nerable, and even the slightest sunlight or flame destroys
them outright. The jars are opaque, but easily broken open.
Exceptforthe heart, destroying an organ causes an unsoakable
level of aggravated damage to the vampire. Destroying the
heart destroys the vampire outright.

The removed organs are rich with vitae. Most con-
tain one blood point’s worth (which reduces the vampire’s
overall blood pool), and that blood remains fresh indefi-
nitely in the withered organ-meat. A ghoul or vampire
who consumes a Setite’s removed organ takes one step
toward the blood oath as normal. The heart contains two
blood points and a vampire consuming it is attempting
diablerie against the Serite. Once the two blood points
are drained from the heart, the attacker passes straight to
the heart’s blood and her player must make a Strength roll
as normal, save that the difficulty is 7. (For full rules on
diablerie, see page 258.) Staking the hearr, stakes the
Setite if he is still active.

®e e e e Biathethe Sandstorm

In classic Egyprian myth, Set is portrayed as a trickster
god of the desert sands, master of sky and storm. An elder

Setite with Breathe the Sandstorm can call a scorching
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sandstorm from his patron founder’s source of power and
expel it from his mouth. This whirling, screeching cloud of
hot sand scars and pits everything in its path. The cloud is
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a Cainite unaware and riddle him with deep wounds.
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System: The player spends one blood point for the
vampire to exhale this roiling mist. The cloud is three feet in

diameter, and it can affect a target up tosix feet away. To hir,
the player rolls Dexterity + Brawl (difficulty 6). The oppo-
nent cannot block or parry this attack, he must dodge by
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diving out of the cloud'’s volume. Successes remaining after
the opponent’s Dodge roll do levels of aggravared damage
that the victim can soak only with Fortitude (meaning most
mortals will never recover from their wounds). The cloud
dissipates at the end of one turn. The sandstorm can also be
used on inanimate objects, destroying roughly an inch
thickness of the substance per use.

Thaumaturgy

L‘)HL L& T“(][‘Iill “'I:.’]rtl.\ \\'E‘IU ”'i]LiL‘li r]'lL'i]' ."\{)lllh' t-nr 1m-
mortality, the Tremere found upon their transtormation
into vampires that mortal magic no longer worked for
them. Mortal magic depended too greatly on a human’s
life force, which a vampire can only mimic. The Disci-
pline of Thaumaturgy came about through frantic
trial-and-error experimentation in the wake of the Inner
Circle’s faux-Embrace. The new Cainites found that
while most of their magics failed, those that were based on
certain pagan rituals — particularly those requiring blood
sacrifice — continued to function. It has taken more than
a century for the Tremere to become well established in
the Cainite community, and during that time, they have
established several Thaumaturgic paths and dozens if not
scores of functioning rituals.

Thaumarurgy is a large Discipline, even as new as it is.

The Tremere are aggressive about discovering new forms of

blood magic and converting forms of mortal hedge magic
into their own paths and rites. The Tremere have developed
secret paths of great power, including the only whispered-at
“Rego Magica” [‘rnth which is said to allow them to control
magic itself. Thaumarurgy uses a rigorous system of invoca-
tions that allows the Tremere to perform a wide variety of
magical feats both through quick incantations from one of
several well-defined paths, and through longer, time-con-
suming rituals. Thaumaturgy as described here is a Tremere
secret of the highest order. Teaching it to non-Tremere for
any redason is sufficient cause for the teacher’s recall to Ceoris
for reeducation or worse.

System: Unlike the variability of Mortis, Thaumaturgy
is much more consistent and rigorous. When a Tremere uses
any power from a thaumaturgic path, the player spends a
blood point and rolls Willpower against a difficulty equal to
the power's level + 3. Only a few powers go against this basic
system, as indicared in their descriptions.

Rego Vitac

This path was the first one the Tremere devised, and it
remains the primary ]‘::lh of many a L_l.\llrpt‘r. [t works to
control and analyze vampiric vitae, and it was a key in
uncovering ways in which to unlock the broader powers of
Thaumaturgy itself. The havens, laboratories and work-
shops of Usurpers who study this path are often adorned with
vial after vial of blood — vampiric, mortal and some from
more esoteric sources still. Strange alchemical stills, barbed
hooks and needles and arrays of especially enthusiastic
It‘t.'\ hu.\'.tt'c :l” part ni‘xut‘h a m,n;:u\‘\‘rhm_lm;mlrgic rvpvrlnirc.
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® A Tastefor Blood

With a taste, the Cainite with this power can analyze
the power in a drop of blood. A vampire’s blood reveals its
owner’s secrets: generation, freshness — telling how long it's
been since the vampire last fed — and the amount of blood
he has in him. Mortal blood reveals the presence or absence
of Cainite vitae mixed in (which would unmask a ghoul), as
well as the presence of any diseases that stem from an
imbalance between blood and another bodily humor.

System: The vampire simply ingests a drop of the
target’s blood, which is sufficient to take her one step
toward a blood oath if the target is a Cainite. The player
then spends blood and rolls as normal. The number of
successes determines the amount of information gained
and its accuracy. A single success would reveal that a
vampire was of comparatively high or low generation
(compared to the thaumaturge) or that a mortal was
hl’ill['l’l\f' or l” ]':i\'l_‘ SUCCESSEeSs \\'k}llld l‘(:\"t:.ll n]” {]'IL' secrets
listed thus far and even more (Storyreller’s discretion).

® @ B(o0dRage

This ahility lets a thaumaturge control another Cainite’s
expenditure of vitae, rousing the victim’s Beast ashe doesso. The
Tremere must touch the target for a moment to activate the
power, and he must maintain contact if he wishes the target to
continue using blood ar his behest. The Usurper can force the
target to bum blood o heal wounds or augment physical
capacities, but not to activate a Discipline that requires blood.

System: The player rolls and spends blood as normal once
the character touches the target. Each success forces the victim
1o spend one blood point to either raise a Physical Attribute or
to heal a non-aggravated wound. The Tremere's player chooses
just how each point is spent. Each success also raises the target’s
difficulties to resist frenzy by one. If the target is not currently at
risk for frenzy, he may become so through the use of this power.

® @ & 23(000 of Potency

The Tremere who uses this extremely valuable power can
concentrate his blood, thickening it to the potency of the vitae
of low-generation Cainites. In so doing, he lowers his eftective
generation for a short time. Younger Tremere, Embraced in the
last few decades, theorize that some early, secret version of Blood
H“"UR‘I\L.'\,' il“ll\\'t’d lllL‘lrUMcr.\{t rachieve generations s rclose to
Caine during their early nights, but Tremere and his close
acolytes refuse to share any details.

System: For every success on the standard roll, the
player can decrease her character's effective generation by
one, or add an hour to the power’s duration. If she allocates
no successes to duration, the effects lasts for a single turn.
Childer Embraced during the duration of Blood of Potency
are, as per normal, one generation higher than their sire’s
normal generation. This power does not give Tremere the
ability to create super-childer. Similarly, the vampire cannot
learn high-level Discipline powers while he is under the
influence of this power. Nor do those who diablerize her
while she is in this state gain any special benefit from that




foul act. The power affects only uses of the Discipline of
Dominate, blood expenditure and maximum blood pool size.
o0 Tftof Vitae

Theft of Vitae allows a vampiric sorcerer to steal the life
essence from a target as far away as 50 feet, as blood leaps
through the air from the rarger to the blood-wizard. Truly a
horrifying sight, this image may incite frenzy in hungry
Cainites or raw terror in unprepared mortals. The blood can
come from either a Cainite or mortal victim. It makes no
difference to the power's user.

System: The player rolls and spends blood normally. For
every success, the vampire steals one blood point from the target
'(lnl.] h]‘.\' l‘}('ﬁ‘d pll ll Increases as tllt!llgh l'lL' }‘]LIL] Ci'ln.\’ll]'l'll'l.l rht'
blood himself. A Cainite victim does not take damage from this
theft, but a mortal takes one health level of lethal damage for
every blood point stolen. Neither a mortal nor Cainite victim
experiences the blissful effects of the Kiss from Theft of Vitae. It
is a painful process indeed. Stealing a vampire’s blood does put
the Tremere a step toward the blood oath with respect to that
vampire, however.

® e e oo Cauldron of Blood

Once, the secrets of tuming a victim’s blood against her
werethe Assamites’alone. Now, mastersof Rego Vitae can make
a victim’s blood literally boil within his veins. This is certainly
lethal to any mortal, and it does terrible damage to any vampire
or ghoul subjected to it. The thaumaturge must touch his target
mlwu;nn the boil, the rugh of course his hand is cool to the touch.

System: The vampire touches the target (possibly re-
quiring the player to make a Dexterity + Brawl roll) and the
player rolls Willpower and spends blood normally. Every
success destroys the equivalent of one blood point in the
target and deals her one level of aggravated damage as well.
If the target is a mortal, one success is sufficient to kill her.

CreoSgnem

This power allows a Cainite to call into existence small,
short-lived pockers of unholy flame, which rest in the palm
of its wielder's hand. Although it is bright, this blood-fire is
cool to the touch and does not subject its wielder to
Ratschreck. Those two things change as soon as the wielder
releases the flame. The sorcerer who wields Creo lgnem can
directhiscreation’s initial destination. He cannot, however,
manipulare the fire he sets once it has left his hand.

The released fire quickly grows and immediately becomes
true flame. It is hot, and it can ignite nearby combustibles (and
vampires). As soon as the released flame strikes something, even
its creator may risk Rotschreck. The rush of heat and crackle of
burning material strikes fear into every Cainite heart.

System: The playerspends bloodand rollsas with any other
T}l“ll[“ﬂ“l]—l‘_"'\" F:]Tl1 {‘N ywer. Fl. w L‘L!.L‘h SLICCESS, [hL' \"au“l“ﬁ: Can
hold the flame for one minute before casting it away. Targeting
the flame upon its release in combar requires the player to roll
Perception + Alertness. [t doesn’t generally require aroll outside
of combat unless the vampire is trying something very difficulr.
- The following chart describes the amount of flame
N created based on the level at which the thaumaturge com-
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mands this path. The various difficulties and damage ratings
are foradirectapplication to a vampiric target. These ratings
can change as the thaumarurge uses the flame to ignire other
objects. For complete rules on fire see p. 257; for Rotschreck,
see p. 265. Damage from thaumaturgic fire is aggravated.

Path Level Flame Size Diff. to Soak - Dam./Turn

. Candle 3 1
ee Handful 4 1
eee Campfire 5 2
veee Bonfire i 2
eseee Conflagration 9 3

ARego Tempestas

A masterof this path controls the weather. He can bring
about lightning-filled thunderstorms on a cloudless night or
clear away clouds to :I”c W T'I‘lt’ h‘.nt_\] sun to \'h ine \.]l W over
anything — or anyone — left exposed. This power is very
useful for a Cainite who has no choice but to move around
during the day. Remember, of course, that even a sun
cloaked by heavy clouds and rain can burn a vampire.

System: The player rolls and spends blood as normal
and the number of successes determines the speed with
which the vampire can alter the weather, as described here:

Successes Speed

1 success 12 hours or more
2 successes 1 hour

3 successes 15 minutes

4 successes 3 turns

5+ successes I turn

The Storyteller is free to alter difficulties based on the
current weather conditions and the local environment.
Bringing overcast weather to the shores of Britain is much
easier than doing so to the African desert. The following
chart gives the number of dots you must have in the power
to make the listed change. You can change average, clear
weather into the weather pattern listed, or you can change
the weather pattern listed into average, clear weather. And
of course, you can always choose to take a less extreme tack.
You may wish to reduce a thunderstorm to an overcast day,
rather than clearing it up entirely. Kind Storytellers may
grant extra dice to perform tasks that are simple relative to
your level of mastery in this path. The change of weather
remains in effect until local conditions dissipate it (usually
after one scene per success).

L Fog
oo Rain
eee Wind
eeee  Srorm
LR R N N J

Lightning (Perception + Occult to hit a specific
target, 10 dice lethal damage)
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Rego Wotus

This path allows the Tremere who wields it to control
the motion of objects and people. He can summon a sword
from across the room, or fly across a county in an evening. Of
course, such things cannot move too quickly — this power
is no catapult or longhow. Objects do not move faster than
the Cainite controlling them could. This does mean that
weapons or shields can be used through Rego Morus, assum-
ing that the thaumaturge has enough progress along the path
to enable him to carry such things.

System: The player spends blood and rolls as normal,
and the Tremere can control the object (or group of
nlecc{rs) for one turn for every success. lf, hn\\'t_‘\'cr, 1'hL‘
player rolls five successes, the vampire can control it for
the remainder of the scene. Conscious creatures can resist
this control through force of will if they wish to do so.
Both players roll Willpower, with a target of the opposing
character’s Willpower trait. Whoever achieves the most
successes gets the result they desire from the contest.

The degree of mastery of this path determines how much
weight the thaumaturge can carry. If the player wants to make
her character fly, she needs to have three dots in the path (even
if the character weighs more than 200 pounds). To strike an
opponent with a weapon that was animated that tumn, the player
simply uses the successes on the initial Willpower roll as if they
were successes on a Melee roll. Damage is determined l*\; the
weapon, using the character’s Rego Motus rating instead of
Strength. To strike with the weapon in subsequent turns, the
|1|;lycl' rolls Reg_{u Motus + Melee to hit.

e One pound (page through a book, sweep aside a
light curtain)

oo 20 pounds (wield a dagger or light club, move a
box lk‘ apen a dnur]

ese 200 pounds (fly, open a locked door)

eeee 500 pounds (lift a loaded wagon, knock over a tree)

LEL R R N J

1000 pounds (lift a horse, knock down part of a
stone wall)

Rego Elementum

In the days before their transformation into vam-
pires, the magi of House Tremere had access to
generations of elemental research. Their fellow Hermetics
and others had undertaken great strides into commun-
ion with (and exploiration of) the inanimare world as
expressed in the four classic elements of earth, air, fire
and water. Elemental spirits (animate manifestations of
these primeval forces) were their playthings. Much of
this power has been lost with the curse, but the Rego
Elementum path still remains. For those Tremere who
remember, it is a far cry from what was once theirs. For
other Cainites, it is a sign of unprecedented mastery over
the unliving world. Unlike some mortal forms of el-
emental magics, Rego Elementum cannot affect living
things, be they plants or animals.
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® Carth>Born Strength

The thaumaturge can draw upon the strength and resil-
ience ofthe earth beneath hisfeer o increase hisphysical prowess
without the need for large amounts of blood.

System: The player allocates a total of three temporary
bonus dots between the character's Strength and Stamina.
The number of successes on the roll to activate the power is
the number of turns these dots remain. The player may spend
a Willpower point to increase this duration by one turn.
These bonus dots vanish immediarely if borh rthe characrer’s
feet ever leave the ground from which he is drawing his
strength. This power cannot be “stacked.” One application
must expire before the next can be made.

® & Tooven Tongues

The thaumaturge awakens, albeit in limited fashion,
the elemental spirit locked within an inanimate object.
The spirit can do nothing save speak to the thaumaturge.
The conversation may not be incredibly interesting, as
most rocks and chairs have limited concern for what occurs
around them, bur the vampire can get ar least a general
impression of what the subject has “experienced.” Events
thatare significant to a vampire may not be the same events
that interest a stone pillar, of course.

System: The number of successes dictates the amount
and relevance of the information that the character re-
ceives. One success may yield a boulder's memory of a forest
fire, while three may indicate that it remembers a shadowy
figure running past, and five will cause the rock to relate a
precise description of a local Gangrel.

® o o Jnimate the Unmoving

The thaumaturge isnow able toawaken the elemental spirit
in an object to the point of animation. Objects affected by this
power move as the vampire using it dictares. An object cannot
take an action that would be completely inconceivable for
something with its form, though. (For instance, a door could not
leap from its frame and carry someone from a room.) Seemingly
solid objects can become flexible within reason, though. Chairs
canrun with their legs, staffs can twist out of their owners' hands,
statues can mimic human movements, and boulders can sud-
denly roll down hill.

System: This power requires the expenditure of a
Willpower point in addition to the standard blood point and
success on the Willpower roll. Each use of this power
animates one object. The thaumaturge may simultaneously
controlanumber of animate objects equal to his Intelligence
rating. Objects animated by this power stay animared for up
toan hour, as longas they stay within the caster’s line of sight.

® e oo Elemental Form

The thaumaturge may now transform his very form into
one made up entirely of one of three of the four classic elements
(earth, air or water). The elemental form can vary in form and
state just as the elements vary. A watery form may be a limpid
pool or a patch of fog, an earthen one could be a large clump of
soil or a man-sized chunk of rock. The form cannort be processed
inany way, however. The thaumaturge cannot take on the form
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of a stone archway, for example. The elemental form's overall
volume is rnu};h]\,‘ that of the thaumaturge, but \\-'ui;_:]\l and
distriburion can shift from a heavy chunk of iron ro a light mist
or breeze, The form is inanimate,

System: The number of successes determines how
completely the character takes on the desired form. With a
single success, the character becomes a sort of statue of
himself made of the desired substance. With two successes,
she becomes whart she desires as long as it is akin to a natural
formation of one of the three elements. With three successes,
she can also use her normal senses and Disciplines (as long
as they don't require movement or eye contact). In the
Elemental Form, the character is essentially immune to
normal damage, but she takes one level of unsoakable
bashing damage for every turn in which her form is substan-
rially disrupred (by a strong breeze blowing through a parch
of fog, people trampling through a puddle or kicking over a
mound of earth and so on). RL‘;_{;lrdlL‘s.\ of the amount of
disturbance, however, the thaumaturge’s form cannot be
dissipated. (Her watery parts flow back together, for in-
stance, or her mist refuses to part.) The transformed
thaumaturge is also immobile, although she may be carried
by wind or currents if the form is appropriate. This power
lasts for the remainder of the night, though the character
may return to her normal form at will.

If, and only if, the thaumaturge has mastered the Creo
[gnem path, he may also transform into a patch of cold fire.
Thisform can be a smoldering heap of ash ora blazing bonfire,
but in all cases, the flames are blackish and cold to the touch,
and they refuse to ignite anything. They consume no fuel, cast
only a wane lighr and do nor cause Rétschreck in vampires.

eee oo SummonElemental

The thaumaturge may now summon one of the tradi-
tional spirits of the elements: a salamander (fire), a sylph
(:1ir).L-l;:ﬂn]ﬂ@(c:lrrh)c1r:|nul‘|¢|inc(\\';lt'vt‘).T}‘u:[|11|1|m:|l1|rgc
may choose whart type of elemental he wishes to summon
and command.

System: The character must be near some quantity of
the classical element corresponding to the spirit he wishes to
invoke. The spirit invoked may or may not actually follow
the caster's instructions once summoned, but it generally
will at least pay rough attention to what it's being told to do.
ﬂlL' l'll.llnhL‘]' llt.SllCL—L‘.‘&.\'L’!\' ].:i]lnL‘L] th.'ri'_'rl'l'lllll“i ti’lL’ pi wer l(.‘\'l.‘i
of the elemental.

Elemental spirits have traits akin to demons and ghosts
(see p. 292). The summoned ones have a Willpower and
Rage of 3 + successes on the caster’s initial roll, a Gnosis of
3 Hn\.[ dan Ei."-.\(.'l'l((_' l.'li. ‘? + successes. T}IL'} n'l]l ]\JI\‘L' I]]L’
Materialize Charm, the ability to attack for Rage + 2 lethal
damage, and an assortment of other abilities based on their
type (and at the Storyteller’s discretion).

Once the elemental has been summoned, the
thaumaturge must exert control over it. The more powerful
the elemental is, the more difficult a task it is to do so. The
player rolls Manipulation + Occult (difficulty of the number
of successes scored on the casting roll + 4).

t;’_’,.’_'_'._‘_d.___‘-',/’" Py
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Successes © Result
Botch The elemental immediately attacks

the thaumaturge.

Failure - The elemental goes free and may at-
tack anyone or leave the scene at the
Storyteller’s discretion.
I success The elemental probably does not at-
. tack its summoner. :

The elemental behaves favorably
toward the summoner and may
perform a service in exchange for
payment (determined by the
Storyteller). .

2 successes

The elemental performs one service,
within reason.

3 successes

The elemental performs any one
task for the caster that does not
jeopardize its own existence.

Theé elemental performs any task
that the caster sets for it, even one
that may take several nights to
complete or that places its existence
at risk.

4 successes

Transitus Velociter

This |‘;|I11 allows the Tremere to move himself, his
mount or a large group at a much greater speed than he could
otherwise atrain. It similarly conveys upon its beneficiaries
the necessary endurance to maintain that speed over long
distances. This ability is useful only over great distances.
Transitus Velociter does not provide its targets with the sort

of supernatural swiftness conveyed by the Discipline of

Celerity. Instead, it imbues them with the single-mindedness
and stamina necessary to travel overland for hours at a time,
atspeeds just high enough to be impossible without such aid.

System: The player spends blood and rolls normally as
the character selects a group of targets. Each success enables
that group to maintain a speed of 30 miles per hour (over a
road) for a period of one hour. This ability is useful only for
long-distance journeying. A characrer in such a group who
is arracked does not increase his combat movement speed.

Transitus Velociter works on mortals and Cainites as
well as horses and otherdraft animals, but it is certainly more
efficient to use the path’s powers on beasts of burden, as they
can carry men and equipment more easily than men can.

The character’s rating with this ]mth determines the
number of targets he can endow with preternatural speed.
. One being (a mount or walking human)

o Up ro six mounts or one laden wagon
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ThaumaturgicAituals

The paths of Thaumaturgy are flexible, almost im-
[WI\I\'IHHHUHRIL forms of I‘L:ndmrccr\.' that give the Tremere
an impressive array of powers at their fingertips. These are
the results of a great deal of occult experimentation and
a background in slow and merthodical rituals. Theretfore,
the Usurper clan has access to a great array of rites, both
more specialized and more demanding than path powers.

“[‘Ilillllll;llllru\' fil.l.llii‘! I]LI\'L' a \':II'IL'T\' Ut- ]'l’Llllll('”ll'n[N,
from specific movements and incantations, to the sacrifice of
animals and the collections of rare herbs. A Tremere must
have access to these ingredients to attempt the ritual, but
actual success depends on using these ingredients and per-
forming these incantations in exactly the correct way, an act
of supreme concentration supported by long hours of occul
study. Therefore, every Thaumaturgy ritual uses the same
game system unless it specifically says otherwise in its de-
scription. The player rolls Intelligence + Occult against a
difficulty of 3 + the ritual’s level. Rituals usually take five
minutes per level to perform, but that is more variable.

Starting thaumaturges begin play with a single level-
one ritual, and they must find the time and the sources to
learn others.

Communicate with Sire
Level-One Ritual

The blood-wizard who uses this ritual enters into
immediare mental contact with his sire, no matter how far

OTHER SORCERERS
s discussed in Chapter Two, the
( amites, Followers of Set and Tzimisce
have Is of their own. Like the
('"-lp[\ldn(i:ms‘ these sorcerers [ late the Tremere
r centuries. The Usurpers, however, have a true

blood wiz

advantage over these ancients in that Clan Tremere
is the first to rigorous
blood-magic (outside of the death-sorcery of Mortis).
The magics of these clans do not work in the same way
that Thaumaturgy does. Tzimisce koldun sorcerers
cannot improve their own art through tutelage by
anyone other than another koldun. However, for
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game purposes, the Thaumaturgy Discipline is used to
represent such powers.

Assamite sorcerers can start with any path of
Ths

sorcerers must r:

naturgy as their primary path, while Setite
e Rego Tempesras and Tzimisce
koldun the Rego Elementum path. A student of any

of these traditions cannot learn path magic from

the follower of another tradition. However, vary-

ing traditions may be able to share rituals. Generally,

LR Up to 12 mounts or four supply wagons an Intelligence + Occult roll is necessary to trans-
eeee  [Jpto 24 mounts or eight supply wagons or one late aritual from one magical framework toanother.
siege engine 1e base time on such a task is two weeks per level
eseee Up o 48 mounts or 16 supply wagons or four of the ritual.
siege engines
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away that vampire is, as long as his sire is willing to allow
the contact (and hasn't been destroyed). The vampires
can then communicate silently and mentally. This ritual,
however, does not allow either vampire to raid the other’s
mind for information or exercise mental Disciplines. It is
useful purely for communication. Either party may termi-
nate the conversation before the end of the ritual’s
duration. Sires in torpor cannot communicate in this
manner unless they are powerful enough to retain some
form of consciousness in that form.

System: The character must have an object that hersire
previously owned. The ritual does not consume it, however,
and the same ohject can be used every time she performs this
rite. The Tremere spends 30 minutes in meditation on the
object and the person of her sire to initiate contact. Every
success allows for 10 minutes of communication.

Defense of the Sacred Haven
Level-One Ritual

This ritual prevents the hated sun’s light from crossing

the boundaries of an area 20 feet in radius from the center of

the performance. The light simply fails to pass through
doorways, cave openings or openings in castle walls. The
area protected thus must offer at least some defense against
the sun, however. [t can be cast in a hut or even a lean-to, but
not in the middle of an open field. The sorcerer must use his
own vitae to inscribe mystic sigils on any portal thar might
admit light. In the case of simple openings (rather than doors
or windows) the character must inscribe the sigils across the
opening’s threshold. The ritual lasts until the sorcerer leaves
the protected area.

System: The player spends one blood point (and
rolls as normal) as the character spends one uninter-
rupted hour writing mystic sigils in blood and speaking
phrases in long-dead tongues. Any distraction means the
ritual fails, but it can be attempted again. A botch means
the character makes an error in the ritual but doesn't
realize it (with possibly disastrous consequences once
dawn comes).

Deflection of LWooden Doom

Level-One Ritual

A wooden stake through the heart immobilizes any
ordinary Cainite. With the use of this ritual, however, a
Tremere can protect himself from such a fate, at least
once. The character places a splinter of wood under his
tongue and surrounds himself with an unbroken wooden
circle for one hour while he chants and meditates. At the
end of that time, his heart is protected against the first
stake driven rto pierce it. That wooden stake simply
crumbles to dust. The ritual works against only one stake,
though. Should an opponent have asecond stake, this rite
provides no defense against it.

System: The rite lasts until the next sunset. The
stake in question must be about to truly pierce the
character’s heart for the rite to take effect. A hunter or foe
cannot fool the magic.
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Devil's Touch
Level-One Ritual

Use of this ritual is reserved for those mortals who have
earned the thaumaturge’s anger, for Devil’s Touch is essen-
tiallya curse. The Tremere places a penny somewhere on the
target’s person, and thar individual is received badly by all
who meet him. The victim is looked at as being somewhere
between a murderer and a leper. Strangers curse him and spit
at him, and even dear friends prefer to keep their distance,
for reasons they can't quite understand.

System: The ritual lasts until the next sunrise, and it
only works on mortals. The victim’s player receives a +4
difficulty penalty to all Social rolls while it is in effect.
Should the character manage to discard the penny that is
the rite’s focus, the spell’s effect vanishes ar once.
Wake with Evening's Freshness

Level-One Ritual

Much as Defense of the Sacred Haven and Deflection
of Wooden Doom, this ritual is especially useful for defend-
ing a Tremere whose haven is invaded before sundown.
Wake with Evening's Freshness awakens the sorcerer —
even in the middle of the day — should those with hostile
intent toward him come close. Upon awakening, he is as
alert and able as he would be at midnight, not suffering the
lethargy and confusion that Cainites usually feel during the
daylight hours.

System: The Tremere sprinkles the ashes of burned
feathers over the area she wishes to protect. Should danger
come to her through the dusted area, she immediately
becomes conscious, and the player ignores the Road-based
dice pool limit (see p. 161) for the first two turns after the
character wakes. The penalty does take effect immediately
thereafter, but by that time, the character need not roll to
wake, only to remain conscious.

Revelation of the Blood Lincage
Level-Two Ritual

Ill rhl.' {.:iii]-\]lﬂ.‘ \\'\}rlll, [I'll.' Tr(.']lILTL' I](I\'C \il-“k" “-'L'TL'\J,
everything evenrually comes down to blood. With rthis
ritual, the thaumaturge can uncover the lineage and blood
ties of another vampire.

System: This ritual requires three hours to cast, reduced
by 15 minutes foreach successon theroll. It requires one blood
point from the subject. Each success allows the caster to “see
back” one generation, giving the caster both the name of the
ancestor and an image of his face. The caster also learns the
generation and clan (or bloodline) from which the subject is
LlL‘.‘i(L‘llL]L‘(L \x;itl’l [l'lrL‘L' SUCCESsses, l’hL‘ caster lll\l? IL‘l]rll‘i 1}"1L’
identities of all parties with whom the subject shares a blood
oath, either as regnant or thrall (both Cainite and mortal).

Donning the Wask of Shadows
Level-Two Ritual
This ritual renders its subject translucent, her form

appearing dark and smoky and the sounds of her footsteps
muffled. While it does not create true invisibility, the Mask
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of Shadows makes the subject much less likely to be detected
by sight or hearing.

System: This ritual may be simultancously cast on a
number of subjects equal to the thaumarurge’s Occult rating.
Each individual past the first adds five minutes to the base
casting time. Individuals under the Mask of Shadows can be
detected only if the observer succeeds in a Perception +
Awareness roll (difficulry of the caster’s Wits + Oceult) or if
the observer possesses a power (such as Auspex) sufficient to
penetrate Obfuscate 3. The Mask of Shadows lasts a number
ofhoursequal to the number of successes rolled when it is cast
or until the caster volunrarily lowers it.

Principal Focus of VitaeInfusion

Level-Two Ritual

This ritual imbues a quantity of blood within the object
upon which the ritual is cast. The object must be small
enough for the vampire to carry in both hands, and it may be
as small as a coin. After the ritual is conducted, the object
takes on a reddish hue and becomes slick to the touch. Ata
mental command, the thaumaturge may release the object
from its enchantment, causing it to break down into a pool
of blood. This blood may serve whatever purpose the vam-
pire desires. Many Tremere wear enchanted baubles to
ensure that they have emergency supplies of vitae.

System: An object may store only one blood point of
vitae. Ifa Cainite wishes to make an infused focus for an ally,
she may do so, but the blood contained within must be her
own (and if the ally then drinks the blood, he is one step
closer to the blood oath). The ally must be present at the
creation of the focus.

Ward Versus Bhouls

Level-Two Ritual

The fearsome Tzimisce warlords who have dogged the
Tremere since they stepped into the night use twisted ghouls
and revenants as their principle troops. This ritual was
created to protect the Usurpers against such foes. By invok-
ing this ritual, the Tremere creares a glyph thar causes great
pain to any ghouls or revenants who come in contacr with
it. The Cainite pours a point’s worth of blood over the object
he wishes to ward (such as a piece of parchment, a coin or a
doorknob), and recites the incantation, which takes 10
minutes. In 10 hours, the magical ward is complete, and it
will inflict excruciating pain on any ghoul unfortunate
enough to touch the warded object.

System: Ghouls who touch warded objects suffer three
dice of lethal damage. This damage occurs again if the ghoul
tﬂlli_'ht‘i [hl_‘ nl\jt'L‘l' fm'thcr. Irl\]CL'Li‘ a Iul“mul \\’hu L'('f]‘\?iL'iUlL‘il\l'
wishes to touch a warded object must spend a point of
Willpower to do so.

This ritual wards only one object. (If inscribed on the
door of a house, the ward affects only that door, not the
whole house.) Wards may be placed on weapons, such as
swords or arrowheads. Weapons get scuffed through use and
maintenance alike, however, and in order for a ward to
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remain intact on a weapon after combat, the player needs
three successes on a Crafts, Melee or Archery roll.

The thaumaturge may choose to attune his ward to one
or more ghouls (his own or others), so as to make them
exempt from the damage. To do so requires either the
presence of each individual who is to be exempt from the
ward or a point of their blood when the ward is cast. The
difficulty of the roll to cast the ward increases by one. The
thaumaturge may exempt a maximum number of individuals
equal to his Thaumaturgy rating from each ward he casts.
s S
Flesh of Fiery Touch

Level-Three Ritual

This defensive rirual inflicts painful burns on anyone
who deliberately touches the subject’s skin. It requires the
subject to swallow asmall glowing ember, which does put off
some lh;lu[nuturgcs with low pain thresholds. Some vain
Tremere use this ritual purely for its subsidiary effect of
darkening the subject’s skin to a healthy sun-bronzed hue.

System: Flesh of Fiery Touch takes two hours to cast
(reduced by 10 minutes per success). It requires a small piece
of wood, coal or other common fuel source, which ignites
and is swallowed at the end of the ritual. The subject who
swallows the red-hot ember receives a single level of aggra-
vated damage (difficulty 6 to soak with Stamina + Fortitude).
Until the next sunset, anyone who touches the subject’s
flesh receives a burn thart inflicts a single level of aggravared
damage (again, difficulty 6 to soak with Stamina + Forti-
tude). The victim must voluntarily touch the subject. This
damage is nor inflicted if the victim is touched or acciden-
tally comes in contact with the subject.

This ritual darkens the subject’s skin to thar which
would be obtained by long-term exposure to the sun in a
mortal. The tone is slightly unnatural and metallic, and is
evidently artificial to any observer who succeeds in a Percep-
tion + Hearth Wisdom roll (difticulry 8).

Incorporeal Passage

Level-Three Ritual

Use of this ritual allows the thaumaturge to make herself
insubstantial. The caster becomes completely immaterial
and thus is able to walk through walls, pass through closed
doors and escape manacles. The caster also becomes in-
vulnerable to physical attacks for the duration of the ritual.
The caster must follow a straight path through any physical
objects, and he may not draw back. Therefore, a Cainite may
walk through asolid wall, but he may not walk down through
l|‘lt' t".ll'Th (:h& it would be Inipus.ﬂHL' to reach the tlthcl‘ .\'illL’
hefore the ritual lapsed). This ritual requires that the caster
C:]l‘r\" da .‘\l'l':lﬂ.i fl‘( Mnn a hhl][[t’l\.‘l.] mirror to h( PILI ]‘H‘.‘f ilﬂ.llﬂt‘ s .'ii'll'_'
moves in an insubstantial form.

System: This ritual lasts a number of hours equal to the
number of successes scored on a Wits + Survival roll (diffi-
culty 6). The thaumaturge may prematurely end the ritual
(and, thus, return to solidity) by turning the mirror shard
away so that it no longer reflects her image.
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Shaft of Belated Quiesence

Level-Three Ritual

The Tremere have had to become skilled in the ways of
war among Cainites and their very survival against the
Tzimisce is proof of how well they have learned their lessons.
The Shaft of Belated Quiescence is just one example of the
rituals and rites that give the Tremere resiliency and effec-
tiveness on the battlefield. By the awakening of a small
elemental spirit, this ritual turns an ordinary wooden stake
into a particularly vicious weapon. When the stake pen-
etrates a vampire's body, the tip breaks off and begins
working its way through the victim's flesh o his heart. The
trip may take several minutes or several nights, depending on
where the stake struck. The stake eludes attempts to dig it
out, burrowing farther into the victim's body to escape
surgery. The only Cainites who are immune to this internal
attack are those who have had their hearts removed by
masters of Serpentis (see p. 221).

System: The ritual takes five hours to enact, minus 30
minutes per success. The stake must be carved of rowan
wood, coated with three blood points of the caster’s blood
and blackened in an oak-wood fire. When the ritual is
complete, the stake is enchanted to act as described.

Anattack with a Shaft of Belated Quiescence is performed
as with a normal stake: a Ik-xu'nty + Melee roll (L|i1tic1111v 6,
maoxdified as per the normal combat rules, as the attack does not
need tospecifically tar