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Prologue: A Da
e Life

In

- -

2

ByJames A. Moore

Samuel Haight set down the ancient tome
and rubbed his tired eyes. Despite his physical
exhan 1stion, he felt ::[Htec__{. Fifteen volumes of text,

&l and ﬁnﬂl]p‘he had the cluehe had been looking for

Kindred. Haight stood, stretched -muscles that
much preferred hard activity tositting still, and left
his private study.

Making sure that all of his Ht"{_u_l‘t{z systems
__were in place took several minutes, but you can never be Q0 safe

ﬁ “when you're a wanted man. Haight knew that he was hunted,

/

s

knew that several mages and virtually all Garouwanted himdead.
It didn’t matter. Nothing mattered but winning, Nothing mat-
tered but proving that his father had been wrong. He could
accomplish arrything, as long as he took the time to planout every
possible contingency.

The mages had him wortied. Theoretically, they could go
back in time and destroy him before he had Awakened. He knew

that most of them wouldn’t even consider the idea, but there were

™ few who would actually do the deed if they had the oppormunity.

Ipjust couldn’t be allowed — he had come too far in his plans to
permit anyone to stop hint. Haight pondered the colossal conse-
quences of his plans sheuld they succeed. Imagining every Garou
onthe planetdead wasa treat; having them die arhis hands would
be ecstasy.

Samuel Haight stepped into the shower and set the water to
scalding. “Without a second’s hesitation, he stepped into the
“steaminp torrent and winced as the hear turned his skin red. He
washed himself thoroughly, using homemade soap and rough
burlap. His skin bled, protesting the vicious weatment. When he
wasdeng, he dried himself with anotherpiece of coarse fabric. Pain

was good fm&ha: soul, a reminder that life was Warsh and had tobe

met on its own térms. &umml Haightrefused rocet life in any

other Way:

Finally, aftef,finishing with lhe mund;me aﬂzylv routines,
Samuel Hdlght prepared himself for the future. An hour was spent
cleaning and preparing his firearnis; another was spent sharpening

_ knives thart already rivaled mostrazors. During the entire process,

Samuel Haight's mind was blank; every step was preprogrammed,
hard-wired into his mind on a level that was almost instinctual.
Fimally, Haight stared ar the two Bowie knives, each silver-plated
bladeafootand ahalf in length, each handle carved from the bone
of hisenemies, the Garou. Each blade forged by hisown hands a_nd
baptized in the blood of the werewolves.

d — a clue to the locarion of one of the oldest of

The memories were sweet: the flash of silver and the screams
of pain, the feeling of blood washing over his hands and, yes, even

the feeling of his own flesh being sliced by claws that could rend.

steel. He had just been a man back then, just as capable of dying
as the next person, just as weak and vulnerable, All of that had
changed. He was so much more these days. Haighr forced hismind
away from the desire to feel g;ﬂlikt— power was L}I'll':,’ atooltobe
used, not an integral part of him. The temptation was strong after
somany successes, but he realized a bullet through the brain would
kill him assurely as itwould kill one of hisenemies. Still, the ability
to alter the very fabric of reality was a heady sensation, even when
‘oneconsidered the risks.
0 Lack of sleep caught up with him; when he was aware of his
surroundings again, he steod in front of the living room'’s mirrored
wall, blood nmningdown his chest, painting his blue jeans a glossy
black. He'held his knives, one in each hand, and felt the warm
blood wash over his hands."He stared at his own reflection and
smiled. His ‘Eﬂ‘*""? .smﬂa] ]ZlﬂLl-E noting with satisfaction the
deep cuts that ran across Qm razor-thin wounds were
always in the same spot, ::U”d@ht thmughqglae ht*ru y scar tissue that
repeated slashes had made. The same spe
kill's claws had once raked him for his 1r

sre his first Garou
eneel- B,
Sam went back to his study and remmed e astot

from their hiding place in the wall. The vampire’s bi{lﬂ !.\%bd:ark,
arich crimson explosion in his mouth. As always, the wounds on

“hischestdisappeared, retuming in the form offreshly healed scars. *

Vitality rushed into Samuel Haight, washing the threat of his true
years away and givirig him the energy to shrug off his last 48 hours
without sleep. “Back to the books, old boy. Time's a wastin’.”
Haight started in-again, looking over the ancient Book of
Nod. So much information, all of it imancient rhymes and archaic

“puzzles. Fortunately,-Samuel Haight loved puzles. The hours

passed-quickly, and when he'stopped, he was certain that he was

_correct: all of the clues pointed to Mexico City. His mind rc:c.lﬁd at

the possibilities: If a young vampire's bloed could give him so

much, what might the blood of an Antediluvian do for him?
He'd have tobe verycareful in Mexico Ciry. [rwas by farone

of the miost dangerous cities he had ever passed through. Galeutta

was bad, real bad, but he'd be hard pressed to say which was really
worse. Next to Mexico City and Calcutra, New Yt t:}rk Clity was a

quaint little suburb.

The inutial rush from the Kindred Vitae was wearing oft, and
Sam felt exhaustion creeping his way again. He slipped up the
stairs, checking along the way that no one had entered his home.

-No ane had.
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Sleep came quickly, with hurricane force, and ¢: irried Samuel
Haight inta his own nightmares again. He awoke hours later in a
coldsweat, an apology on hislips. Haight shivered in the morning’s
chill; the shrill screech of his alarm clock having saved him from
the worst parts of old, familiar dreams. Sometimes fate was kind.

The day's work began in eartiest. Haight set his mind to the
tasks ar hand, packing his bags with what little he needed to take
with him, and calling several people in different locations. For
Mexico City, he would need all the help he could get.

The next two days passed ina flurry of activity, as he gathered
his forces and Taid our his plans. The only breaks he gave himself
were time to sleep and to eat. He kept sleep to a minimum,; every
night the dreams returned, and fate was no longer kind.

Haight madealongdistance cdll on the final day. Asoftvoice,
heavy with regret and lost chances, picked up after the third ring.
“Hello™

“Diane!Hi, i'sme, Sam Tjust wanted tocall, see ifeverything's
allightwith vouand Gabriel.” They talked for afew minutes more;,

then Haight snapped himself outof his temporary peace of mind,

and said his pood-byes. “Listen,” hé said, “T'll try to make it there
around Christmas time, but | can't make any guarantees. | just
wanted to make sure that everything was okay, and to hear your
voice. Take care of yourself Diane.” Before she could respond,
befiore he could let himself be tempted tofall in love with heragain,

heslammed the phone down. There was no time for the past. The

future meant too mueh.
Thestafffrom the Crombeyfarm's World Tree leaned against
awall. The blood-red wood glowed with a rich luster. His father’s

i

skull perched atits top, laced in place by silver threads, Having the
focus of so much hitterness as a part of his greatést weapon was a
sweet irony that Haight could not resist. The eyes of the skull had
been filled by large black stones, taken from the Hollow Ones
whose Chantry he'd called home. The young mages wouldn'’t
becrudee him the stones. The Apocalypse had come early for
them. '

The heavy weight of the staff was reassuring, glﬂwing with
Quintessence, potentinways thatagancould never hope toequal,
Guns, knives, magick and worse—he wasasreadyas he would ever
be, as ready as he needed to be to deal with an Antedilavian.

He dialed the phone one last time as he stepped tewards the
front door. The operator answered almost immediately. “911.
What is the nature of your emergency ™

*“Hi. My house is about to blow up. Have a nige day.”

Three blocks away, Haight pushed the button on his remote
detonaror and mumed the former Chantry intoacrater. Thefireball
was a glorious thing, alive with destructive power. He knew just
how it felt.

Samuel Haight's serene expression hid the laughrer that
scteamed through his mind. Even past the approaching sirens, he
could hear the laughter echoing: In another realm of reality, the
laughrer was héard by others. They too laughed to think of the
chszos that would soon be near,

The seventh ddy of October was a bright one for Samuel
Haight. If the rest of the month went aswell, hisdreams of revenge

would be complete; Ip was gﬂ-;ﬁ to be alive.

g
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I was up above it b
T 1 L] L: I
Now I'm doum in it y
Well shut up so what does it matter now !
| i
[ was swimming in the haze &
Now I crawl on the ground ‘
And everything [ never liked about you .' ;
o , : -
Is kind of seeping into me li,
T & ¥ - 19 '
— Nine Inch Nails, “Down In It” W
i
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I'he Chaos Factor isa book in two parts. Mood: The primary mood in Mexico City is dark and L
Part One is a mini-sourcebook for Mexico  paranoid. The supernaturals in Mexico City are aware of i
City: the capital of the Sabbat in the Ameri- each other, and not very happy about what they see. The i
- = : = e 5 b = E ]
| 1 cas, a stronghold for the Technocracy, and mages are deathly afraid of the Garou, and suspicious of ¥,
l : T : ; ; ; . : LT
one of the most Wyrm-corrupt locations in every violent action that takes place. Likewise, the mages p
| the World of Darkness. are worried abourt just what the Sabbat are after, and angry ,
| ; b 1 ] oy i TR o - | 1 b 1
n'{l{" to space ll.]I'I][éiH[]T"l:"r, ir '-"-'["ILIIC] ]_":.,”'- l]l':l.[ the :'."?lril"l"i;’l'f run so hL"["]T_,- ”'II:'&‘.*I]_E—{:"I. 'th‘ C1LY. It
: . N !
impossible to accurately portray every super- The werewolves seem set on killing everyone they see, '
natural character in Mexico City. The city but are cautious, sneaking through the gutters and hiding
holds over 200 vampires, 60 werewolves and 20 mages; the from sight. No one knows for certain just how many '
: 1 . ; i e 1
Storyteller is encouraged to read through the sourcebook werewolves live in the city, and the werewolves aren't
thoroughly and make whatever additions best fit to cus- telling. Just when the rest of the supernaturals think they .:'
iy 2 7 1 . | !
tomize her city. Mexico City as presented is hardly a understand what is going on among the Garou, the "i‘

complete listing; by adding new elements, you make the
city richer and more accessible to your chronicle.

werewolves suddenly turn around and artack the same
people they were protecting the day before.

Introduction 7
-'-." J _t-L_-' - IF" .'._rl_-"— -'i'.l' - 1"_1.-'[._- -l:l-_r _-.._r‘,
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(8 The vampires are mad, flaunting their immortality and
' : .
% doing as they please with no regard for anyone, save

[ themselves. The Sabbat seem to fear nothing, save the
I forces that dwell within the Church.
k; And through it all, the Society of Leopold watches,
) making notes and planning for the future...
' Theme: The Theme of Mexico City’s sourcebook is
A hope. Mexico City is a corrupt megalopolis, overflowing
..'-' with the seedy refuse of the World of Darkness. The
hi. Camarilla, the Garou and the Traditions are unwelcome
" here. By all reason, there should be no hope surviving in
2 this den of evil. Yet through the battles for supremacy, the
e, forces that oppose the vile rulers of Mexico City continue
; to fight back in small ways. Despite inescapable odds, hope
L struggles on and even gains small victories where only
E_ defeat seems possible.
" The second book in The Chaos Factor is the cross-
.

over adventure by the same name. “The Chaos Factor”

involves Samuel Haight's final bid for power and the
players’ best chance to stop his mad schemes forever.

Mood: The mood for “The Chaos Factor” is, quite
simply, chaos — the chaos unleashed by a man grown too
powerful for his own good. Haight desperately wants to find
his prize and avoid being captured; to that end, he deliber-
ately sets the supernatural factions in Mexico City at each
other's throats. The result is grand bloodshed.

e S L T e P

3 Theme: In “The Chaos Factor,” we see the results of
. one man’s quest for ultimate power and how that quest can
"'.': .E ] :l
e affect the World of Darkness. Samuel Haight falls under
L J H i i =
' the influence of his own hubris, and the world may well fall
! with him. The theme of “The Chaos Factor,” then, is
L simply the evil that one man can do.
] b - &
i:‘ T‘-"L'L'I H[_"E"EI"[LE[C‘:':‘: chl LhE hf-:l'i_'k ) lhlﬁ L"“l]['l!'{ }1':."].d ![11["‘.:'["'
- tant statistics and facts for the Storyteller to consider before
"-'-," starting this adventure. Optional rules for including wraiths,
L _ -
e, and, more importantly, the effects of Paradox throughout
! the story are both included. The second appendix also
) ; : ;
k- includes new rules for integrating Mage, Vampire and
L T
. Werewolf.
wull
b 5 4 v
% Suggested Reading
b . - o -
i Love and Rockets (comic) — The collecred works of
L )
f the Hernandez Brothers, particularly the “Heartbreak Soup”
.,! tales of Palomar, are very useful for capturing the feel of
.E. Paraiso Vista.
Ly
o There are several books about the Aztecs, mostly
I. - . ] . '
';‘ '.].!hht"r[l-l”i.]]hi H['ﬂ.]lﬂ ]:]'HH-[ gexXcavations q'-ll'li{ l{['lﬂ‘.'."l'l }]IHE'L]”L'.Hl
I - ¥
: facts. The single best volume for easy reading and compre-
. hension is GURPS: Aztecs, from Steve Jackson Games.
I
2 National Geographic has published several articles on
) both the history of and the living conditions in Mexico
gl - Jr— - .
4 City. There are few better sources for understanding the
.‘ i § i -
" complexities of modern lite in Mexico. Most of these
n articles can be found at yvour local library and range over the
h \ .
- last two decades. A wealth of new material has appeared in
e
&
: . LA
) ] The Chaos Factor
"
I_'
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Spanish Pronunciations

age, so almost

Spanish is a very phonet ' langua
avery word used in the language 1§ ﬁ1‘£}nﬂuqcca1 ex-
actly as it is spelled. : -

Y Examples:

Huitzilopoctli — HU-eet-zee-10-pok-tlee

Harzomatuili — Har-ZO-maht-oo-ecl-ee

Tenochtitlan — Ten-ok-tee-tlan

In cases where two vowels are placed together,
each vowel is pronounced separately. The only true
B exception to this rule s when U and | are plm::e.d
- together following the letter 0.

) Example: Quintanaroo — Keen-Tah-Nah-RO-O
. Most of the Aztec words as we know them are
" simply Spanish approximations of Aztec names. The
2 author has used several reference books in an attempt
to find the “proper” pronunciation for each wordand

title.
Example: Motecuzoma — Mo-Tek-Uz0-ma 1s

more commenly referred to as Moentezuma.

S

- }
B ; :

recent months as a result of NAFTA’s passing and the
recent civil uprising. These articles rarely present the U.S.
in the most flattering of terms. There are, however, reasons
for this...

While The Chaos Factor presents the darkest aspects
of Mexico City and adds many fictional miseries as well,
indescribable pollution, overcrowding and poverty exist
there just the same. The lot of the average Mexican citizen
is beyond anything we North Americans can imagine. This
is worth considering the next time you complain about a
leaky roof or broken air conditioner.

The World of Darkness is just that — a world of
darkness. When researching The Chaos Factor, the author
aimed specifically at the darkest aspects of life in modern
day Mexico and in the Aztec history. The facts have not
been exaggerated, but the gentle aspects of life have some-
times been ignored.

Aside from their time as a powerful conquering force,
the Aztecs also had many beautiful ceremonies that did not
involve human sacrifice or conquest. Before judging the
Aztecs too harshly, readers should learn a bit more about
the Aztecs’ diverse and powerful culture. In the same place
and time, human ]‘uiﬁtnry tells us that many other cultures
would have acted the same way, and in many cases cultures
from around the world have done far worse, with far less
reason.
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.+ %"And so has been and so it’s written
" 5, On the doorway to Paradise

"';i‘-._'_._‘That those who falter

And those who fall
Must pay the price.
— Javert, Les Misérables .
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But you, children of space, yourestless in rest, you shallnot )
be ra'.-lpl'?:'cf nor tamed. "'71'
r L]
Your house shall not be an anchor but a mast... :

|
You shall not dwell in tombs made by the dead for the living. 3

— Kahlil Gibran, The Prophet gt
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Few cities in the Gothic Punk world chosts whisper of the eternal spirit of the Mexican people. !
: o - LY
| seem more corrupt and polluted than Mexico Pride strugeles against hopelessness, faith against fear. An "
City. Under the domination of uncaring cor- ancient evil has poisoned the city, but a time of change may I
' i ¥ -, b . ]
B rorations, ruthless politicians and the Sabbart, be at hand. The events during this year’s Days of the Dead Ly
Mexico is like an open wound on Mother may determine whether Mexico City awakens into new -I
Earth, a stain across the Tapestry. hope or continues to slide into oblivion. 4

: ; -~ 1 . ; P |
Despite a long legacy of oppression, pov- Part One of this chapter describes the history of the &l
ertyand dispair, however, Mexico still stands city from a first-hand view. Part Two outlines major points -
" | " i . 3 i . ] "'l
as a monument to hope. Amid the blood- of interest here, including the secret undercity, the Under- ":'
stained shadows of the world's most populated city, old belly of the Wyrm. o
I
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The Dark History of Mexico City

| was there when Huirzilopoctli walked
out of the ocean's waters and onto the land.
[ knew when the time came for him to make
his presence known. He walked boldly across
, following an impulse
that only he could hope to understand.

I saw how powerful Huirzilopoctli was,
how he claimed the Aztecs as his own and

14
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forced them to worship him. The Aztecs
came originally from Aztlan — the place of the Herons —
an area far to the northwest of Tenochtitlan. Aztlan was
built in the center of a lake, and for many generations the
Aztec peoples were content tostay in their area, untouched
by the rest of the world. The mage Quetzalcoatl, the
Feathered Serpent, led them in peace and plenty for count-
less centuries before leaving them behind. He promised
that he would return one day, to save his people from
whatever troubles might befall them. Powerful signs of
change were in the air, and the Serpent traveled to find the
source of the changes he sensed, even from his place on
another continent. The powerful mage rode a seething raft
of snakes from the North American continent all the way
to Europe, and learned to his dismay that the world was
indeed changing, and that the changes had been brought
about by what is now referred to as the Technocracy.

The Chaos Factor
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The New God

With Quetzalcoat] out of the way, Huitzilopoctli de-
cided the time was right to seize power. There was a man,
a great warrior of the Aztlan, who actually bore the name
Huitzilopoctli. This man died at the hands of his imperson-
ator. The great warrior begged for mercy, and in its place
felt the steel-hard hands of his new god ripping the heart
from his chest.

In A.D. 1116, the people of Aztlan were summoned by
the being who would become their god of war. He was a
powerful being, more than capable of crushing the mighti-
est human with only one hand. He demanded both sacrifices
and loyalty from them. Huitzilopoctli commanded the
Aztecs to move with him. Too terrified to disobey, the
Azrecs and several other tribes moved on, following behind
their new god and, later, other gods as well. All other tribes
were allowed to stop their wanderings further north, but
the Aztecs were forced onward by Huitzilopoctli.

For over 200 years before their arrival in the valley, the
Aztecs became a nomadic tribe, eating what they could
forage and making sacrifices to their gods. Under the
leadership of Huitzilopoctli, the once-peaceful people be-
came a warrior race, conquering all that came before them
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and suffering few defeats along the way. Huitzilopoctli tion of all shape-changers, and the Garou and Bastet were y

]

showed the gentle farmers how to fight and how to kill. He
showed them the best ways to forge weapons, and the best
ways to use them. He made them see power in the deaths of

1 il : : . R '
their enemies, and many followed him eagerly. paid to the Aztecs by the conquered tribes. The only -
InA.D. 1321, the first group of Aztecs wandered to the protection for a tribe that faced the Aztec Nation came in J-:P

] . = . i

Mexico Valley, trying desperately to find a place to call the form of silver, rare spices, slaves and human sacrifices. 'y

their own. One of the leaders of the Aztec tribe, Tenoch,
saw an eagle perched on a cactus, devouring a snake, and
took this as a sign from Huirtzilopoctli that they had at last
found a home. Before long, a city was built near the shore
of the greatest lake in the area, Lake Tetzcoco, and within
a few decades the Aztecs had built their great city,
Tenochtitlan. This city was built both on the land and on
the surface of the lake. The Aztecs needed more land to
build on, and large rafts of earth were designed and an-

driven from the land. In the span of the next two centuries,
the Aztec Empire grew in power spreading from the Mexico
Valley and drawing whole tribes into its folds. Fealties were

Wherever members of the changing races were found, they
were slaughtered or driven into retreat.

Throughout those 200 years, Huitzilopoctli guided his
chosen people, rewarding them with rich crops for their
sacrifices in his name, and feasting on the souls of Aztec
sacrifices in his honor,

As the power of the Aztecs grew, so grew the power of
their gods as well. Above them all stood Huitzilopoctli,
often allowing the other gods greater glory and credit, but

-l.l-_-‘_ -' .-=d- '3--.—;.' 1'- ,I-‘- l_‘

chored together across Teztcoco in order to grow more always driving the Aztecs further and further in search of C
crops and to house more people as the Aztec Empire grew. food for themselves and blood sacrifices for their deities. y
- : Many of the deities of the peoples conquered by the Aztec 3
(;Uh(l“ﬂhl‘ Nation were adopted into the Aztecs’ own beliefs. Many ‘;
Evenusing the lake to increase the size of the lands, the more were not, and even the smallest traces of these dark '.
Aztecs still did not have enough space for all of their tribe. gods were ordered destroyed by Huitzilopoctli. The god- ‘I
Within a decade they had resumed their previous ways, desses Malinalxochitl and Coyolxauhqui were only two of e
conquering as many of the nearby tribes as possible. The the gods who were defeated and expelled. By the order of J-;.

fisst hereditary king of the Aztecs, Acamapichti, was re-
sponsible for the conquests of four other city-states during
hisreign alone. The war god soon realized where the biggest
threat to his power lay; Huitzilopoctli ordered the execu-

Huitzilopoctli, anyone worshipping these deities was sacri-

ficed in his name, or for the greater glory of his pantheon.
For a time Huitzilopoctli knew peace in his heart, and felt
the joy that only violent death could bring to him.
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[n time, the Aztecs conquered the Mayans, the Toltecs
and others, spreading themselves across the lands in a relent-
less torrent of war. Great Huitzilopoctli and the other, lesser
pods he permitred to reign with him grew in power, reveling
in the blood of their enemies. Those same gods grew compla-
cent, no longer appearing before their people, speaking to
them only through their servants, the priests. The gods called
for sacrifices and conquest, demanded that they be served, but
they no longer aided their people. Even pods make mistakes.

Far to the south, the Aztecs attempted to attack the mage
now called El Dorado, at his home near Lake Parima, and were
driven back for their insolence. El Dorado’s female allies had
the power to change shapes, becoming monstrous attackers
that killed with unparalleled ferocity. Far to the north, the
Aztecs were met by proud peoples with powerful allies that
could also change shape, and were again driven back. Despite
their defeats, the Aztecs grew in power and glory. These small
defeats were as nothing compared to the great conquests
elsewhere. Like their gods, the Aztecs grew complacent,
certain that nothing could ever stop them. Until the coming
of Cortes.

Surrender

Cortes came from Spain by way of Cuba, and brought
with him the fulfillment of a dark prophecy. He came first to
the lands now called Veracruz, bringing with him Helena, a
powerful vampire, some 600 men and a terrifying tool of the
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Motecuzoma, and more importantly, legends of his wealth,

-
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drove the Spaniard and his minions forward, eventually

leading them to Tenochtitlan. 200 of Cortes’ men were left in

Veracruz to hold the land in Spain's name. Along the way, the
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Spaniards encountered a rival group of natives who had

managed to fight off all attempts by the Aztecs to conquer

them, the Tlaxcalan.

Cortes and the Tlaxcalan came to an understanding
shortly after Cortes’ cannon had taught the tribe the error of

their ways; between the cannon and the horses that he

lz:'i.-

brought with him to the continent, Cortes easily won against
his first true foes. With the help of Helena, he soon convinced
the Tlaxcalan to join them. The Tlaxcalan realized that even
Tenochtitlan could easily fall to the power of Cortes’ cannon.
Embittered by their long-standing war against the Aztecs, the
Tlaxcalan offered their assistance to reach and conquer the
powerful empire, assistance that Cortes eagerly accepred.

'
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In truth, there really was no war. Motecuzoma — king of
the Aztec empire — knew what even Cortes did not know.
The Spaniard had brought with him a powerful being, an
Oracle who had long ago left the continent and traveled to
other parts of the world. Cortes brought with him Quetzalcoatl,
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powerful enough to be considered a god by the Aztecs, the very

god that Huitzilopoctlihad replaced. Motecuzomasent tithings
to placate the returning deity, tithings that Cortes kept for
himself and for his motherland, Spain.
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Motecuzoma knew that his time as a leader was soon to
end: the followers of Quetzalcoatl had foreseen that his
leadership would bring about the fall the Aztec nation.
Now they awaited their god in Cholula, a free city that
stood in allegiance with Motecuzoma. The Cholulan people
rejoiced to have their god back, until their god betrayed
them. The Spaniards and their Tlaxcalan warriors devas-
tated the Cholulans, slaughtering the willing followers of a
eod who no longer cared.

Most believed that Quetzalcoatl had changed during
his long visit to Europe, turning to follow the ways of the
Spaniards. In truth, he never actually came back from the
distant lands. Only his physical form returned, possessed by
a Seeker of Voids. The mage has long since gone insane,
and still believes that he is Quetzalcoatl. He is not. He may
have some of the QOracle’s memories, but the true
Quetzalcoat! has long been with the Totem Phoenix in the
Umbra. This too, I know for fact.

Motecuzoma saw the fall of Cholula as a final warning
that he had angered Quetzalcoatl, and an angry god was far
more terrifying than gods who no longer answered his pleas.
In November, A.D. 1519, Motecuzoma faced his first god
and his minions, stood before Cortes with his entourage of
400 men, and surrendered his empire. Queztalcoatl and
Cortes alike were appalled by the bloody sacrifices that the
Aztecs committed to satiate their gods. Within six months
the whole of the empire fell before the combined might of
the conquerors, and the sacrifices had stopped. Motecuzoma
still led his people, but only because Cortes was able to use
him as a pawn. By the end of the first month, the beautiful
Helena left the area, claiming that what she sought could
not be found there.

What she found was Huitzilopoctli, and that discovery
alone was enough to drive her away. Huitzilopoctli lay
beneath the great pyramid built to honor him, and Helena
boldly entered the pyramid, only to flee upon seeing his
slumbering form. So beautiful a woman, so easily terrified
by the old legends from before she was even born! Helena
could feel the might of Huitzilopoctli; even as he slept, his
strength was enough to force her away. She ran far to the
north, never to return. This was for the best — great
Huitzilopoctli would surely have consumed her soul. Hel-
ena, no doubt, would probably tell a different tale, but she
is not here to dispute the matter.

She left behind one of her own Childer, Marie
Galbraith, and Huitzilopoctli used his powers to woo the
Childe, convincing her that her Sire had betrayed her. She
briefly reigned as the only Prince of Tenochtitlan.

The Fall

By the time Cortes came to Tenoctitlan, the capital of
the Aztec Empire was home to over 200,000 people, over
twice the size of any city in Europe at thar time. Tenochtitlan
rested in the very center of Lake Tetzcoco, built on enor-
mous rafts and on the remains of buildings that had sunk
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over the span of two centuries. Over 40 pyramids stood in
the heart if the city, raised to the glory of the Aztec gods
and, often as not, used for human sacrifice.

Over 135,000 sacrifices were made to Huitzilopoctli
and other gods of the Aztec people. The people killed were
mostly slaves, without rank or power, yet for their gift of life
and blood their skulls were placed with reverence in racks
before the greatest of the pyramids. The power of those
sacrifices had served its purpose well. The energies released
by those ritualistic slayings left the land forever tainted by
the anger and sorrow of countless thousands of deaths.

Neither Quetzalcoat] nor Cortes had counted on the
power of the new gods even when they were not visibly
present. After only a few months, the Spaniards under the
command of Cortes planned just how they would spend the
gold that the Azrecs seemingly took for granted. The spirit
of the Aztec nation was crushed. When Cortes was called
away to deal with potential troubles in Veracruz, the gods
took matters into their own hands and used the greed of the
Spaniards as a weapon against them.

Over 400 additional Spaniards had joined Cortes in
Tenochtitlan by that time, and Pedro de Alvarado — the
temporary commander in Cortes’ absence — began an
assault against the mostly docile Aztecs, slaughtering some
10,000 of the people. From his resting place, great
Huitzilopoctli smiled, and fed on their souls. He then
forced the people he had abandoned to grow angry, to fight
back where before they had simply tolerated the abuses
they suffered at the Spaniards’ hands.

Cortes came back to Tenoctitlan to find the people he
had bloodlessly conquered inan uproar, tearing to pieces all
that the Spaniards had brought with them. The fool was
astounded: he could not believe that the citizens of
Tenochtitlan could be so violent after they so easily surren-
dered to him. Cortes attempted to placate the Aztecs by
using Motecuzoma as a pawn again. Poor, foolish
Motecuzoma tried to pacify his people, but the Spaniards
knew enough of his language to understand him when he
swore that the Spanish people would leave Tenochtitlan.
They repeatedly stabbed him in the back, even as he spoke
to his followers. And Huitzilopoctli smiled again, and fed
on the emotional turmoil of his people.

Enraged by the actions of the Spaniards and led by
Motecuzoma's cousin Cu‘automec, the Aztec peoplesdrove
Hernan Cortes and his followers from the city, slaying over
800 Spaniards in retaliation. For ten short months,
Tenochtitlan remained the capital of the Aztec empire.
Then Cortes returned, bringing with him all of the weap-
ons he could find. Those natives who had been conguered
by the Aztecs offered no assistance against the Spanish
conquerors. The Spaniards brought with them more mighty
weapons, the Inquisition and, unbeknownst to them, the
Sabbat. The Sabbat encountered Marie Galbraith, fully
prepared to destroy her, but changed their minds when they
discovered how eager she was to break the Blood Bond that
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held her in Thrall to Helena. In time she proved herself to
the members of the Sabbat, and in time she achieved the
position of Cardinal for all of Mexico, just as Huitzilopoctli
wanted.

At thesign of the cross, held by the true believers of the
Inquisition, Huitzilopoctli grew silent, hiding in the dark-
ness and biding his time. In a span of less than 75 days, the
Aztec empire was crushed. Tenochtitlan and several other
cities in the area were razed, burned, and plundered. Over
the ruins of Tenochtitlan a new city was built, a city named
after the valley in which it rested. Mexico City.
Huitzilopoctli's first Kindred pawn was in place, and the
time was right for sleeping.

Starvation and the 1‘!|:1gtr-: further devastated the re-
mains of the Aztec empire, and further fed Huitzilopoctli.
Cortes claimed fealty from all who had been a part of the
empire, and conquered the lands in the name of Spain.
Huitzilopoctli watched on, silent and brooding. The Inqui-
sition became a major force in Mexico, and with the
[nquisition came members of the Celestial Chorus. While
the Spaniards hunted down as many of the supernatural
creatures as could be found, destroying them outright
whenever possible, the mages began a campaign of enlight-
enment that continues strongly even to the present day.
Huitzilopoctli, the primary god of the Aztec peoples, all but
faded from the peoples’ minds as Catholicism was intro-
duced into the area. Yet even as unhappy Huitzilopoctli’s
worshippers were turned from him, he began to plan anew.
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Spanish Rule

The Spanish occupation of Mexico failed to make life

any easier for the natives. Those who once held land soon
became merely servants under the new landholders, the
Hacendados, and their rulers the Viceroys. The lands
around Mexico City were cultivated and farmed. Through-
out colonial Mexico, large land holdings called Haciendas
became the norm. Haciendas were owned by the Spanish
Hacendados, and were worked by the people who had
originally owned the land. The native people were forced
to learn Spanish, as the Spaniards found their native
tongues too difficult to comprehend and pronounce.
Huitzilopoctli watched on, angered by the mistreatment of
his proud warriors, made helpless through the Inquisition’s
Faith. Even held at bay, he fed on the suffering of his once-
proud legions.

All Spaniards who came to the Colonies in Mexico
were forced to swear fealty to the Catholic Church and to
Spain, and fell easily under the power of the Inquisition.
Even in those times, the Society of Leopold was subtle,
hiding among the clergy. Still, they commanded many of
the Catholic soldiers, destroying any who did not publicly
agree to convert to Catholicism. They also destroyed many
who agreed to convert, simply because of their heritage:
Garou Kinfolk were hunted down and slaughtered as
witches, known mages were destroyed, and the few Kindred
who came to the area soon met with Final Death if they

were not cared l_tl-
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Those supernaturals who survived grew cautious, and for The vast majority of the people in the land lived in 7
many years the Awakened of all forms managed to live in the poverty and without protection of any sort from criminals; n,
area without too much fear. However, those who lived in the while they were forced to pay taxes, the moneys went to Spain. , f:
area for too long soon fell victim to the baser instincts of their On September 16, A.D. 1810, Father Miguel Hidalgo y &
nature. Greed, all manner of lust, and violence rapidly became Costilla called for revolt, and the people of Mexico agreed. :1
the norm. The Inquisition eventually moved on, leaving  The Criollo priest rallied forces of natives and Criolles to his E
behind small pocket groups to report any crimes to Spain and side. Despite his best efforts, his attempt to overthrow the 2]
the Holy Catholic Church. Spanish rule failed, and he was executed as an example to the !
Life went on as before among the low-status natives — peasantry. Huitzilopoctli fed well during the bloody fighting. '.
serving their overlords and praying for escape toa better place. History repeated itself; the descendants of the Aztec %
The primary difference was to whom they prayed for guidance. Empire rose in even greater numbers to battle against the .
While Huitzilopoctli had once been the root source of Spanish tyranny. Though it took several years to right the v
religious fervor, Catholicism swiftly grew in strength, evolving situation, the Mexican people won their liberty from Spain; in ,:
into a unique version that blended traditional beliefs with A.D. 1821 the Spanish government was forced to sign the ';
those of the Catholic conquerors. Huitzilopoctli became Treary of Cordoba. Mexico was no longer a colony of Spain, b
furious, maddened by the betrayal. Still, he schemed and but a country in its own right. ;_'
planned his vengeance. g fice
AsMexicoand Mexico City grew in power and in size, the The Last Centu Ly =
influence of the Catholic Church spread as well. For 300 years, For three years after the victory, various political r:'J
very little seemed to change in the area, save for the slow factions within Mexico City attempted to wrest control of i
growth of the Catholic Church’s land holdings. The Spanish- the government. These coups were usually very brief, P,
controlled government attempted to take the lands away from lasting only until yet another uprising drove would-be L.
the church and, in fact, succeeded in their attempts, but only dictators down. Among the most prominent of the con- Iy
at great cost. The city was embroiled in battle after battle for tenders was Antonio Lopez de Santa Anna, a fearsome *;h
agreat many years. Through it all, Huitzilopoctlislept, feeding strategist and a brutal revolutionary. !
on the pain and waiting for the time when he could awaken [n 1910, Emilio Zapata called for land reform. After !nl
and finish what he had begun. He cared only for gathering the years of trying to arrange the land reform, Zapara, like .:'
forces needed to awaken his dark masters. .. Pancho Villa, robbed the Hacendados of their riches and -
The Spaniards attempted to destroy all written records of livestock to feed and equip his followers. Even as the o

the Aztecs' history, burning all of the codices that the Aztec revolution ended, Zapata was slaughtered by his own men, X
veople had created and burying the great temples they had men who had been purchased with promises of wealth and i
built in worship of their gods. Members of the Celestial Chorus =~ POWET. Zapata is so much a figure of legend in Mexico that E;
hid and rewrote many codices to prevent obscurity, the fate ~ recent attacks by guerrilla forces in southern Mexico have bt
that had befallen the mage El Dorado. The Realm of El Dorado been carried out under his name — an impressive achieve- -':
had been assaulted by a heavy invading force, among them the ment for a mortal, but the use of his name has left him no If"
Seekers of the Void. Despite El Dorado's best efforts and the less dead. e
might of the Black Fury Garou who fought at his side, the To compound the problems, settlers from the United ;
Seekers of the Void literally mapped his city out of existence. States started moving into the northernmost parts of Mexico, '. !',
[n the eyes of the Technocracy, El Dorado and the city named leading to a series of border skirmishes and finally to the :'5.
after him had no place in the New World they were building. ~ Mexican-American War. The war lasted for almost 10 -
Even far from the shores of Lake Parima, I could feel the vears, and during this time the Sabbat Kindred used their L'y
anguish of El Dorado at his betrayal by Quetzalcoatl. Theyhad ~ typically brutal tactics to aid the United States. General ]
been friends, you see, and they had been brothers in their Winfield Scott of the United States Army captured Mexico X
desire to care for the land. I think that is what defeated the City in the latter part of 1847. T
Cracle: betrayal by his brother. On February 2, A.D. 1848, the government of Mexico ‘-.:'
The peoples of Mexico City, and all of Mexico, soon signed the Treaty of Guadelupe Hidalgo, surrendering over -
started segregating. The Penisulares— Spanish colonists born one third of their entire country to the United States, for ,_'
in Spain — soon took the most powerful positions in the  the tidysum of $15,000,000. By the time the United States o
government and in the church, followed in power by the Army had left Mexico City, the Sabbat had cemented their )
Crilles — those of pure Spanish descent born in Mexico, the  earlier stronghold. Those Kindred who had remained in b
Mestizos. those of mixed heritage — and lastly the natives  hiding had assisted in Mexico's downfall from within. E_
themselves. Despite the overwhelming numbers of Mestizos, Those who had fled before the Inquisition returned with I
the Penisulares and the Criolles held all real political and ~ reinforcements. Mexico City never had a chance. ",
financial power. .'T'.
4
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& And that was just as Huitzilopoctli wanted it. The
N Sabbat hated the Inquisition almost as much as the god of
.,.'. war himself hated the interlopers.

L Contrary to what many suppose, many of Mexico's .
Ln .

= wars can only be blamed on the mortals. The Mexican war
',-i'r against France was driven by human greed, though the
|.~' Sabbat lm:{] the opportunity to assault and conquer still
v more of the southern tip North America. Just as the
o eventual victory by Mexico was manipulated by the Sabbat,
;-': the power gap left by the death of Mexico's first president,
- Benito Juarez, was an opportunity for another group. The
i “election” of Juarez' successor was manipulated by Pentex.
: ' Then merely a budding group, the Pentex companies
) supported the less-than-benevolent rule of General Porfirio
o Diaz. .

.: [uring his time as the President of Mexico, Diaz ruled
b as a dictator, refusing the people their right to elect another
-I in his place and supporting heavy industrialization. Pentex
0 grew in power and in size, eventually moving many of their
: operations to Mexico City. With Pentex came the Black
‘¥ Spiral Dancers. Huitzilopoctli was pleased, for here, as with
Y the Sabbat before, was a group he could manipulate.
E During the 1940’s, Mexico City's industrialization | i m““m:;;
fy increased by leaps and bounds as factories were built to % H
.*:‘ assist in the battle against the Nazi movement. The Tech-
o nocracy, under the influence of Quetzalcoatl, increased
? industrialization in the area as never before. The powerful
! Technomancer spent a great deal of time studying his arts
% and planning the next stages in the technological growth
'. g of his homeland. Quetzalcoatl had decided thar the time
s was right to step up operations in Mexico, and that Mexico
i City was the ideal place for industrialization. When the war
Iy was over, dozens of the manufacturers went out of business,
' or were absorbed by subsidiaries of Pentex. The coils of the
.:_: Wyrm wrapped around Mexico City and squeezed hard,
i drawing blood again and again. The Technocracy mages
. took full advantage of the huge supply of empty ware-
;i houses, draining the Nodes that had always existed beneath
X the shores of Lake Teztcoco. All, that is, save the four
2 powerful Nodes that Huitzilopoctli hid from their view.
s Among the Sabbat, Pentex, the Black Spiral Dancers,
: f and the combined forces of the Technocracy, there is little
" about Mexico City that seems appealing at a glance. Most
kE non-native people asked abour the city will normally
;: . respond with comments like “Don’t drink the water,” and
“You wouldn’t catch me there in a million years.” The
'i-*" crime rate is :lppallir[g, the living conditions for the vast
: majority of Mexico City’s citizens are reprehensible, and
'y the smog factor makes Los Angeles seem pleasant in com-
.?.‘. parison. On the surface, there is little to keep a person in
:' the city. Hope cannot be seen on the surface. This is as Ty
i Huitzilopoctli wants it.
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The Great Quake of 1985

& E_:eptemh::r 19,7 A0: TORS: An carely
uildings sustained damage ranging from

than "51,_[]‘1:]{.3| people were crushed to death under the
The seismic waves that s

ammed through Mexico €
e iy gh Mexico C
explosion in Hiroshima. - ok

; The people of Mexico City bande
}i e thousands pinned beneath the dev
een removed, rebuilt or simply hidde
behind the attack. :
!r} truth, the devastation was simply a
ocean s crust slipping and colli
and all other forces are Innocent — at least of
. The Awakened refuse to accept thar
trying to destroy them, just who s '
of enhanced paranoia, and

n behind new layers

Mexico City Today:
Mexico City's growth and gigantic size are alarming all out
of all known proportion.

— Mexican President Miguel de la Madrid Hurtado,
circa 1984

Today Mexico City is one of the fastest growing cities
in the world. With a population in excess of 20,000,000
people, half or more under the age of 18, Mexico City is
already world’s most populous city, and there is no end in
sight. Over 1,000 people move to the city from other parts
of Mexico daily, and the predictions are that by A.D. 2000
the city will hold in excess of 30,000,000 living souls.

Almost 30,000 factories spew over 11,000 tons of black
smoke and gaseous waste into the air daily. Encased in
mountains as she is, Mexico City holds most of this poison-
ous air close to her heart. The city attracts people just the
same, people making a last desperate attempt to eke out a
living away from farms that simply do not turn a profit.

The Awakened

The Technocracy's grip on the city is impossible to
shake; every Node that could be found has been converted
by Iteration X, every Chantry that once existed has been
destroyed — or so the Technocracy believes. Mexico City
is literally the Sabbat stronghold in North America. The
L.A.. Freestates act as a buffer against blatant Camarilla
intervention, but there are none insane enough to enter
the area if they do not belong to the Sabbat — or so the
Sabbat believes.

The Black Spiral Dancers have a powerful Hive be-
neath the vibrant crust of Mexico City and they alone of all

_.:'. !‘ r..-.".; }.;.-_?‘ l!- :-l_- =.l._=_-l.-':-'—-.-1.' 'E" :'I.r I
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quake registering 8.1 on the Richter Sca
broken windows and shattered walls to

wleightc:nfrhnse buildings, and 10
Ity were more powerful by far ¢

astation. In the last eight years,

of paint and plaster. Still,

1

b

le struck Mexico City. Over 4,000
complete structural collapse. More
0,000 or more people were injured.

han those thar followed

ever found g
Ing ever since.

attempr to saye
at there ever was an earthquake have
the Awakened wonder who was

_ their own lives in an
all signs th

2 gy :
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Garou thrive in the darkest city in the New World — or so i
they believe. What Pentex doesn’t own in Mexico City is b
simply not worth owning; the trash and human debris that E.
litter the streets or worse, hide away in the massive garbage o
dumps, clawing caves into heaps of human refuse, are ;L
hardly of value in the world. Or so Pentex would like to i
believe. In Mexico City, as in few other locations, the .
Sabbat and the Technocracy unknowingly work together, v
increasing the size of the city and the population that -
inhabits her skin like maggots on a bloated corpse. Neither .
group realizes how well they have been manipulated by G
Huitzilopoctli. R,
Surely there are none amongst the Traditions, none 5:
amongst the Camarilla’s Kindred or in the Tribes of the G
Garou who would be foolish enough to live in Mexico City. f'_.
Surely they know that they could not survive without being 3
detected and killed, or worse, corrupted. As long as the 1
leaders of Mexico City's Awakened believe this way, there ::
will always be hope. I
The bitter irony of Mexico City is simply that the city :"

is too large for any of these groups to control. Contrary to -
the Technocracy’s belief, there are a surprising number of b

Tradition mages in the city. An even larger number of
Nephandi exist, waiting and enjoying the view. With
sufficient skill, a very cautious vampire — perhaps even an "
Archon — could avoid detection in a city of 20,000,000. '

.,

A

And the streets of Mexico City hold one of the largest o
- | ™

catherings of Bone Gnawers anywhere, over 50 when last W
[ counted; who better to survive in a city so large than the X

Garou wise enough to know how to adapt!
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Pentex: The Talon of the Wyrm

It's a small world and it smells funny
I'd buy another if it wasn’t for the money
— Sisters of Mercy, “Vision Thing”
~ Pentex employees make up a surprising portion
of the wealthy in Mexico City; the upper echelon
executives in Pentex’ employ are paid excessively
for both the knowledge they possess and the loyalry

they show. Even by the standards of living in the®

United States, the employees of Pentex are well
paid; in Mexico City they can, and often do, live
like royaley, %

_ The vast majority of Pentex tactory employees
are paid only 65 cents per hour, and. are forced to
work twelve-hour days. There are no benefit plans
for the factory warkers in Mexico Ciry. Most of the
workers are subliminally exposed daily to €orruptive
concepts and emotions in oné of the Bane-
corporation’s greatest attempts to destroy the hiiman

_ Spirit. Most of Pentex’ manual laborets are chosen
aﬂrt—:-; a simple screening to find who'is the most

_desperate for work, and who has the lowest moral
standard. Most of the emplayees working for Pentex
are already Fairl}a corrupt, and are easily led to the
ways of the Wyrm,

- Those who fall victim to industrial accidents or
‘hazardous waste and survive are thrown out on the
- street. “Docrors” in, each of the factories examine
thg }rit_:t;‘ims for injuries and keep notes. Those with
fomori “potential™ are immediately taken, at gun
point if necessary, to the {im:mr‘s offices for “treat-
ment.” Most dre neverseen again — at least not in
any recognizable form.

Fomori agents are often “recruited” in Mexico
City and then given a brief training course before
being sent as reinforcements in the war against the
Garou for domination of the Amazon Basin (see
Rage Across the Amazon). Those who prove too
feeble for battle in the Amazon are often used as
urban pelice troops, particularly if they can still pass
for human. | |

Nope and Misery

Despite the best efforts of the Technocracy, the
Catholic Church remains a powerful force in Mexico
City. Latin American Catholicism is a very different
form of the Roman religion, adding several patrons
unique to Latin America, and several holy times that are
found only in Mexico and in a few adjoining countries.
The Church brings not only members of the Society of
Leopold, but members of the Celestial Chorus as well.
There is little that can be done abour the poverty, but
the Sleepers can be taught, and there are few places
known to humankind where a stronger supply of Faith
can be found. The people of Mexico City awaken every
day to the same drab world, in many cases awaking to the
same four walls, surrounded by family members. Birth
control is a fairly new concept in Mexico City, and
abortion is illegal — it still occurs in the back alleys and
filth-lined rooms, but it is illegal just the same. Families
frequently live as many as 10 to a small house, in places
with no power and very poor plumbing. In spite of some
of the worst overpopulation and poverty known to exist
on this planet, hope still awakens in the majority of
people every day.

Many of the people are simply trying to do their best,
but there are those among them who don't hestitate to
take what they desire, even at the expense of other lives.
Hope alone cannot stop the rampant crime that exists in
Mexico City. Here, the only law that really counts is the
law of survival. The law enforcement agencies in Mexico
City are more often than not horribly corrupt, with
methods of gathering confessions that range from simple
lying to outright torture. The crimes a person is accused
of may not have even occurred — for the right sum, a
crime can be fabricated to suit the punishment. Murder-
ers can walk away from bloodied victims with no fear of
ever being captured, as long as they can pay the right sum
to the police.

Hundreds of years have taught the poor of Mexico
City to accept their fates all too often, but the small
percentage of truly wealthy citizens have helped with
the lesson. Pay-offs and governmental kick-backs pay for
an amazing amount of the rich man’s lifestyle.

Along the border, disease and misery ravage the
land, fueled by the greed of corporate tyrants. Penrex
could not be happier. The Progenitors are studying the
results carefully, but some of the more concerned among

them have started work on trying to find a cure for the
problems caused by such rampant pollution. It should be

.+ . . = 4 e

i noted that the Progenitors in Mexico City have done

iy ] 4

e nothing at all to stop the accelerated genetic degenera-
[} o W '

) tion of the people of Mexico. Only in the areas away
i

) from the city do the Progenitors attempt to find a

L] .

" solution.
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The Onderbelly of the Wyrm
The Nosferatu antitribu of Mexico City have gone
mad, at least in the eyes of most Kindred. The Nosferatu
of the Sabbat, along with the Black Spiral Dancers and
the Nephandi mages, have created a monster that needs
them less than they need it.

Simply called the Pandemonium, or the Underbelly
by its denizens, the entire area under Mexico City,
above, around and beneath what was once Tenochtitlan
the religious capital of the Aztec
Empire — has become one enormous community in its

and Tlatelcoco -

own right.
Cortes to Tenochtitlan,
Huitzilopoctli expanded his consciousness, calling to his

Soon after came
masters and asking for their aid. The aid came in the
form of a small black growth that erupted from
Huitzilopoctli's chest and began to feed on the same
pain and frustration that nourished the god of war. He
had no complaints about sharing the energies; there was
still so much suffering to go around.

In the ruins of what was once the capital of the
Aztec Nation, a Nephandi Labyrinth, a Black Spiral
Dancer Hive, a Nosferatu Warren, and a vile haunt have

R e SR eSS e ) R S O R e R

merged, growing from the black seed that Huitzilopoctli
planted. Contrary to the Technocracy’s belief, the Un-
derbelly is filled with several powerful Nodes hidden by
the powers of the Nosferatu and Nephandi. The Under-
belly reaches to portals deep into the Umbra where
creatures beyond simple description wait with hungry
souls. All of the Underbelly is filled with the Wyrm’s
corruption, and plans are well under way to extend the
inadequate sewer systems even deeper into the cor-
rupted soil.

[ronically, the powerful beliefs of the citizens of

Mexico City and the works of the Celestial Chorus are
partially responsible for the ease with which the under
dwellers have hidden their home. The corruption is
weakened nearer to the city’s surface, beaten back to
some small degree by the wishes of the people and the
power of the Celestial Chorus. Even the Chorus is
unaware of the effect they have on the Underbelly.

And that is just as Huitzilopoctli wants it.
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ﬂeﬂrmﬁamgmemmmumddn'cm lessif [ or anyone else heve
gets sick or dies, if it gets in the way of free trade.

— Jim Teyechea, 44-vear-old victim of cancer allegedly
brought on by the Maguiladora Program (Spin Magazme, October
1993)

The North American Free Trade Agreement, or NAFTA,
was only recently passed, and already the impact can be felt in
Mexico City. In the words of one Tradition mage, “The Technoce-
racy has only just begun to destroy the world as we know it.” In the
Gothic-Punk world, NAFTA only works on paper.

In 1964, the country of Mexico conceded to asmaller form of
this agreement that opened free trade along the Mexican border.
Many Fortune 500 companies in the States eagerly opened new
factories in the area. |

In addition to saving the participating companies countless
millions in labor costs every year — $30,000 dollars per employee,
as opposed to what the same employee would make in the ULS. —
the h*imiuiladﬁm Program caused a population explosion in the

border areas of Mexico that comes close to rivaling the population,

meredse m M@xicu City proper. In the last 10 years, the areas of
Mﬁ}titﬂﬂxmgéd tothe Maquiladora Programhave literally doubled
in populatign as the impoverished people of Mexico attempt to

find ttpplﬁvmml.

“In the last 30 vears, both cancer and birth defects lrmwf

- ﬁq‘m-:_keted in the area. These statistics come from the United

States alone, with doubtless much higher numbers on the

Mexican side @f the border. Open sewage spills into the Rio

Grande, and toxic waste flows into the land, air and warter at rates -

exceeding 260,000 tons per year. Most of this waste comes from
large LS. companies that are hot restricted by the same environ-
mental laws in Mexico as they are in the U, S. This is not fiction.
This pollution exists.

Thé sewer systems in most of the areas affected were never
designed toaccommodate the vastnumbemofpeople thatnow live
in the area. The people moving into the areas are normally
desperate for work, and seldom make enough money to afford
reasonable housing, As with Mexico City, many are forced to live
in howels, or worse, find shell:r;rmthm the gﬁrbﬂgc hc&psmd]and :
fills.

: Alf{ﬂ{ﬂximisn:::w:::pencdmdmsamcmpmrmmtfm{mjﬂl"ﬁ
from the USA and possibly“éven from Canada. All of México
could soon face the same overwhelming disposal problems as the
border towns and Mexico City, along -with all of the same
consequences.

Protestand Oprisings
The war we declare 5 a fmal but justfied measure. We have
nothing, absolutely nothing. Not a dignified roof, nor work, nor land,
nor health cave, nor education.

. — Commandante Marcos, leadér of the rebel forces in
Mexico’s Chiapas attacks, in"a ¢ommuniqué issued from the
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Nﬂrth ﬁnﬂﬂrman Frﬂé Trade Agreernent

While many of the Mexican peoples support NAFTA,
hoping to find more jobs and a better lifestyle, there are also many
who are opposed. In some cases, the opposition to NAFTA takes
the form of violence. On January 1,"1994, over 2,000 armed
Mexicans, mostly native Indians, attacked the towns of San
Cristabal de las Casas, Ocosingo, Altamirane, and Las Margaritas
in Chiapas, the southernmost state of Mexico. The worst of the
violence took place in San Cristabal de las Casas, where members
of the Zapatista National Liberation Army—namedafter Emiliano
Zapata— stormed into the eity and attacked the town hall: The
building was ransacked and set ablaze:.

Thepurpose of thisdestruction wassimple: the Mayan people
living in the area had decided that the time had come topointout
their troubles. While most of Mexico and Mexico City celebrated
the coming of NAFTA, the Mayans of Chiapas simply wanted to
take back what had been theirs before the Europeans came.

That the artack was doomed tofailure is a given; that it came
at the worst possible time, for President Carlos Salinas de Gotari

~wasalsoagiven. Salinas claimed that NAFT A was necessary, and
would bring Mexicointo power asan industrialized nation. Salinas

~was intesnationally embarrassed — first by the artempted coup,
then by public outrage as many of the attacking guerrillas were
eunned down not in combat, but in military executions. In a
cotmtry where left-wing violence has notoccurréd in two decades,
the assault was mmpuctmi .-_'II‘Ld in the eyes of the government,

~unprovoked.

Thebartle lasted ur5&{%&}%’3&&1‘&mch[exican;,mvenmmnt
forced the freedomfightershack intothehills, Over 100 died in the
conflict, mostly members of the Za;mm@w%: lgim six cases, the
Mayan fighters had their hands bound and wesg sk
of the head. The guerrilla fighters, estimated ‘11:5511':52,&2@ were
met by an estimated 12,000 Mexican soldiers using pl@mes
helicopters and armored personnel Carriers.

“This incident is obviously unfortunate, but I don't thmk
it will have anyimpact at all oni the interest of U.S. business in
pursuing a strong relationship with Mexico'in NAFTA,” said
Everétt Briges, president of the Gouncil of the Americas, which

wrepresents about 200 U.S. companies with investmentsin Latin

America..“Mexico is a big country. You can have an outbreak
of trouble in one place without a big effect elsewhere.”

— Time, January 17, 1994

The week after the violence'haderupted, the Mexican

government promised to send 20 tons of much needed food

supplies into the area, and to send Chiapas a $1,000,000
advance on President Salinas’ Selidarity program; a pro-
gram designed to keep Mexico's economy from completely
collapsing. Time will tell if these promises are fulfilled.

The majority of the Zapatista fighters escaped into the
mountains. Should rthe promises delivered by the Mexican
Government not come through, it is almost certain that
there will be more attacks. The start of NAFT A's involve-
ment in Mexico has been less than prosperous.
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T'he Light I'listory of Paraiso Vista

Paraiso Vista is a beautiful town, tran-
quil and without much by way of crime. No
place is perfect; there are still a few small
squabbles, and from time to time a drunken

brawl, but no serious crime. There has never
been a murder in Paraiso Vista: there has
never been a reason for killing. No one is
without the necessities of life, and most have
more than they need. Paraiso Vista is con-

tent. The people want for nothing and keep to themselves.
Paraiso Vista is a very well-kept secret less than 100 miles
from the violence and poverty of Mexico Cirty.

All told, the population of Paraiso Vista, including the
tarms nearby, numbers only 432 people. There are no
televisions in Paraiso Vista. There is only one phone, and
that seldom works very well. The wells from which the
people drink are pure and untouched by the industrial filth
that drenches most of the country. The Wyrm has never
found a stronghold from which it could latch onto the
hearts and minds of the people.

There are no mages, Garou or Kindred in Paraiso Vista.
There are a few ghosts here, but only a few, and they are
placated by the celebrations and gifts presented during the
Days of the Dead.

i e T T e o e e

The largest threat that has ever come to Paraiso
Vista was a few tremors from the great earthquake of
1985, Even that was only a gentle rattling of windows;
ThCy QOTIE Wds ]'Hl]'T, f.{".IT H"hil:h ['}'lL' P-E.‘['}F]E dalc :'1“ gl"rlrt'_"r-lll.
The only thing damaged was the small Catholic Church
that collapsed in upon itself. It was a pretty building, but
hardly necessary; no one had attended in vears. “*God,”
the people of Paraiso Vista have always said, “is in the
heart, not in a building.” Parents teach their children
about God and Jesus Christ at home, and religion is
almost never discussed aloud, save perhaps during the
holidays.

Paraiso Vista is a very small community, and has
been around for almost 300 yvears. Somehow, the town
never really grew. From time to time the children would
leave on their own, never to return, but there were
always new people coming in — never too many, just
enough for a town the size of Paraiso Vista and the
town survived. Most of the families live in the same
homes their great-grandparents lived in, and the past is

held close to the heart. The simple ways of life really are
better, as far as Paraiso Vista and her people are con-
cerned.
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To the north of the village, a cold, pure stream runs
trom the mountains, filling the small lake and the wells.
o When the dry season comes, the tiny lake — hardly more
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A than a pond, if the truth must be told — dries up. But the I i
I1 &
= wells remain full of sweet, fresh water. The crops grow well, :

& . .
P and the farm animals never need much rending. The lands i

I :
*,' to the east and west of town are covered with crops and i
L) )
o pastures, and to the south the mountain slopes gently away }
i until it stops and plummets 5,000 feet. No one is silly
and enough to go too close to the edge — it could be dangerous.
i
5l -
d The People
:; Most of the people in Paraiso Vistaare literate, but just
v about the only book that is ever read is the Bible, and the
b stories written by some of Paraiso Vista's more eccentric
;: . citizens, the ones who fancy themselves writers or poets.
e Julio Lopez — the mayor and constable both, which means
: he has too much free time on his hands, as nothing really
e, needs fixing — has even managed to sell a few of his poems
u to magazines and has a heroic fantasy tale that is being
.!__. considered by a New York publisher.
. e - . .
A The people of Paraiso Vista are not ignorant. That !
o : : ; ; =
v mistake is too easy to make. They are simply content to live i
e in peace, working in their fields and toying with their qI
y hobbies. Crazy old Piedro Cortez even putters around with £
| | | s
e his truck, the only source of transportation in the town, and
£ the only way in which medical supplies and the like are r
At brought into Paraiso Vista, for that matter. Old Piedro is a
K strange one; he even has a camera, as if there could be any
= - . . [ &
4 need of such a thing in the little town. Piedro has over 400
) rolls of film in his house, and not one of them has ever been
B
a developed. But as soon as Julio’s book is sold, Piedro has
a promised a photo of him for the back cover.
|
= Paraiso Vista literally means “Paradise’s View.” As far
3 as the people of Paraiso Vista are concerned, there is no '
F -
[y need to know anything more. They are in view of the = r
,:: heavens, and all is well with their world. Paraiso Vista is - £
i innocent, with less crime than perhaps any town itssize has - -
P ]
.:“III ever known. :
.:r ."'J"'H'id '.hl-ll. 15 _]Ll:'il:. i HUILEIIL}I]UL—Tll I'L'-lf'i- l']l"ﬂ-"i'l",".":i l(t"pt 1C.

. )
Fy | know of these things; [ know all there is to know
[ | : —y 5 i ;
l;; about Mexico City and about Paraiso Vista. They have
w been shaped by my will and by my will alone they both
i . . _ -
o5 survive. | was there when Huitzilopoctli walked from the
_.' . stormy waters and onto the land. | watched as he conquered
- and ruled the Aztec Nation. | know so much that is hidden
-: from the rest of the World of Darkness. For 1 am

I '] - [ .
I Huitzilopoctli, and I am awake at last. My time has come
'y again.
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Part Two:
L.ay of the Land

Rumnin' through these
Caverns of gold

[§ @ river of death indeed
A old hotel serves as a
Shelter for children

Of the'street

R 1]

— Drivin® and Cryin’, “Honeysuckle Blue”

Mexico City is one of the oldest inhabited sites in all
of North America. The Valle de Anahuac — the Valley of
Mexico — is a plain extending just under 600 square miles,
surrounded by mountains in all directions. The valley rises
aver 7,000 feet above sea level, with the mountains that
sutround it rising anywhere between 10,000 feet to levels as
highas 17,000 feet. For roughly 20,000 vears this valley has
been inhabited by native tribes, originally in smaller groups,
and later in actual towns.

Weather

Mexico City proper is home to over 20,000,000 hu-
mans, with an average of 250 people per square mile. The
population and the geological location in a valley have led
to hideous pollution problems. The average temperature in
Mexico City varies little throughout the year. During the
winter months, the average temperature is 68 degrees
Fahrenheit; the winter months are desperate times for
some, as the heavy air often builds into a thick fog laden
with carbon monoxide and other pollutants. The very old
and the very young suffer more than most from the poison-
ousgases. In the summer the temperature rises to an average
(8degrees Fahrenheit. The humidity in Mexico City varies

=S

R S e T e S

substantially; the dry season runs from November to April,
with only four to ten inches of rain per month. The rainy
season covers the rest of the year, and delivers between 17
and 30 inches of rain per month. Some of the older sections
of the city are briefly flooded on a daily basis during the

rainy season.

Traveling into Mexico City

Over 400 flights come into Mexico City every week
from the U.S. alone. At least a dozen more inbound flights
come from Europe during the same span of time. The
Benito Juarez International Airport handles them all with
little difficulty. Virtually every train that runs through
Mexico stops in Mexico City. The conditions are more
awkward and time consuming this way, but less likely to
catch the attention of the Sabbat’s sentinels. The main
roads into Mexico City are well kept and, like the railroads,
spread in every direction from the nation’s capiral.

(Garou have been known to work in hunting parties
around the roads leading into Mexico City; any Kindred
found entering the city by car or bus is likely to die before
reaching her destination.

b |
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The City Itself

Mexico City is divided into several sub-
sections, though in recent years these
divisions have blurred as the city continues
to grow in size. As with many cities the world
around, the most congested areas are in the
very heart of the city. Many of the districts
were once separate towns or suburbs, but
have now become simply another part of the
whole. Many mergers have occurred during
the last 50 years.

Most of the worst corruption in Mexico City has taken
place in the southern and eastern sections, rhe sections
most heavily influenced by the Underbelly of the Wyrm.
However, the western sections also suffer from the Wyrm's
influence, particularly in Villa Alvaro Obregon, Tlalpan
and Coyoacan.

The North

Santa Maria Ticoman and

Ixtacala

(San-TA Ma-RE-a TEE-co-man: EKS-Ta-Ka-La)

Both of these small towns have been swallowed by
Mexico City. These areas are far less corrupted than most
parts of the city, due in part to the influence of the Celestial
Chorus. Santa Maria Ticoman is best known for the Shrine
of the Virgin of Guadalupe. The Tonantzin — "Our Little
Mother” — was once tolerated by Huitzilopoctli, as goddess
to the Aztecs. But after the Conquistadors came and con-
quered the area, her influence grew almost intolerable.

The original tEIﬂplE to Tonantzin was Litﬂﬁl’l’t}‘:,-’t‘.d hy‘ the
Spaniards, reviled as a pagan symbol and scorned by the
Christians. One of the first converts to Catholicism, a man
named Juan Diego, was the first to see the image now called
the Virgin of Guadalupe. According to legend, she de-
manded that a church be built, directly above the ruins of
Tonantzin's temple. As proof of her intent, the Virgin
caused aspontaneous growth of roses on the barren hillside.
The Virgin appeared five more times, and finally the
church was built.

The Virgin of Guadalupe became the patron saint of
the city, causing sudden healing in the sick, and inspiring
the faith of a people without any true leadership. To the
surviving Aztecs, she was (and still is) the goddess of old. To
the Catholics, she became a sign that they had worked
God's will. To the Celestial Chorus she became a focal
point in the salvation of the people. And to Maria de
Guadalupe, leader of Iteration X in Mexico City, she
became a perfect dispuise for manipulating the masses and
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gleaning information. What actually occurred on Decem-
ber9, 1531 — the date when Juan Diego first saw the vision
— is anyone's guess.

The Shrine of the Virgin of Guadalupe is a powerful
Node, and almost the only one not held by the Technoc-
racy. Like the Latin Cross Cathedral and the Jesuit College,
this spot is considered Holy Ground. The Celestial Chorus
still holds power in this area above all others, despite the
best efforts of the Technomancers. The Faith of the area
seems to repulse much of the Technomancers’ magick,
although Maria has discovered a way around this. As the
city has grown, enveloping the area, some Technomancers
have come to fear that the Chorus will gain in power. At
this point anything is possible.

Two pyramids also rest in this area; both are minor and
have no direct correlation to Huitzilopoctli. And thar is
just as the Celestial Chorus wants it. The Underbelly of the
Wyrm does not lie under this part of the city.

The Technocracy's battle for dominance in this area
takes the form of the National Polytechnics Institure, the
stronghold of Iteration X. The Institute is the least cor-
rupted of all the Technocracy's Nodes in Mexico City.
[teration X tends to stay more in this area than in the main
part of the city.

Northeast

Gustavo A. Madero

(GOO-Sta-Ve Eh Ma-DEH-Rro)

Despite its close proximity to Santa Maria Ticoman,
this area is heavily under the influence of the Wyrm. At
least two passageways into the Underbelly can be found
here. The only area of note within the district is the Lake
of San Juan de Aragon. This lake produces waters that are
surprisingly clear and sweet, and are rumored to remove the
Wyrm's influence from a person, provided that the proper
rituals are performed.

Benito Juarez Internafional
Airport

(Ben-EE-To HU-Ar-ez)

The airport in Mexico City is large enough to accom-
modate over 600 flights per week. The airportis watched by
literally every faction of the supernatural society in the city,
and is guarded by Iteration X. The police on guard here are
all very well trained and prepared to deal with almost any
crisis. Anyone using the airport as a means of entering the
city would do well to be on guard, especially since the police
can and will stop anyone caught carrying firearms.
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[teration X does not realize that the Sabbat has guards

A miniature version of Tenochtitlan floats in the lake,

here as well. The only safe Kindred in the airport are the reflecting the glory of the ancient city. The scale model has o
ones who know the right gestures. Pentex employees are strange effects on observers; for a few, it causes powertul ;
never stopped for any reason, and the amount of money that visions of the past. For most, it evokes a deep feeling of loss, !
p - . - . ; . i R,
Pentex pays to assure this privilege is staggering. Garou while the very image of the ancient city plants the seeds of =
would do well to stay away from the airport; virtually all the the Wyrm’s corruption in others. Several attempts have g
police are trained to shoot first and ask questions later. The been made to destroy the model, only to have the shattered o
Delirium still works on some of the guards, but many of the ruins replaced as if nothing ever occurred. Most of the more .
- e : - : - {
armed personnel have been treated to protect them from sensitive Awakened in Mexico city stay far away from the 1
¥ - &1 " W ™ . 1
the worst etfects of seeing a Garou in Crinos form. powerful icon. &1
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Lake Tezcoco Northwest o
(Tez-KO-KO) G
The warters of Tezcoco run deeper than anyvone could Tlﬂﬁﬂpﬂﬁﬂﬂ h
- Py s " — ¥ ey ! -|
hope to understand. Here is where the first great city of the (Tla-Ne-PANT-La) o
ol
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held domain. Here is the very seat of Pandemonium’s City, and a place of prime interest to Toreador antitribu, Py
POWET. primarily because of the Capitalinos. Los Capitalinos liter- g
Pandemonium rests beneath the ground, growing in ally means “the people who live in the capital.” Tlanepantla !
- - . 1
power and adding to the pollution that the lake endures. is actually a part of the federal state of Mexico that has 1t
The waters are often used by the homeless as a bathing simply been consumed by Mexico City. The area is still 0,
3 S _ 2 : : g o
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influence, the entire lake and the surrounding areas swarm lation. The artists among the Sabbat prefer the area as one e
with Oasis Banes. These secret Banes offer talse security and of the better places to sell their works, both legal and R
then corrupt all but the strongest. The Garou stay far away illegal. Most of the humans in the area are exceedingly |
from this area, as Nexus Crawlers have come from the wealthy in comparison to the rest of the city. Like many of h
water’s deprhs upon occasion. the smaller districts, Tlanepantla is officially under a part L
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of the federal state of Mexico, not actually recognized as a L,
section of Mexico City. LC!
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The Southeast

Ixtacalco

(EEKS-Ta-Kal-Co)

Ixtacalco is a desolate place, filled with the people who
can find no homes or employment. The Wyrm is strong here,
as is the industrialization caused by Pentex. The area is
virtually one enormous Blight in the Umbra, and those that
stay here normally fall to the Wyrm's influence faster than in
other regions. The Sabbat have long chosen this area as prime
feeding ground, and often pick their newest recruits from its
human population.

In many places, large heaps of refuse have become shelter
for people with no hope and too much pride or desperation to
return to their distant villages. Visiting Euthanatos are known
to frequent the area, asare the Samedi; what better place rokill
than in a place where most of the humans have surrendered
themselves to non-existence! Crime in Ixtacalco is rampant,
and a few small clusters have even begun murdering their
weaker neighbors with no real motive, unconsciously working
the will of Huitzilopoctli.

Iztapalapa

(EEZ-Ta-Pal-A-Pa)

Iztapalapa suffers from the pollution and corruption of
Mexico City as few of the other districts do. The entire area is
grossly overpopulated and generally ignored by the humans in
charge. The Reclusorio Oriente Penetentiary is the only true
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claim to fame in this area, and holds several times the number
of prisoners it was designed to contain.

While many of the prisoners are guilty of heinous crimes,
there are also a good number of political prisoners and people
arrested on a whim. For the right price, anyone will be
incarcerated and locked away in the prison, regardless of any
wrongdoing. The Bone Gnawers often speak of Garou who
have been captured and vivisectioned in the Reclusorio. One
story, a tale told of a Get of Fenris pup, is known truth. The
Bone Gnawers have learned from the mistakes of others and
do their best to avoid being seen by the wrong people. Sadly,
the persecutors of Gaia's Chosen are everywhere in the city.
Given a choice, most Garou would prefer the Underbelly to
the tortures reputed to exist in [ztapalapa.

The West

Zona Rosa

(ZO-Na RRO-Za)

ZonaRosa is the very height of extravagance in Mexico
City, adistrict of elegant restaurants, numerous art galleries
and fine restaurants. Since the time of the Mexican Revo-
lution, the street has catered to wealthy visitors from all
nations. Many of the shops are owned and operated by
people from other countries. France, Great Britain, Swit-
zerland and Italy are all well represented in the shops, as is
the United States.

The Zona Rosa District is safe from trouble during
most times, but during the Days of the Dead, anything goes.
Most of the shops are only open until 6:00 PM or so, though
there are a few exceptions.
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LOCATION KEY

1. The Shrine of the .
Virgin of Guadeloupe
2. National Poly-
technics Institute

3. Tlatelolco

4.Zona Hosa e

5. Chapultepac Park C
"

6. Monumento a los
Ninos Heroes
7. The Castillo

8. Olympic Sports i
Center '
9. El Toreo Bull Ring )
Wi e : i
. Benitoduarez “ =Ml 10. Department of :
» - Int Airport: - M Defense B,
Pl S L 11. National School of '
Music
12. Presidential A
Residence
13. Museum of Natural
History
14. National Medical
Center
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Villa Alvaro Obregon
(VEE-Ya Al-Va-RRo O-Bre-Gon),

The Villa Alvaro Obregon and the districts that sur-
round it comprise one of the major spots of political activity
in Mexico City, primarily because they are so well known
to tourists. The Chapultepec Forest Park is in this area, and
is a central location for most of the museums in Mexico

City.

Chapultepec Park

(Chop-OOL-Tep-Ek)

Chapultepec Park covers 260 square miles near the
heart of Mexico City. The vast majority of the park is
officially open to the public during daylight hours and
unofficially open well into the night. As with most of the
city, walking here after the sun has set is a good way to meet
with the city’s predators, human and supernatural alike.

Monumento a los Ninos Heroes
= The Monument to the Young

Heroes

The Monument is constructed of white marble pillars
topped by bronze eagles, and is the official entry point into
Chapultepec. Due to increased tourism revenue, the Sabbat
have agreed not to cause any harm to visitors around the
main entrance. Once past the Monument, however, every-
one is fair game. A few of the Camarilla Kindred have come
here in the past to discuss business with the Sabbat’s
leaders. Most had the sense to stay at the park’s entrance
and then leave the city as quickly as they could. The foolish
ones entered the park proper and were never seen again.

32 The Chaos Factor

Wit
1.4, A dozen strong
S ough the Inquist

ft
] of North America lay

iIding to the right
the dried lake hed w
£ § or better; this
thful, but theb
the local Inqu isitio
of each other;
s on the vamp
hem. For gach

hedral, one of the largest Catholic buildings o8
thedral,

Eaith guards
. : f ermanent TTue ;
Qi 1513;:3; fhis {andmark; one Of therm,

fMotolina’s pastot crue affiliations.
- the Inquisition.

dral, are the secrets held by the Ing e

e e mnc&ale:d in the hardene

have seen them forced deeper

held the land at bay. |
as they 3

3
A

but the years
here 1 ezcoCO ONCE

has allowed them tO survive as long

% . »bunters isoften found
El}ﬂf D{ 5“‘3:‘ iﬂ;f E;T: r:;lained urlsuccessful- |
9 ould recognize Technnm:‘mr;ers% 4
inda Galbraith, the Cardtzal ;5 :
illed, another arrives to rake

few Inquisitors W
ires instead. Mel
hunter she has k

The Castillo
(Kas-TEE-Yo)

Overlooking the main entrance to the park, the Castillo
(castle) was built in 1784 under the orders of Bernando de
Galvez, Viceroy of the area, for use by the Viceroys as the
leaders of Mexico City. Financial difficulties kept the
Castillo uninhabited from the beginning. Uninhabited by
humans, that is...

For 100 years the Castillo was used as a Haven for
visiting Sabbat Kindred, a practice that came to an end as
soon as the Technocracy became aware of it. In 1841,
[teration X had the castle converted into a military acad-
emy. The defense of the academy and, coincidentally the
defense of Iteration X, led to the deaths of six cadets during
the Mexican-American War. The Monument of the Young
Heroes honors their sacrifice. Despite its history, including
a brief stint as the official seat of power for Mexico, the
Castillo is now of little importance to the supernaturals.
These days it is a historical museum.

A zoo and botanical garden in the area, as well as an
amusement park, have ensured that there is something for
everyone who comes to visit Mexico City. Throughout the
daylight hours, and often far into the night, peddlers walk
through slow moving traffic selling plastic toys, food, and
handmade clothing. Street musicians are a regular item in the
area, and natives from the Otomi and Mazahua Indian tribes
often come into the town to sell their wares. The natives also
bring information back to their homes, information used by
the Uktena Garou to keep abreast of the situation in Mexico
City.

Most of Mexico City's wealthy live in this region, sur-
rounding their houses with tall stone walls in an attempt to
keep their privacy. The families that live in the area often do
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their shopping in the United States, and send their children
wattend universities in the UL.S. as well. Most have long since
moved their money into American banks, fearing the steady
decline of the Mexican peso’s value. The privileged are as far
removed from the rest of Mexico City as their money will
permit.

The Mexican Olympic Sports Center is also located in
the area, along with the El Toreo Bull Ring, the largest and
most popular site for bullfights in the city. Several military
bases are sequestered nearby, and the Department of Defense
for Mexico sits within a stone’s throw of the National School
of Music. Los Pinos — the Presidential Residence, the Mu-
seurn of Natural History, and the National Medical Center are

L_J ""

all locared in the area as well. While not ;iL'[HH”‘,{ d part of
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Chapultepec Park, most of the important government build-
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of the city.

The University of Mexico, the true home of the Tech-
nocracy in the city, is also present. This section is as much a
ourist trap as Washington D.C.’s finer areas. Most of the

BT e 4 1y

Technocracy'’s operations run in this area, and the Sabbat
leaders hold their meetings here. The Underbelly of the Wyrm
completely covers the ground beneath Villa Alvaro Obregon.
Almost any decision that must be made for any faction of the
humans is made here. The same can be said about the
Awakened and the Kindred. Here, more than anywhere else
in the city, political back-stabbing is an art form. No one who
enters the area is safe from tight scrutiny by all factions.

)
The Zocalo

(Z20-Ka-Lo)

The very heart of Mexico City is called the Zocalo.
The people of Mexico believe that the greatest archaeo-

logical find of all time rests here: the Great Temple of
Tenochrtitlan. Over 6,000 artifacts ;}[‘u_] several buildings
were found and excavated in 1978. Among them is a relief
of Coyolxauhqui (one of the goddesses destroyed by
| Huitzilopoctli) and the Tzompantli an altar made of
stone sku

ls. Many tributes from other tribes long believed
destroyed by the Europeans and the Aztecs alike were found
hereas well. While all of the artifacts are real, the buildings are
duplicates created by the Sepulchre and their followers in the
Underbelly of the Wyrm (see the description below).
Among the numerous relics are several fetishes and items

otpower, all held in secure cases and watched diligently by the

Technocracy's forces. The Great Stone of Coyolxauhqui,
along with the smaller one found by during the excavation,
have both been preserved and held in museums, much to
Huitzilopoctli's displeasure. Some believe the Great Stone
and its smaller counterpart hold substantial power, but none
know how to use them. Coyolxauhqui was the Aztec name for
Luna, and the Bone Gnawers believe that the monolithic
stones hold the key to destroying the Wyrm's intluence in
Mexico City. No one can say for certain. Whatever the stones’
purpose, Huitzilopoctli does not like them.
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Near the site of the excavations, the Museum for the
Beheaded was built to house the treasures found during the
digs. The museum is dedicated to every aspect of Aztec
mythology and history, from the first days before Huitzilopoctli’s
appearance to the final days when Cortes arrived.

Other prominent buildings in the area include the Na-
tional Palace, the official home of the President of Mexico; the
museumn of Mexico City; the Hospital de Jesus Nazareno, built
on the very spot where Cortes first met with Motecuzoma, and
the final resting place of Cortes; the Ministry of Educationand
the Jesuit College of San Ildefonso. The Sabbat watch over the
Jesuit College very carefully, wrongly believing that the Soci-
ety of Leopold uses the building for a stronghold. The powers
of Faith invested in the Holy Ground prevent them from
discovering the truth.

The National Oniversity

The majority of the Universidad Nacional Autonoma de
Mexico's buildings were built specifically to hold the massive
school from 1930 -1955. The university is almost a separate
city in itself, with over 100 buildings ranging from the 10-story
Library to the 15-story Chancellery Building. Private grocery
stores and bars that cater almost exclusively to the 300,000
students and teachers cover the grounds, existing between the
lareer building of advanced learning.

The Institute of Cosmic Ray Research is the primary
meeting place for Technocracy symposiums in Mexico Clitry.
With the exception of lteration X, all of the Technocracy’s
forces in Mexico hold their seats of power in the University
City. The Umbrahere isastrange blend of Weaverand Wyrm,
seen by the Technocracy as a sterile environment in which to
perform their experiments. Visiting Members of the Technoc-
racy would be appalled at the twisted working conditions
within the Constructs of the Mexican Technomancers, if they
were permitted to see them.

Many of the poorer citizens have been forced from their
homes to make way for new buildings as the University
expands. Growth here has been cancerous; the university was
originally designed to hold only 26,000 students, and now
holds 12 times that number. To the Technocracy’s way of
thinking, no harm is done, as long as more of the Sleepers are
Awakened to the proper ways of thinking.

Despite the best efforts of the Mexican government, the
homeless and hopeless are often drawn to the area. All
attempts to drive them away and to keep the area clean and
pristine have failed. Among these homeless drifters, the Bone
Gnawers of the Sweet Water Sept listen and learn as much as
they can of the Sabbat and the Technocracy.

The Chaos Factor
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Outside the City

Xochimilco

(20-Kee-Nil-KO)

Xochimilco is best known for its floating gardens and
canals. Xochimilco is not truly a part of Mexico City, and is
almost untouched by the Wyrm. One area in Xochimilco isa
Glade, an uncorrupted place. The local Balam, or were-
jaguars, keep it that way.

Many Garou have noted sadly that the area is ripe for a
caern, but no one dares to open one for fear of the Balam or the
mages. In 1890, a large pack of Get of Fenris decided that
enough was enough and artempted to create a caern in the
area. No one is certain what happened to them, but they were
never seen again. The Balam claim never to have seen the
Cret.

The Balam will not get involved in the war fordominance
in Mexico City, and are seldom seen outside of Xochimilco.
The Balam hold domain in the area and, despite the best
attempts of the Sepulcher, few fomori or Banes have survived
the area for long.

Teotihuacan
(TE-O-Tee-Who-Ah-Khan)

Teotihuacdn is actually to the north of modemn day
Mexico City, but deserves brief mention because of the
excavated Aztec temples and pyramids preserved for all to see.
These excavations are not a part of the Underbelly and do not
radiate with Huitzilopoctli's influence. Here, not more thana
day’s travel from Mexico City, the Dreamspeaker mages and
the Uktena Garou still hold their regular meetings.

Here as nowhere else, the beautiful aspects of the Aztec
Empire can still be seen and appreciated. In Teotihuacdn, the
past is remembered not for the savagery of conquest and the
devastation caused [‘11:.' a ruthless army, but for the peace that
Quetzalcoatl tried to achieve before going on his journey. The
Dreamspeakers and Uktena seldom frequent Mexico City,
normally only coming into the nest of Wyrms when the time
for the Rites of the Dead have come around again.

Popocatepetl
(PO-PO-Ka-Teh-Petl)

Smoking Mountain and

Iztaccihuatl

(EEZ-Tok-KEE-WHQO-Atl) — White Lady

The two volcanoes that stand near Mexico City have
remained dormant since 1802. Most people in Mexico City
expect them to stay that way. A few of the Awakened have
suspicions that the Smoking Mountain is a haven for the
Marauders, but no one has bothered to confirm the suspi-
cion. The lack of interest may yet prove a fatal mistake. The
Balam often pay visits to the White Lady, but refuse to
discuss their reasons.
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Beneath the City:
The Onderbelly of the Wyrm
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You mive me reason

You give me control

| gave you purity

My purity you stole

— Nine Inch Nails, “Sin”

The ground beneath the group’s feet was
sticky in some places; in others it was slick

enough to make them slide into each other. The

tunnel curved sinuously around bends that hid
everything ahead of them from view. Nothing could have hidden
the smell — the air was thick with the stench of death. Each
searcher imagined what lay ahead in the darkness: Grimm
thought of his parents’ bodies putrefving in the living room,
waiting with bloated smiles and jellied eves, just as he’d found
them when he returned from his summer camp so long ago. He
tried to stop the images, but they forced themselves across his
mind's eye, showing him dried black blood on his father's hands,
and the maggots that crawled from his mother’s left ear
Beside him, one of the Garou snarled deep in her throat, a
faint nervous rumble that sounded too much like Grrimim's oun

false bravado. They rounded the last bend, and the darkness
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opened up to them, revealing all the secrets of hell and a few more
sights they never expected.

The Underbelly is perhaps one the most corrupt places
on Earth. The residual sewage from centuries of Shaitan’s
domination and unspeakable human misery has collected
in the ruins of old Mexico, deep beneath the modern city’s
streets. T his degraded manifestation has summoned a horde
of the foulest Awakened imaginable. The result is a combi-
nation Black Spiral Dancer hive, Nephandi Labyrinth and
Nosteratu antitribu warren.

The dark Awakened have banded together into a
collective under the leadership of the Sepulchre. By all
reason, this grotesque amalgam should not work. Unfortu-
nately, the Sepulchre and Underbelly of the Wyrm not
only work, they prosper.

Caern: The understructure of Mexico City and the
true ruins of Tenochtitlan and Tlatelolco.

Level: 5

Gauntlet: 2

Type: Organism/Angst

Tribal Structure: Unique
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'f Totem: The Hydra— The Underbelly of the Wyrm  all goodness has been converted to a like amount of evil.
k' accepts and embraces all forms of the Wyrm. The Black Spirals have a similar way of converting their
1'5 Geography: The Underbelly of the Wyrm is located captives — the madness-inducing Black H}_‘t't['a-i[. The Un-
3 below Mexico City, and below the false ruinsof Tenochtitlan derbelly has adirect route, a calumn, to Malfeas, the Realm
i, and Tlatelolco. False ruins have been created and main- of the Wyrm. In Malfeas, the Black Spiral awaits. Captured
.';_-: tained by the Nephandi mages with whom the Black Spiral Garou are often forced to dance the Spiral until they too
:.; [ancers consort. become the mad werewolves named in the Spiral’s honor.
f Bawn: The makeup of the Underbelly is the false ruins The Warren of the Nosferatu is not in the Pandemo-
E: of Tlatelolco and Tenochtitlan., Anything not of the nium, but many explore the organic lump ro “play” around
;E ; Wyrm that comes below this point will be destroyed by the the Caul. Aside from a darkening of their warty hides, the
- powers of the Sepulchre. Nosteratu that try Dancing the Spiral or being Rejuvenated
I;i' Center: The center of the caern lies in the true in the Caul seem no worse for wear.

" pyramid of Huitzilopoctli. The enormous numbers of sacri- A substantial colony of Vhujunka coexists with the
I-. fices made here in the past have generated a powerful focal other horrors of the Sepulchre. There have been battles
b point for the Wyrm. The entire Hive has been moved by between them in the past, but those times are over for now.
Ay powerful Rites and by the magick of the Nephandi — the The city of these strange creatures exists both in the Umbra
.: Hive is actually 5, 000 feet below the deepest sections of the and the material world.

iy false Tenochtitlan. Umbrascape/Horizon Realm: It just doesn’t ger any
..'1. Landmarks: The whole of the Wyrm’s Underbelly is a worse. The Umbrascape seethes with Banes of all types,
- gigantic landmark, provided a person can ever find ir. thriving on the toxic waste and misery from above. The
::*F However, at the very center of the largest pyramid, a wetly area is pitch black, illuminated only by sickly green lichen
"L::- glistening black entity grows; its body pulses and moves, a that rise to heights of 300 feet, and deep pools of Wyrmseed
_: cancerous growth that began expanding at an accelerated boil in what was once a part of Lake Tezcoco. Malignant
'. rate in recent years. This polypous mass is called the things move in those waters, some flopping about, and
"1 Pandemonium. others moving with unsettling grace; no one who is not of
b the Wyrm has seen them clearly and lived. Among the

The Nephandi Caul, the place of “rebirth,” resides
within the Pandemonium. Thisliving entity filtersa mage's
Awvatar through its corruption, “flipping” the Avatar until

obscenities are guardians of the NL‘.phundi, creatures ﬂﬂh’
partially created by them. Aquatic forms of thunderwyrms,
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Wakshaa and H'rugg are among them as well. The ex-
remely toxic environment of the Umbrascape has no
apparent affect on the Nephandi.

Nodes: The Black Spiral Dancers allow the mages to
use their Hive as a Node in return for favors. Additionally,
the Labyrinth has found that the pools surrounding the
Pandemonium, where their pet monstrosities exist, con-
tain enormous amounts of Tass. The supply is seemingly
limitless, but the writhing forms that move beneath the
_EL“.-x-.-'m_s: waters take ereat offense if more than 20 points of
Tass are removed in a day.

The bloated things that slither through the brackish
water are often visited by the Nosferatu; the antitribu
Kindred have taken to gorging themselves on the blood of
the homeless, often killing their victims in the process, and
then spilling generous amounts of their own Vitae into the
murky luminescence of the waters. Whatever lives in the
depths has been growing substantially since this practice
was begun. Ten of the pyramids located in the Underbelly
also work as Nodes; these have been linked directly to the
Caul inside Huitzilopoctli's pyramid and draw together the
life-force of the wretched millions living above. The Caul
of the Nephandi and the Black Spiral occupy the same
space in both the Umbra and the material world.

History: The great Underbelly was built during the
late 15005 and has been growing at a cancerous rate ever
since. The Sabbat drove all Garou from their city during
the last 20 years of the 15th century, forcing the Black
Spiral Dancers underground. Technocracy forces never
noticed any signs of the Nephandi in the City, and would
surely have destroved them on sight. The Nephandi, like
the Black Spiral Dancers, had been there all along, but it
was not until the Wyrm's Garou were driven beneath the
ground that they came to see each other as porential allies.
Eversince the Underbelly’s minions joined forces some 473
years ago, the influence of these beings has intensified.
Over the centuries they have come to live in a unique
harmony, adding Nosferatu antitribu and the Malfean wraiths
totheirnumbers and allying themselves with the Vhujunka.

These rejects from the surface world share a special
camaraderie, an unsettling companionship that is closer to
family than most of the supernaturals could hope to under-
stand. Above, they are rivals in their way, but in the
Underbelly, all are accepted as equals. The hopes and
desires of the Underbelly’s minions are expressed openly,
and all work rtogether to ensure that all are content.

When mortals planned in the late 1970s to expand the
sewers above the Underbelly to new deprhs, the Nephandi
and the Black Spiral Dancers joined together to Co-Locate
the entire infrastructure 5000 feet lower than it originally
was. The Nephandi’s magick was powertul, and the Gnosis
freely given by the Dancers assured their success. Several of
the minions died in the successful artempt, but they have
since been replaced. The Pandemonium is still in the First

Season, the Spring of its existence. The Wraiths of the
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Underbelly see their living counterparts as equals only
because both parties serve the Wyrm. Should any grow
weak or hesitant, the wraiths descend on them viciously,
delivering them to their final reward.

Politics: The Hive, Labyrinth and Warren have merged
as time has passed. A few of the most corrupt individuals
work together, joining the Awakened, Garou and Kindred
in a community that simply should not work, but does just
the same. The temperament of the various groups is ex-
tremely violent, yet they work rogether well — too well,

some would say, tor the alliance to be L'ﬂ[up]fiul}' natural.
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The most powerful members of each subsection of the
Underbelly meet once a month to discuss maintenance and
expansion of the already substantial Labyrinth/Hive/War-
ren. | hey almost always come up with something new and
deadly to use against their mutual enemies, and they almost
never argue amongst themselves. The leaders of the entire
affair are referred ro as the Sepulchre. Over the centuries
they have become trusted allies, if not friends, to one
another. As time has passed, they have come to know each
other as fellow soldiers in the battle for corruption.

And all that occurs in the Pandemonium, the Under-
belly of the Wyrm, follows the plans of Huitzilopoctli.

Beyond the City:
Paraiso Vista & the Dragon’s Lair

Of the good in you I can speak, but not of
the evil.

For what is evil but good tortured by its oun
hunger and thirst?

Verily when good is hungry it seeks food
e I darle coues ¢ d 'h‘ 1 il'lalll'{
even in dark caves, and when it thirsts it drinks

—_i_—-ll-—_- — = " = -

even from dead waters.

— Kahlil Gibran, The Prophet

Some 80 miles north of Mexico City,
Paraiso Vista rests in idyllic seclusion. There is little to see,
save for farm houses and a few larger houses used by the
town for communal meetings and as the mayor's offices. A
long dirt road leads away from Paraiso Vista, down towards
the areas where the rest of the world slowly rots in the
Wyrm's corruption.

The town issituated on asheer cliff, one that plummets
downward into the valley below on the south side of the
mountain. Towards the north a small stream, Diaz Tears,
runs past the town, filling the small lake with fresh warer.
On both the eastern and western slopes, blocked off by the
mountain and sturdy wooden fences, pastures and crop
fields grow in harmony.

[n the mountain’s face, to the north of town where the
river runs, an oddly shaped hillock is all that can be seen of
Huitzilopoctli’s Haven. The Haven was carved into the
mountain over 500 years ago, and since then the one
entrance has been completely covered by dirt and foliage.
Beneath the grass and plant life, a massive stone head
shaped much like a dragon from distant Eastern legends —
lies hidden from human eyes. No vampiric Discipline or
Garou Gift has ever detected the area, and none of the
Awakened are familiar with the power that rests benearh a
few hundred feet of ground. Huitzilopoctli’s power is sub-
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stantial, and no one has reason to believe the god of war has
ever been near the town of Paraiso Vista.

But he has, and he has made the town his own. The
eround is soft, and the stream that runs down from the
mountain hides the mourh of the Dragon’s Lair. Behind the
stream a small doorway is hidden by the granite rocks
carefully placed before the entrance. This barrier is the only
physical entrance into Huitzilopoctli’s Haven. No one has
opened the entrance since the Aztec war god sealed himself
there over 300 years ago.

Three chambers exist bevond the barrier that hides the
lair. The first is filled with the bodies of Huitzilopoctli’s
victims, four of his own Get consumed over the years. They
were all guilty of showing compassion, and were destroyed
for it. Aside from the powdery remains, there is nothing to
see save the stone door that leads into Huirzilopoctli’s
Antechamber.

In the Antechamber, a corroded bronze statue rests
against one wall. This statue resembles a human face,
distorted by anger and sporting a mouth filled with silver
teeth. The mouth contains four hearts, all amazingly well
preserved; the hearts of Huitzilopoctli’'s compassionate
Childer.

It the last room, a stone altar fully 15 feet in length and

seven feet in height takes almost all of the room available.

There is also room for a small pool of water that trickles

down to flow into a dark crack in the ground. From there,
it runs beneath the ground to rejoin Diaz Tears. The water
is tinged red from the blood thar Huitzilopoctli has shared
with Paraiso Vista over the centuries. The Alrar holds
exactly three items: two large iron daggers forged long
before Babylon fell, and the conscious form of Huitzilopoctli.
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That was the souls’ strange mine.

Like silent silver ore they wandered

Through its dark like veins.

Rainer Maria Rilke, “Orpheus, Eurydice, Hermes"”

Mexico City is filled to bursting with
strange threats and helpful Awakened. The
characters in this chapter are merely a small
sample of the dozens of supernaturals dark-
ening Mexico City’s haunted streets. Space
prohibits a full and detailed listing of all

denizens of the city, but Storytellers should

feel free to make up or change whatever

characters they wish to appear.

Many of these supernaturals may have objects of power
— Talismans, Fetishes and such. Many of the objects
described in these listings have some significance to the
“Chaos Factor” storyline. Minor objects are not listed. For
simplicity, Storytellers are advised toavoid burdening their
characters (and themselves) with endless lists of “treasure
types.” Instead, use discretion and treat such items as plot
devices. If your players need a Talisman or two to ensure
their survival, give them one in the hands of an opponent
— one they can overcome if they use their wits.

NN T i P
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New lerms
Some Mage players will be unfamiliar with Vampire
and Werewolf game terminology. The following explana-
tions will save a Storyteller endless headaches. Veteran
White Wolf Storytellers may ignore this section. For more
details, see Appendix Two.

Vampire

Sire: The vampire who Embraced this characrer.

Generation: The relative power of a vampire, based on
the purity of lineage to Caine, the original Kindred.

Embrace: The ecstasy/agony of dying and becoming
reborn as a vampire. The date given is the date of the
character’s rebirth.

Virtues: Attributes measuring a Kindred’s general
strength of character. Sabbat have different “values” than
Camarilla vampires, as they embrace their inhumanity

while the Camerilla seek to retain theirs.

R
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4 Disciplines: The semi-magickal powers of the vam- Rage: The primal fury of the Garou; like Quintes-
. P - P 2 P \

i pire. These powersdonotinvoke Paradox, butallow Kindred sence, this Rage may be used for a character’s benefit —
5 some degree of paranormal ability within set parameters. fueling extra actions or changing shape. The more Rage a
3 . : . ; :

: For details, see Vampire: The Masquerade. werewolf has, the worse his temper is. ..

i R ; ;i : ] r =

e Haven: The vampire’s safe resting place. Gnosis: The innate connection of a werewolf to the
'-,: Humanity: A measure of the Kindred’s remaining ties elemental spirit of the Earth. Similar to a mape’s Arete,
I, to humanity. Sabbat vampires do not have this problem. Gnosis allows the Garou to utilize her Gifts.

! W I Rites: Rituals of the Garou; some serve a social pur-
i : : & i

: Crewo pose, while others harness a complicated sort of ritual
II - - - . -

o Breed: The original species to which the Garou once magick.

- “belonged.” Homids were raised among normal humans;

;;" Lupus ran with the wolves, literally. Metis Garou are sterile I Oorm a—[-

I and deformed offspring of inter-werewolf mating — a , .

h it ; & This chapter presents the characters of the upper and
. torbidden practice among most Garou. T 4 . :

i At e n G : L lower worlds of Mexico City. The relationships between
4 ; : A werwolt's ™ -51gN. e - : -

: o 'JEl-F"«‘:lﬂ s f} 2 Tluunhblhﬂ ¢ ;rml Sl E:i = the various characters can be seen in the charts given
(w1 eS| b ) ¥ : . . . .
= B g L L o L e e within each section. Mage characters are given first, follwed
o which they were born. N bes. vamsites. and oridl sisaithe T las
2 it That " 1 | o y werewolves, vampires, and optional wraiths. These last
-4 EEDES ks RO TEIRCS CaChy PEACHICE A Particuiar are intended for role-playing only. Statistics for wraiths are
¥ 1 ; '.. rn -9 x 3 1 r -

X mindset a_nd culture. YDL.I CEL["[_[LH a fair amount about a ¢ given here.

i werewolf if you know which tribe he belongs to. _ : : .

o _ ; -3 >, _ The supernaturals remain largely ignorant of the other
;11 | Gifts: Like Dls':'Ph”ﬂﬁz_ these spirit-magick powers beings. Few Kindred know, or care, about the Ascension
¥ ?d“ief’ Fa}:adﬂxﬁb?mnly alc;hle%*c certainfixedeffects. The  war, A mage is a mage is a mage. Likewise, most mages
Hy evels of these Gifts are given in parentheses. know nothing of the divisions between Sabbat and
I‘- " = fo o - . . o . "% 5 . -

g . Rankfl“h? measure of status that a given werewolf has Camarilla, or Bone Gnawer and Black Spiral. This igno-
y within her society. rance leaves blind spots that knowledgeable characters can
i P L
L exploit if need be.
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The Awakened of Mexico City:

These stand for me

Name your god and bleed the freak

| like to see

How you all would bleed for me

— Alice In Chains, “Bleed The Freak”

The Awakened of Mexico City suffer
from corruptive influences beyond their con-
trol. Most of the Technocracy's leaders do

The Technocracy

Beauty is but a vain and doubtful good,

A shining gloss that vadeth suddenly,

A flower that dies when first it gins to bud,

A orittle glass that's broken presently:
A doubtful good, a gloss, a glass, a flower,
Lost, vaded, broken, dead within an hour.

el

I.l-: not act as they would if they lived in any — Shakespeare, Passionate Pilgrim #13

i other part of the world. All of the Technomancers suffer ; The Technocracy owns Mexico City — there are 19
'. from levels of paranoia and anger that have blinded them Technomancers working around the city — but the local
i to their own faults, while simultaneously making them see mages have been so corrupted by Huitzilopoctli that their
'i '. the faults of their counterparts with perfect clarity. They do WOrst Frai_ts lie ‘31“5‘3 to the surface, muddling E}‘fir vision
o not know whom to trust, and so they trust no one. If not for and tainting their purposes. They are a potent force none-
) the problems they face in dealing with each other, Mexico theless — they can assemble a formidable army if need be
: City would be a perfect example of the Technocracy's by calling upon outside comrades. Though the laziness and
.I goals. As it stands, there are too many leaders and not greed of the Mexican Technocrats is well-known, the true
" enough followers. extent and nature of their corruption remains a secret to all
'i- within and without the Technocracy.

i:_l
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Montego Diaz = Queztalcoatl

Nature: Judge

Demeanor: Director

Essence: Pattern

Convention: New World Order

Physical: Strength 2, Dexterity 2, Stamina 3

Social: Charisma 5, Manipulation 4, Appearance 3

Mental: Perception 4, Intelligence 5, Wits 5

Talents: Alertness 3, Athletics 3, Awareness 4, Ex-
ptession 4, Intuition 3, Intimidation 1

Skills: Etiquette 4, Leadership 5, Meditation 4, Re-
search 5, Survival 3, Computer 5

Knowledges: Cosmology 2, Enigmas 4, Investigation
3, Linguistics 4, Medicine 5, Occult 5, Science 5

Spheres: Correspondence 4, Forces 5, Life 4, Mind 4,
Matter 4, Prime 3, Spirit 4

Backgrounds: Resources 5, Library 5, Destiny 4,
Influence 5, Avatar 4, Node 5

Arete 8, Willpower 7, Quintessence 14, Paradox 5

Background: I have long since learned the errors of
my ways. [ believed once that the only way to Ascension
was to be at one with Gaia. | know better now. The only
way to Ascension is to ensure that everyone follows the
Technocracy. There is so much that technology can give,
somuch more than we could ever learn from dreams. [ came
home to Mexico to tell my followers that there was only one
way for them to live, but they had found a new being to call
agod, a being that they made blood sacrifices to, a being
that they murdered thousands for. They had to be taught a
lesson: no one escapes from their destiny, no one escapes
from Ascension. Mexico will be enlightened, even if so
many have to suffer and die for the few who can Awaken.

e A e T R S e o e e R R e T S e TR
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Image: Diaz looks to be in his late 40's. He has short
black hair and dark brown skin. His eyes are haunted by too
many years of seeing his people suffer while he tries to make :
their lives better. Normally, he can be found wearing a dark
blue suit and carrying a briefcase. He is never without
several Men in Black at his side.

Roleplaying Notes: You are old and tired, but your
beliefs are strong. You have been a principal mover in the
shaping of Mexico City, and you plan to make certain that -
it stays that way. You have immense dossiers on the Kin-
dred, and you work to ensure that they keep their place
without causing too much harm to the unAwakened. The
Black Spiral Dancers must be destroyed, and they would be,
if only you knew where they were hiding. Somewhere along
the way, you've come to think of yourself as the real
Quetzalcoatl, forgetting that you merely inhabit his body.
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Maria de Guadalupe :

Nature: Architect

= r

o

Demeanor: Critic

L
L

Essence: (Questing
Convention: [teration X
Physical: Strength 3, Dexterity 4, Stamina 2

L" '-'—.i- .’. = =

Social: Charisma 3, Manipulation 3, Appearance 5

=i o

Mental: Perception 5, Intelligence 3, Wits 3

-

Talents: Alertness 3, Awareness 4, Intuition 4, Sub-
terfuge 4 ;
Skills: Etiquette 5, Firearms 3, Meditation 3, Re- ¢
search 5, Survival 5

L=y

Knowledges: Cosmology 3, Enigmas 2, Medicine 4, :'u
Science 5 -
Spheres: Correspondence 5, Forces 4, Life 3, Mind 4, o]
Matter 3, Prime 3
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& Backgrounds: Allies 5, Avatar 3, Chantry 3, Library 4

Ly ; . -

" Arete 6, Willpower 9, Quintessence 15, Paradox 2 Robert Lawson

! Background: Have you looked at the world beyond Nature: Architect

) the daylight? There are creatures out there that should not Demesnor: Director

I?:' be tolerated, that cannot be allowed to exist. | refuse to Bicencar:Pattern

e rﬂnlemtu the vampires. My HFT Marks are ready, and per- Gonvention: Sradicdte

G fectly able to remove the thrice-cursed creatures. Already ¢ _ g

s . E ; Physical: Strength 4, Dexterity 3, Stamina 3

_ the remains of 17 bloodsuckers are being processed, cata- Sl Ol it = e ey :
L logued and dissected. We estimate that there are some 30 oy AL i el s i s Ll Sy
i i g ; als 2 . . : - g

L left in the rown, but they will be removed. The plans for Mental: Perception 5, Intelligence 4, Wits 3

- industrialization in the Mexico Valley continue, and the Talents: Alertness4, Athletics Z, Awareness 4, Brawl 5,
'F;" eventual reduction in belief in a false god continues apace. Dodge 4, Expression 4, Intuition 5, Intimidation 5

I Soon, the appalling crime rate will be taken care of, but first Knowledges: Etiquette 3, Firearms 5, Leadership 5,
'y arrangements must be made with the Syndicate. Survival 5

]

7] It was much easier to convince the populace that [ was Skills: Cosmology 4, Enigmas 4, Investigation 3,
X POP gy g g

A a messenger of God than it has been to convince them that Linguistics 5, Medicine 5, Occult 5, Science 4
L God is dead. | have seen the errors that | made in my youth. Spheres: Correspondence 3, Forces 3, Life 4, Mind 3,
L Why can't the people of Mexico City see the errors that Matter 2, Prime 2, Spirit 4

I wT T v =% s :? 1 -
- they have made! Backgrounds: Resources 5, Library 4, Influence 5,
p Image: Maria de Guadalupe isa beautiful woman. Her Avarar 2. Node 5

1.* 1 e =1 d-1 . i ] e i = T "ok o - " L]

; h‘,”r 5 FL”TE her f]g;rlfl' "}Firfe‘:[' and };ET face tﬂ study Arete 6, Willpower 7, Quintessence 17, Paradox: 3
] I grace an auty. ) 15 15 secondary to an :

e Uhf? I_Lf_ ‘ {:idk t‘-'i F ; Ith ae;u ; ly “‘ft o !i:f Background: Let's have an understanding. I rule this
B LA lLbJ"_“'t e ﬁr_{ b e el Sl el o EC_“UH‘ 3 city. | am this city. To hell with what all of the others say;
0 long as things continue to fall short of her expectations, she this city is under control. Sure, the pollution is heavy; sure
."’ will always be less than what she appears. } R NG e g he Sl gl L
, ’ 5 | the population is too big. So who cares! The Sleepers work,
El person with an attitude: attitudes lead to disorder. bpeak uses that so few can see. Where do you think all of the
*AX o Fo¥s rooF = . = I = L V] a0 5 & 3
- clearly and concisely; do not make gestures. You have material for the Constructs comes from? Do vou think it
s strong opinions, but they do not have a place right now.  r5ws on trees? Hell no! It grows on bones, baby, it grows
L1 : Ao Fi 5 - ‘ : . ) .

I The tume has come to remove the rubbish that lines the 1, hyman bones. Research and Development, that's the
"y streets of the city, especially the human rubbish. If subor- secret to a good company. R&D needs guinea pigs, and |
' 1 = =3 7 — = - i J , — :
5 dinates talk back to you, crisply remind them that the provide them. You watch and you wait, soon enough you'll
I i f- =] i 7 i 3 i [ a

sl streets are filled with IJED'F‘JIL too stupid to mind their see what's going down. I got big plans, and they’re just about
. tongues, as are the cemeteries. sab Attt werdd i daa

b : ]
H Image: Home town scum does well. Robert Lawson is
» a nasty-looking punk in clothes thar cost more than most
[ ] 5 4 " ¥ - i X
of the people in Mexico City make in a year. His hair is
":"' always pErfEr:t ly gmm‘[led and his teeth have been u_':appfd
a to make them pearly white. No one who knows Lawson
=l ; f : . !

¥ likes him, but they all listen to him. He is too well con-
s nected to ignore.

_"‘ Roleplaying Notes: You know you're the boss, and you
1 3 . ' . '

p know you're the best damn thing happening in Mexico
T = 2

1} City. The Sleepers are only there to be used as needed, and
i the good folks at Pentex are in your pocket. If the other
be Conventions give you too much crap, you'll be ready for
1 them.
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Doctor Niles Anderson

Nature: Fanatic

Demeanor: Director

Essence: (Questing

Convention: Progenitors

Physical: Strength 3, Dexterity 2, Stamina 3

Social: Charisma 1, Manipulation 2, Appearance 2

Mental: Perception 4, Intelligence 5, Wits 3

Talents: Alertness 2, Awareness 4, Expression 3,
Intuition 4, Subterfuge 1

Knowledges: Etiquette 2, Meditation 3, Research 5,
Survival 2

Skills: Cosmology 4, Culture 2, Enigmas 5, Medicine 5,
Decult 5, Science 5

Spheres: Entropy 4, Forces 3, Life 5, Matter 5, Prime 5,
Time 3

Backgrounds: Allies 5, Chantry 4, Avatar 5, Library 3

Arete 7, Willpower 8, Quintessence 12, Paradox 7

Background: It's all such amazing stuff. If I had more

than 24 hours in a day, I would use each and every one of

them to study the effects of fusing genetic patterns to-
gether. [ used to just study the effects of radiation on the
human body, but the work wasn't satisfying; | could never
oet the samples until after I had filled out a thousand forms
and waited for a hundred days. They were much more
understanding about the project to build a perfect soldier,
at least until they saw the results. Hey, we all make
mistakes. 'm getting better at it all the time. Just last week
lereated a fireproof cockroach. I know, 1 know, what good
sit] Well, it’s fireproof. Think about what that could mean
forfiremen! And I've extended the lifespan of the common
house fly to some 3, 000 years. Just imagine the opportunity
to study its offspring and see just how dominant the new
gene is!

Essence: Patrern

Enigmas 4,
Medicine 3, Occult 5, Science 5

The consequencesare unimportant;all that mattersisknowl-
edge that a thing can be done. Why, one of my greatest successes
to date involved taking a young girl and merging her with fast
growing yeast: so far her size has increased by over 4, 000 percent,
and each part that we slice off continues to grow at the same rate,
and to scream just as loudly as the original did. Just imagine what
that kind of applied knowledge can do for world starvation...
Tall and skinny, too much hairand toolittle hygiene.
Anderson is known for wearing the same clothes for days on end,
changing only ifit isabsolutely necessary. He isnever seen without
a cup of coffee.

Roleplaying Notes: Everyone is unimportant. Nothing
matters butyour work. Yourmust understandall of the complexities
that exist. You must make the Sleepers see that anything at all is
possible. Ifanyone gets inyourway, kill thern. Afterall, they'reonly
meat. Or, try to capture them alive; there is always such ashortage
of willing subjects. The special storage facilities you had placed
under the main labs contain the results from your failed experi-
ments. Most of them are still alive.

Lisa Willonby
Nature: Caregiver

Demeanor: Conformist

Convention: Progentitors, once Orphan

Physical: Strength 2, Dexterity 2, Stamina
Social: Charisma 1, Manipulation 3, Appearance
Mental:
Talents: Alertness 3, Intuition 3, Intimidation 1

Perception 5, Intelligence 3, Wits 5

Knowledges: Etiquette 4, Leadership 2, Meditation 4,
Research 5, Cosmology 3

L
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Spheres: Correspondence 1, Entropy 2, Life 4, Mind 2,
Prime 3

Backgrounds: Mentor 5, Resources 5, Avatar 2, Node 5

Arete 4, Willpower 9, Quintessence 10, Paradox 7

Background: [ really don't care much about genetics, but
they fascinate Niles, and as longas they fascinate him, I'll work
with them. Anything to make Niles happy. Niles says | have
potential, and since I joined up with him, he’s always happy to
see me. | think that one day we'll get married. I told my friend
Angela what Niles said about my having potential, and she
told me to leave him for another mentor. She said nasty,
horrible things about him. I showed her; now she’s a mush-
room and she screams and screams and screams. Anything to
make Niles happy, anything at all.

Image: Lisaisashort, chunky girl with askin complexion
that strongly resembles pizza. She is always dour and moody,
except when Niles is near.

Roleplaying Notes: Anything to make Niles happy,
anything at all. You want to catch his attention, and some-
times the best way to do that is to bring him new materials for
his experiments. You've been trying very hard to find a good,
healthy werewolf to deliver to him. You know how much he
wants one.

Justin Wadsworth

Nature: Deviant

Demeanor: Fanatic

Essence: (Juesting

Convention: Progenitors

Physical: Strength 7, Dexterity 6, Stamina 6
Social: Charisma 1, Manipulation 1, Appearance 2
Mental:
Talents: Alertness 4, Brawl 3, Expression 3, Intuition 2

Perception 5, Intelligence 3, Wits 2

Knowledges: Meditation 5, Research 5, Survival 2
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Skills: Cosmology 3, Culture 1, Medicine 3, Occult Z,

Science 5

Spheres: Life 4, Matter 2, Prime 2

Backgrounds: Awvatar 2, Library 4

Arete 4, Willpower 6, Quintessence 7, Paradox 12

Background: Let me tell you something; I don’t give a
baboon’s brain about the Technocracy. I just care about
getting the perfect body. I only weighed 127 pounds when |
came here. Now look at me! I could wrestle a gorilla and kick
its hairy butt in under five seconds. I am the finest example of
man that exists, and just keep getting finer. 'm outta here in
afew months, and then it's on to the Mister Perfection contest
to make my mark among the body builders. Who needs
steroids and growth hormones when you can rewrite your own
genetic pattern/

['m thinking about maybe marketing some of my formu-
las, but I guess I should test how well it works on some more
animals first. Man, you should see the size of that bear [ used
this on — he’s huge. He’s also a little moody, so [ keep him
locked up.

Image: Shave a gorilla, oil its body, add blue eyes and
blond hair. Throw in perfect teeth and just for fun, add about
200 pounds of muscle. That's a good start. Justin stands all of
5' 7" in height, and is almost as wide. Even when he is relaxed,
every cord of muscle on his body stands out in perfect relief. His
biceps are as wide as most men’s torsos, and his neck is
substantially wider than his head. The only reason he is
allowed to continue working with the Progenitors is that they
carefully monitor his changes. So far, Niles Anderson has
noticed over 700 deviations from the original genetic pattemn
of his second lab assistant.

When the boy has finally gone too far, Niles wants to
examine his remains and discover just how it is that someone
so abysmally stupid managed to Awaken.

Roleplaying Notes: Nobody’s home, but they left the
lights on. You are a narcissistic moron, and you use every
chance you get to flaunt your muscles in front of anyone who
will look.

Tradition Mages

If the world is ruled by demons and monsters, we might as
well give up right now.

— Dana Andrews, Curse of the Demon

Few Tradition mages dare this Technocracy stronghold
for any length of time — few outside of the Celestial Chorus,
who have chosen this city as their protectorate. From a dozen
scattered missions throughout the area, ten Chorus mages
work overtime to tend their folks, waiting for reinforcements
that may never come.

The tiny Chantries of Mexico do not access Horizon
Realms — to contruct one in an area of such heavy Techno-
cratic influence would be suicide. And so the mages of Mexico
dwell in poverty with their Sleeper brethren — such are the
wages of Ascension in Mexico.

el S




§’ .i..'j'l'_l:' " L --h 'J'- LY -l-"'"‘ i l-'. 'J--l‘-l-.lzr L -'. "'-.-- ‘*:iﬂ i l-ln ‘,_‘_'....:..- = 1.l.. ll-‘h ":’.‘-:-'E'-=‘l'=l l.-. 1.| IL.:-"..:.-G..‘I-# R H l-'i '5_1__':"'"'

el o Bl e

| have seen the Sabbat Kindred; I have seen the :

demonic Black Spiral Dancers. Were we of the Celestial X

Chorus to leave, who would watch over the these poor f-:

souls? I have been here for almost 600 years, | have hidden G

myself and changed my body a dozen times — | have "'

trouble remembering what | once looked like, it has been |'::I

so long — most of my life has been spent trying to stop the ’y

foul things from destroying the people I came to love. [ am \

losing the fight, but I would die myself if I stopped trying. '.

Image: Sahagun is a pudgy Hispanic man, apparently %

in his late fifties... at least for the present time. His eyes are :,

blue, and filled with remorse for things that might have X
been. Sahagun’s skin is mottled from too many hours in the I: |

sun, and his features are all but hidden in the wrinkles of his A

skin. '!'

Roleplaying Notes: You are congenial and friendly. ;_'

You listen to the confessions of a large portion of Mexico i

City’s Old Town regularly, and you are filled with grief at M

the losses these people suffer. You always wonder if you 3

could have done more for them. Deep in your heart, you |,ll

Bernardino de Sﬂhﬂgl]ﬁ know you could have if you had not been so very afraid. 3".
Nature: Architect Moftolina :.'."
Demeanor: Caregiver Nature: Traditionalist '_':*
Essence: Patrern Demeanor: Penitent 1I'-
Tradition: Celestial Chorus Essence: Pattern ‘:
Physical: Strength 3, Dexterity 3, Stamina 3 Tradition: Celestial Chorus o
Social: Charisma 3, Manipulation 5, Appearance 3 Physical: Strength 2, Dexterity 3, Stamina 3 i'_l
Mental: Perception 4, Intelligence 5, Wits 5 Social: Charisma 2, Manipulation 5, Appearance 5 ,_'._
Talents: Alertness 3, Athletics 3, Awareness 4, Ex- Mental: Perception 3, Intelligence 4, Wits 3 ;..
pression 4, Intuition 3 Talents: Alertness 5, Athletics 3, Awareness 5, Ex- 0
Knowledges: Etiquette 5, Leadership 3, Meditation4,  pression 3, Intuition 5, Intimidation 4 D,
Research 5, Survival 5 Knowledges: Etiquette 3, Firearms 5, Leadership 3, .’-
Skills: Cosmology 4, Enigmas 4, Investigation 2,  Meditation 4, Melee 5, Research 5, Survival 3 ?
Linguistics 5, Medicine 3, Occult 2, Science 3 e
Spheres: Correspondence 3, Forces 5, Life 4, Mind 2, 1
Matter 3, Prime 5, Spirit 4, Time 2 ‘.'
Backgrounds: Resources 5, Library 4, Influence 3, i
Avatar 5, Node 5 i".q
Arete 8, Willpower 10, Quintessence 17, Paradox 3 ‘LI:
Background: It was decided that at least a few of the e
Chorus should come with the settlers that followed Cortes .,
into Tenochtitlan. There were many of the Cabal of Pure ! t
Thought already going, and as the need to hide was great, %
| was elected. The Order of Reason would want to destroy I
everything. They almost succeeded in their plans. ,_'h
[ was appalled from the first moment | came in contact .:-.
with the people; they were so innocent, certainly not the it
vile monsters that we had heard about. But there was '.
something in the city, something that was truly evil. A
Whenever | have sought to find it, it hides itself again. | LCt
have been called a great man by the Sleepers, simply ) _ s
because | took the time to learn the language of the Aztecs {187 \ /j‘ " e '. :
and took the time to make their transition into “proper yo f"f‘i’i“_ WJ”W:%?»’ ' "
society” as painless as possible. e L 4 44 f’/f&’é"//f‘?/f‘fﬁ? i .'
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Skills: Cosmology 4, Enigmas 3, Investigation 5,
Linguistics 3, Medicine 2, Occult 2, Science 4

Spheres: Correspondence 1, Forces 5, Life 4, Mind 4,
Matter 3, Prime 5, Spiric 4, Time 2
Backgrounds: Allies 3, Chantry 4, Avatar 4, Library 4
Arete 8, Willpower 8, Quintessence 12, Paradox 8

Background: | came with Cortes, and with
(Quertzalcoatl. | came in the guise of a soldier and fought as
a soldier. I watched the greatest city known to humankind
at that time crumble into nothingness under the onslaught
of the Spaniards and the Technocracy. [ hated them all,
wanted to see Cortes die painfully for his hideous actions
against the Aztec peoples. | should have fought against
him, and would have, but for the love of my Helena. I
suffered from the Blood-Bond, addicted to the raste of her
Vitae and the small times she spent with me trying to learn
magick from her pet mage. | hated her with all my soul, yet
could not stop lu;n-'ing her. Sﬂmtthing reached out to me
one night, something that shattered the bonds that tied my
very essence. | do not know if | did this myself, or if it was
an outside force, but I am forever grateful. Should Helena
come this way again, I shall move her to the sun with my
magick, regardless of the consequences to myself.

| have done my best to make amends with the people
['ve wronged; | have taken vows of poverty and helped a few
of the more deserving win money at the bull fights. | have
sped the healing process in those who were worthy, and
have even brought death to the foulest of them.  have seen
the signs and know that the end of my life is near if [ stay
here. That is just as well; I am ready to die. I am ready to
serve the One in any way | can. Bur first, [ will find what has
twisted the Technocracy beyond even their own inhuman
levels, and I will destroy the evil that [ have sensed since
first | came to Tenochtitlan.

Image: Motolina is stunning woman, one who has yet
to realize the folly of what he/she has done. Motolina has
reshaped his/her body from male to female, and has taken
a youthful form thar should long be gone. Maotolina is now
the spitting image of Helena, a fact that the Sabbat have
taken poorly. The Sabbat are following carefully, contem-
plating what to do about the human thar looks so much like
a Methusalah.

Roleplaying Notes: You are perpetually angry, not at
any one person, but more at the depths to which the city has
fallen. You watch the vampires do as they please, and you
watch the Technocracy. Whenever you can, you go off on
tangents about how foul the Technocracy is, talking to any
who will listen about the evils of the modern era. There is
a strong vein of curiousity that inhibits both Motolina and
Sahapgun. Neither can quite understand the other’s reasons
for the physical changes they have each manifested. Both
work together well, and are still good friends, but a feeling
of slight mistrust between them has started to grow.
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Marauders

I'm your little friend

I'm not your only friend

But I'm a little glowing friend

But really I'm not actually your friend

But [ am

— They Might be Giants, “Birdhouse in your soul”

Mexico’s few Marauders circulate freely among the
teeming millions. Even with their pointed eccentricities,
there are simply too many Sleepers around for them to be
noticed easily. Although they keep to themselves for the
most part, they will be quick to seize upon any nearby chaos
as a sign from the Great Forseers that the time of Undoing
is at hand. When that happens, run! These three mad
mages have chosen Samuel Haight as the Bringer of Dis-
cord. He is their champion. Be afraid.

Raspberry Popart Salad

Nature: Deviant

Demeanor: Deviant

Essence: Primordial

Tradition: Marauder

Physical: Strength 5, Dexterity 5, Stamina 4

Social: Charisma 4, Manipulation 1, Appearance 4

Mental: Perception 1, Intelligence 4, Wits 3

Talents: Alertness 3, Athletics 5, Awareness 1, Brawl 5.
Dodge 4, Expression 2, Intuition 4, Intimidation 3

Knowledges: Meditation 3, Survival 5

Skills: Cosmology 4, Enigmas 4, Occult 5

Spheres: Correspondence 3, Entropy 4, Life 5, Prime 5,
Spirit 1

Backgrounds: Node 3




Arete 5, Willpower 9, Quintessence 9, Paradox 0

Background: Once upon a time there was a wonderful
landfilled with elves and dragons and oh so many delightful
flowers. Then the bad people came and took it away from
everyone and put garbage and lemon drops in its place. |
like the first part of the story better, so I'm gonna bring it

back. Now!

Image: Charles Manson on a bad hair day, but replace
the swastika with a smiley face.

Roleplaying Notes: Smile! The whole wide world is
your playground, and the teacher just got a five foot spike
driven through her head. Remember, Lois needs you and
yesterday can be tomorrow if you all try hard enough.
Whenever possible, find someone having a bad day and
make it worse. Also, be as blatant as you can. Make the
Technocracy work hard to fix what you do whenever
nossible.

Aasdikljneu Lnce

Nature: Deviant

Demeanor: Penitent

Essence: Primordial

Tradition: Marauder

Physical: Strength 2, Dexterity 2, Stamina 5
Social: Charisma 2, Manipulation 1, Appearance 2
Mental: Perception 5, Intelligence 4, Wits 3

Talents: Alertness 5, Awareness 5, Expression 3,
[ntuition 5, Intimidation 4

Knowledges: Etiquette 3, Firearms 2, Leadership 1,
Meditation 4, Survival 3

Skills: Cosmology 4, Enigmas 3, Investigation 53,
Linguistics 5, Medicine 2, Occult 4, Science 2

Spheres Correspondence 5, Mind 4, Prime 3, Time 4
Backgrounds: Awvatar 4, Library 5
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Arete 9, Willpower 8, Quintessence 7, Paradox 0

Background: Have you ever seen the scream of mush-
room near adark sun inspace! [ have. Have youever felt the
songs of the cosmic seesaw teeter-tottering behind you with
blood in their mouths and razors in their eyes! | have.

Image: It is possible that larger women exist in the
realms of reality, but one would be hard pressed to prove it.
[t is possible that a more feral expression could be found
somewhere on the planet, but not likely. On the bright side,
she has lovely hair, and one of the nicest manicures around.

Roleplaying Notes: You are not a happy woman.
Everything you ever knew to be real has been pulled away
from you. Once you loved the world, and in return it
stomped on you until you were broken and bloody in the
gutter. Now you intend to return the favor. Whenever
things get too calm, stir up some trouble. Never keep your
word to anyone save other Marauders. If there is a choice
between helping the Technocracy and helping the Tradi-
tions, help the Traditions, and when the battle is done,
send them to the sun.
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Pioebock The Mighty

Nature: Architect

Demeanor: Deviant

Essence: Questing

Tradition: Marauder

Physical: Strength 4, Dexterity 5, Stamina 5
Social: Charisma 3, Manipulation 5, Appearance 1
Mental: Perception 4, Intelligence 2, Wits 2

Talents: Alertness 3, Athletics 1, Awareness 3, Brawl 4,
Dodge 1, Expression 2, Intuition 1, Intimidation 5

Knowledges: Etiquette 2, Melee 3 Survival 5
Skills:
Occult 1

Cosmology 3, Enigmas 5, Investigation .,
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Spheres Entropy 3, Forces 5, Life 3, Mind 4, Matter 2,
Prime 5, Spirit 3

Backgrounds: None today thank you. Well, okay, but
only one. Avatar 5

Arete 5, Willpower 5, Quintessence 7, Paradox 0

Background: So after my shadow had been stolen by
the evil metal king of Nasty Land, I stalked away in search
of a new friend. 1 could not find one, but one found me.
“Pioebok! * she said. And immediartely [ replied: “There is
that chance, yes. But [ shouldn’t be too sure.” “Well,” she
said, “If you do happen to see the Five Winged
(Quasipootuses, | would appreciate your delivering this
granite flavored enema to him as soon as convincingly
possible....”

Image: The man dresses in the Emperor’s New Cloth-
ing. He does, however, ride a very nice white Unicorn. Pay
no attention to the feathered serpent behind him, how-
ever; that always happens when he comes to this part of the
world.

Roleplaying Notes: You know something they don't,
and you can see how it's tearing them apart not to hear the
words from your own mouth. You don’t mind telling them,
|f".|'l,1[ not now :-11'1{] not hff_‘rﬂ. T’t’rrhap:-: H]"I,[_'.It]-lﬁr \E-’f"[‘_‘k] i
another planet would be more suited for tea anyway.

Never lose your temper; smile while you're blasting
holes in reality, Sleepers and buildings.

The Sweel Water Sept

This here's a jungle

Ain't no lie

Look at the people

Bad business comin’

Can'’t be denied

— John Fogerty, "Change in the Weather”

In the very heart of Mexico City, in the Cuauhtemoc
district, there is a powerful sept of the Bone Gnawer Tribe.
The Sweet Water Sept is so well hidden that even the
Archbishop Alicia Barrows — whose Haven is literally at
the southwestern edge of their protectorate — does not
realize that they exist. While the park is their main hangout
and one of the few places where the Garou can be as one
with Gaia in the entire city, there is no caern to be found.

The Bone Gnawers have joined forces with the Celes-
tial Chorus and Dreamspeaker mages that still live in
Mexico City in an attempt to survive the overwhelming
corruption that lives and grows in the city. The Bone
Gnawers spend their time slipping into and out of the
Umbra, to battle the rampant Banes in order to steal the
Gnosis needed to protect their city. There is no Bawn,
there is no caern. Woe be to the foolish who cause grief in
Alameda.

The Bone Gnawers are the only Garou, save for the
Black Spiral Dancers, who have successfully managed to
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continue living in the city. They are the only Garou who
have not fallen to the Wyrm. The Sweet Water ‘ﬁt‘pl can be
found in Alameda, but also roam, trying to locate Ronin
foolish enough to come to Mexico City. Someone has to
save the careless from the Wyrm and the Sweet Water Sept
is the only option available.

Many of the sept’s ten members once belonged to other
tribes, and have since joined the Bone Gnawers in their
losing battle against the overwhelming odds. Make no
mistake — the Bone Gnawers of Mexico City are warriors
tirst and defenders second. There is no time for peace any
longer, only for combat. The entire sept follows Quetzalcoatl
as their totem, though this Quetzalcoatl is only another
form of the Phoenix.

Father Machete, Sept Leader

Breed: Metis
Auspice: Ahroun

Tribe: Bone Gnawers

Nature: Caregiver

Demeanor: Curmudgeon

Physical: Strength 4 (6/8/7/5), Dexterity 3 (3/4/5/53),
Stamina 3 (5/6/6/6)

Social: Charisma 4, Manipulation 5 (4/2/2/2), Ap-
pearance 2 (1/0/2/2)

Mental: Perception 3, Intelligence 4, Wits 5

Talents: Alertness 5, Athletics 5, Brawl 5, Dodge 5,
Empathy 2, Expression 5, Intimidation 3, Primal-Urge 3,
Subterfuge 5, Streetwise 5

Knowledges: Drive 3, Etiquette Z, Firearms 4, Melee 3,
Leadership 4, Performance 5, Repair 1, Stealth 4, Survival 5

Skills: Computer 3, Enigmas 5, Linguistics 2, Medi-
cine 3, Occult 1, Rituals 5
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Backgrounds: Kinfolk 2, Past Life 5, Contacts 5 51"13 Shot, Warder (suchasifis)
Gifts: (1) Cooking, Create Element, Inspiration, The Biead: Herid
Falling Touch; (2) Blissful Ignorance, Burrow, Curse of Aussice: ‘Ragabash
Hatred, Spirit of the Fray; (3) Beg, Combat Healing, Eyes T 'bp E G
: : Bone Gnawers :
of the Cat; (4) Atunement, Clenched Jaw, Gift of the Kine .
Porcupine; (5) Kiss of Helios Survivor, Totem Gift Nature: Show Off v
Bainks 5 Demeanor: Jester iy
8 = - 5 n
Rage 9, Grosis 8, Willpower & Physical: Strength 2 (4/6/5/4), Dexterity 5 (6/7/8/8), »
= . i . o : . amina 4 (5/6/6/6 y
Rites: Talisman Dedication, Rite of Contrition, Rite Stamin _4 (5/6 ’Ir} . | m i :
of Spirit Awakening, Rite of the Fetish, Rite of Summon- Social: .C}I‘Elrlﬁlﬂa 4, Manipulation 5 (4/2/2/2), Ap- e,
ing, Rite of the Dead (See Appendix Two) pearance 3 (2/0/3/3) L
5 H = L . |
Fetishes: Machete (Level 4, Gnosis 6; the Machete in Mental: Perception 5, Intelligence 4, Wits 5 G
¥ . ~ " = = = 1 r 5 ] =y 1
question grants 1 Rage point per turn, but only for the Talents: Alertness 5, Athletics 4, Brawl 2, Dodge 5, :
purpose of attacking with this Fetish. Whether he spends Empathy 3, Expression 4, Intimidation 1, Primal-Urge 3, | :
Rage points or not, Father Machete strikes at least twice per Subterfuge 5 &
round while wielding this massive blade.) Knowledges: Drive 2, Firearms 5, Melee 3, Leadership Z, N
- e aiv A Simalth 5 Sivie Iy
Background: | was born in Mexico City and [ expect Performance 3, Repair 4, Stealth 5, Survival 5 b
mdif h{'fﬂ. I “.-]'1] not mlrrcndcr my Eit'g' to '['}]E 15:':-"3:1‘1'1‘[; 1{1‘{11 Skillﬂ: Eﬂig[ﬂﬂﬁ E, Liﬂglliﬁ[ifﬁ E, M{'!C]i'l:iﬂt‘! _3. ;I'
others are too cowardly to fight for their beliefs, then they Backgrounds: Allies 4, Contacts 5 o
shall fall before the Leeches. We are losing the fight, and Gifts: (1) Blur of the Milky Eve, Persuasion, Scent of "
most of us are metis, but we will not surrender, and we will Sweet Honey; (2) Jam Technology, Staredown, Taking the :1'
prevail. Gaia be with us, Luna protect us. Forgotten; (3) Fly Feet, Gift of the Skunk, Silence; (4) -
Image: Father Machete is a brute. He bears the signs Infest, Spirit Ward, Whelp Body 1
of various conflicts with the Sabbat, and he wears them Rank: 4 !
T 3 =] o — —Wrl o o = = : - TN « = " . i
with pride. hiﬂbhgta stands dlnlm-:-,[. 10 fut tall in Crinos, Rage 5, Gnosis 6, Willpower 10 A
and is a lean 6’4" in Homid. His hare-lip makes him look : 1 L
| _ _ _ : S it _ Rites: None V'
like he is scowling all the time, a perfect disguise to hide the , | _ b o
TR 1.d b sl ol e Fetishes: Luna’s Sling Shot (Level 3, Gnosis 6), This 8
I 1at he 1s, indeed, sCow : ne tme. . - R 1]
_ . - Lug unusual fetish allows the bearer to fire missile weapons ':
Roleplaying Notes: Never take flack oft of anyone; i e R T e ] g
rh“ 15 A '.'H.'I-'l'l.'l:l"'H[ Zone as Lﬂ"-'ld das EI:"H:" :"""'Lm'l:'f}rl }"'Ll[ most 'f"fth':" R L &ggrd S I
G" "1' - E ] fc;d: t:hin ' tf‘ ’F ' dﬂ‘f'u::.. dﬂ' damage. (See Corner Shot in the Werewolf Players Guide. ) ,
arou have abandoned you in your time of need. You _ , |
Aibai g v ) O SN o _ Background: [ cannot tell a lie. [ was born in New -
not need their advice, and you do not need their remorse or ] Bt Pra feali hb I q i
: . . sey. But, I'm feeling mu tter now. | came down to =
embarrassment for having been born a metis. If they want el B TIRIE, PeueL B i A
e 2k . Mexico City for vacation the same year that my First =
to help, wonderful; if not, to hell with them all. i ] , : : e
Change occurred. I don't quite understand it, but my v
il i g
parents never reported me as missing. Maybe it was that ]
little problem with the car, the peanut butter, and the girl '
p i g A
next door... 1"
- - — : : i"
Image: Sling Shot is decidedly short, with a pot belly .
2 . : . e
from too much tequila and a grin that denies his usual -
' ' ; [
hangover. His fur is jet black, and a few have hypothesized v
that his actual tribe is the Black Furies. !
Roleplaying Notes: “Hey, what the problem is with q
most of the world is that they've forgotten how to laugh.” O
You have made it vour goal in life to make people laugh, b
1:rr g p p = =
even if they are your enemies. Then, while they are laugh- e
ing, drop them like flies at a poisoned picnic. 3
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Master of

Mother Baggy Pants,
the Rite
Breed: Metis

Auspice: Philodox

Tribe: Bone Gnawers

Nature: Survivor

Demeanor: Reluctant Garou

Physical: Strenpth 4 (6/8/7/5), Dexterity 3 (3/4/5/5),
Stamina 3 (5/6/6/6)

Social: Charisma 4, Manipulation 5 (4/
pearance 2 (1/0/2/2)

Mental: Perception 3, Intelligence 4, Wits 5
Talents: Alertness 3, Athletics 2, Brawl 3, Dodge
Empathy 4, Expression 2, Intimidation 1, Primal-Urge 4

Subterfuge 5, Streetwise 5

.--.-.rl;I|-| :'J'L].

Knowledges: Drive 3, Firearms 3, Melee 4, Leadership 3,
Performance 4, Repair 4, Stealth 1, Survival 5

Skills: Computer 1, Enigmas 2, Linguistics 2, Medi-
cine 3, Occult 1, Rituals 5

Backgrounds: Contacts 4

Gifts: (1) Cooking, Sense Wyrm, Truth Of Gaia; (2)
Call to Duty, Strength of Purpose, Trash Magnet; (3)
Awaken Beast, Gift of the Termite, Reshape Object

Rank: 3

Rage 6, Gnosis 8, Willpower 6

Rites: All

Fetishes: Dream Trap, Stone Bag (See Werewolf
Player’s Guide) (Level 4, Gnosis 5; This battered leather
bag has several pockets on the sides. The Stone Bag is not
only capable of storing Gnosis, as per the Gnostic Bag, but
also packs a mean wallop. The bag itself weighs only
much as a leather bag should, as far as the bearer is
concerned, but to anyone attempting to take the bag by
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force, the weight increases by several thousand pounds.
The bag causes 4 extra dice of non-aggravated damage
when used as a weapon. Muggers beware.)

Background: | was not born here; | was born in
California. Back home they even treated me like a human;
my name was Sarah. My parents had trouble with my
malformity, and sent me to live with an aunt of mine in
Mexico City for the summer when | was 12. That was 15
years ago. | hey have yet to collect me, and I have learned
not to care. At least among the Sweet Water Sept, [ am of
SOMe use.

Image: Baggy Pants is a thin girl; she looks barely 14
years of age. Currently at that “awkward” stage in her life
where she appears to be all knees and elbows, Baggy Pants
has been at that stage for over 17 years. Baggy pants is quite
attractive, save for the third eye that moves blindly on her
forehead. Her hair is black, and all three eyes are brown.

Roleplaying Notes: You accept that you are metis, you
accept that you are Garou, but you prefer that people think
of you first as a person. While you almost never speak of
these problems, you have learned to hate the outsiders who
come and gawk at your unfortunate third eye. More than
anything, you want to be thought of as an equal instead of

45 a4 monster.

Wanderer, Keeper of the Land

Breed: Homid

Auspice: Theurge

Tribe: Unknown

Physical: Strength 4 (6/8/7/5), Dexterity 3 (3/4/5/5),
Stamina 4 (6/7/7/6)

Social: Charisma 4, Manipulation 5 (4/2/2/2), Ap-
pearance 3 (2/0/3/3)

Mental: Perception 5, Intelligence 4, Wits 3
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Talents: Alertness 4, Athletics 5, Brawl 4, Dodge 5,
Empathy 4, Expression 4, Intimidation 4, Primal-Urge 3,
SLL]*-I'c:l'fu;_{:: ]

Knowledges: Drive 3, Etiquette 3, Firearms 5, Melee 3,
Leadership 3, Performance 4, Repair 5, Stealth 4, Survival 5

Skills: Computer 2, Enigmas 2, Linguistics 2, Medi-
cine 3, Occult 1

Backgrounds: None

Gifts: (1) Cooking

Rank: 1

Rage 8, Gnosis 4, Willpower 7

Rites: None

Fetishes: 17 vials of Clear Water (See Werewolf
Player’s Guide)

Background: My name is Mary Taylor. My father’s
name was Robert. May Gaia forgive me, | am a Skin-
Dancer.

Image: Wanderer is a handsome woman. She car-
ries herself with quiet dignity and a grace that is almost
magical. She has only spoken once, and that was simply
to say that she meant no harm. Baggy Pants and Sling
Shot each took turns caring for her, and after many hours
of trying, managed to teach Wanderer the Gift Cooking.
Wanderer has a haunted look in her eyes at all times, and
often appears on the verge of tears.

Roleplaying Notes: You will fight if provoked, but
for the most part you 1(&'.1-_‘['1 to yuurﬁclf, hlﬁlding YOur arims
across vour chest in an attempt to stop the chills that
wrack your soul.

Notes: Wanderer shivers inside because of the pain
she suffered when she first attempted to step into the
Umbra and was forced into Erebus by a Wyldling. She
has been in a state of Harano ever since.

Razorface

Breed: Lupus

Auspice: Ahroun

Tribe: Adopted Bone Gnawer

Physical: Strength 4 (6/8/7/5), Dexterity 4 ( 4/5/6/6),
Stamina 3 (5/6/6/6)

Social: Charisma 1, Manipulation 2 (1/0/0/0), Ap-
pearance 0 (0/0/0/0)

Mental: Perception 5, Intelligence 4, Wits 3

Talents: Alertness 3, Athletics 4, Brawl 3, Intimida-
tion 3, Primal-Urge 5, Subterfuge 2

Knowledges: Melee 3, Leadership 2, Performance 3,
Stealth 4, Survival 3

Skills: Computer 4, Enigmas 2, Linguistics 2, Medi-
cine 3

Backgrounds: Past Life 4

Gifts: (1) Control Simple Machine, Find Water,
Razor Claws; (2) Cybersenses, Scent of Sight, Power
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Surge: (3) Control Complex Machine, Dara Flow, El-
emental Favor; (4) Attunement, Clenched Jaw, Gnaw
Rank: 1
Rage 9, Gnosis 8, Willpower 7
Rites:
Fetishes: Geomid Fragment, Loon’s Refund, Light-
ning Claws, Phreak Box, Surge of False Energy, Steel
Fur, Vulcan’s Inrerface

MNone

Background: I never dreamed that they would do
this to me; I never suspected that my own tribe could
betray me in this way. [ was loyal, always ready to defend
the caern. | think that they weren't sure what to do with
me, as | was not born Homid or even metis. Stay away
from the Cyber-Realms unless you are ready for them...
Great Gaia, [ was only a pup. [ had not even attended my
Rite of Passage.

Image: Razor Face lives up to his name in all
possible ways. His teeth are stainless steel and razor
edged. In all of his forms his fur glints metallically, and
his claws are a menacing sight. Razor Face is a Cyber-
Wolf (see Umbra: The Velvet Shadow).

Roleplaying Notes: You absolutely loathe humans,
but you know that killing them without provocation is
wrong... at least in the eyes of your sept members. You
love to spend time with the computers, and frankly, you
get along pretty damned well with the Technocracy...
except in Mexico City. You mistakenly believe that your
tribe abandoned you. In truth you got lost in the Umbra
after trying to teach yourself too much too soon.
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Mexico Kindred

Ouer little group has always been

And always will until the end

With the lights out

It's less dangerous

Here we are now

Entertain us

— Nirvana, “Smells Like Teen Spirit”

There are more than 200 Kindred in Mexico City.
Most of the vampires in Mexico City are Sabbat, and those
that are not with the Sabbat are only safe so long as they can
successfully hide that knowledge from the others. It is one
of ironies of the World of Darkness that in Mexico, strong-
hold of machismo, the vampiric power structure is largely
female. Some feel there is a sort of justice in this.

The rules are not as stringent in Mexico City as they
are in most parts of the United States. The only cares the
local Kindred share are the worries that affect all vampires.
Most of the Sabbat are allowed to come and go as they
please in Mexico, but they are watched carefully. The first
dozen or so Kindred they run across are likely to attempt
several communications with them. If they do not respond
properly, the Black Hand will want to know why.

Despite the amount of freedom given to visitors and
local vampires alike, there is a strong sense of imminent
danger looming over the heads of most Kindred in town.
No one caught breaking the rules goes unpunished. There
is too much fear of Camarilla spies and mad mages. This fear
is justified...

Cardinal Melinda Galbraith

Sire: Helene

Mature: Director

Demeanor: Judge

Clan: Toreador Antitribu

Generation: 5th

Embrace: 1143

Apparent Age: 30

Physical: Strength 6, Dexterity 7, Stamina 6

Social: Charisma 8, Manipulation 8, Appearance 5

Mental: Perception 7, Intelligence 6, Wits 6

Talents: Alertness 4, Brawl 5, Diplomacy 5, Dodge 5,
Empathy 4, Intrigue 5, Sense Deception 5, Subterfuge 4

Skills: Debate 5, Etiquette 4, Firearms 5, Firewalking 4,
Melee 3, Survival 5

Knowledges: Area Knowledge 5 (Mexico City) Bureau-
cracy 5, Computer 4, Finance 5, Politics 5, Sabbar Lore 5,
Camarilla Lore 4, Medicine 5, Occult 3

Virtues: Callousness 5, Instincts 5, Morale 5
Disciplines: Auspex 8, Celerity 5, Dominate 8, Fortitude 6,
Obtenebration 5, Presence 6, Potence 7, Vicissitude 6
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Backgrounds: Allies 5, Contacts 5, Herd 5, Influence 5,
Resources 5, FRetainers 3, Status 5

Haven: Several penthouses around the city.
Path of Enlightenment: Path of Evil Revelations 7
Willpower 9

Background: [ was born in Spain, and forced to leave
Europe behind when I was captured by Helena. | was was
treated well enough, but was a slave, | swore that this would
never happen again; that is a promise [ have both kept and
broken. When I was Embraced, my Sire forced me into a
Blood-Bond. She assured me that the Bond was for my Own
good, and that I had nothing tofear from her. She betrayed me,
left me to rot in this festering wound of a town. | have never
forgiven her.

[ came to Mexico with my Sire and the Conquistadors. |
fought along side Helena as she helped make Cortes’ conquest
of the Aztecsareality. The battles were savage. The mages that
fought us were many, but none could hope to resist Helena’s
power. Then she left me — walked away without a single
backwards glance. And then the Sabbat came, and I joined
them eagerly. Anything to break the power of the Blood-Bond
that held me in Helena’s thrall.

[t is not easy being the cardinal of a city, let alone one the
size of Mexico. | was groomed from a young age to be a fighter,
and to hold dearly what is mine. Helena was a wise human, and
a wiser Kindred. From my Embrace to the present day, [ srill
feel great affection for her, even past my hatred for what she
did to me. But I have found a new advisor, Huitzilopoctli. He
called to me and [ responded. Now he advises me and makes
certain that [ rule wisely. He sleeps, deep beneath the city. Still
he hears my questions and advises me. [ am his Thrall, he is my
Rﬁgnant, but our gﬂ:—':l:-; are the same. [ will not di:aapp{:nim him.

Image: Melinda is a stunning woman, but those with
Auspex can still see a few scars left from the plague that she
never covered as well as she should have. She has dark brown
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hair and light hazel eyes, and she is always dressed impeccably
in the finest clothes that money can buy.

Roleplaying Notes: You didn't get to be the Cardinal of
Mexico City asaresult of your looks. You made your way to the
top the old fashioned way; you tore your enemies apart. Never
show mercy, unless the kindness can be repaid tenfold. Never
be lenient, unless the result is increased loyalty. Never suffer
aCamarilla spy to live, unless the end result is a Sabbat spy to
send back. Never show weakness. No exceptions. There are
rumors going around that Helena has been spotted in the city.
You are very worried about this possibility.

Influence: Everyone shows deference to the Cardinal.
The deference may be a lie, but everyone has become very
good at lying.

Notes: Melinda is under the belief that Helena betrayed
her. Her mind is slowly being twisted by Huitzilopoctli, and he
is preparing to make her believe he is her Sire and lover.

Joe “Boot” Hill

Sire: Bernard del Gado

Clan: Assamite Antitribu

Nature: Cavalier

Demeanor: Gallant

Generation: 7th

Embrace: 1881

Apparent Age: 27

Physical: Strength 6, Dexterity 5, Stamina 6

Social: Charisma 4, Manipulation 3, Appearance 2

Mental: Perception 6, Intelligence 2, Wits 4

Talents: Acting 2, Alertness 4, Brawl 5, Dodge 4,
Empathy 3, Intimidation 5, Leadership 4, Streetwise 3, Sub-
terfuge 3

Skills: Animal Ken 4, Blind Fighting 3, Drive 2,
Firearms 5, Firewalking 4, Melee 5, Music 2 (Harmonica),
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Security 4, Stealth 5, Snake Charming 4, Survival 3,
Torture 5

Knowledges: Black Hand Knowledge 5, Bureaucracy £,
Investigation 4, Law 4, Linguistics 3, Politics 2, Sabbat Lore 3

Virtues: Callousness 3, Instincts 3, Morale 3

Disciplines: Auspex 4, Celerity 4, Potence 4, Fortitude 5,
Quietus 6, Viscissitude 2

Backgrounds: Allies 5, Black Hand Membership 3,
Contacts 3, Resources 5, Retainers 4

Haven: Never far from his horses' stables.

Path of Enlightenment: Power and the Inner Voice 7

Willpower 8

Background: Let me tell you somethin’: there’s rules to
follow, even if most of the fools living here don’t know what
they are. | enforce those rules, and that's what got me here in
the first place.

There was a time when | took the crap that people dealt
out to me and I smiled, tipped my hat and went on my way.
Those timesare long gone. When I met Bernard, he was talkin’
a line a crap about fifteen miles longer'n it needed to be, and
I just wasn't in the mood to listen. So I shot him. Then he got
up and reminded me that shootin’ an unarmed man is down-
right rude where he’s from. Well, never to be outdone, I shot
him again. Then I proceeded to mop up the floor with hishead.

He took it poorly. Bernard del Gado dragged me behind
his horse for about half a mile before he decided to accept my
apology. ‘Course by that time I'd lost most of my teeth and a
good portion of my nose. He kept me goin by feedin’ me some
of his blood, and he kept me in line by reminding me that he
could track me anywhere I wanted togo. I realize now how nice
he was bein’, I’ ve seen what he does to people he don't like.
He waited til I was properly mended, then he bit me an’ buried
me. | came out of the ground about three days later madder'n
a hornets’ nest that just got pissed on, and whupped the snot
out of three of his friends when they tried to restrain me. Then
Bernard taught me what fighting was all about.

[ still miss him sometimes, but he should have known
better than torassle a Lupine withouta gun. They runin packs,
and he was only just startin’ to feed on the first one when the
rest of them cowardly varmints caught him in the act.

Image: Joe Hill is a tall, lean gunslinger. His clothes are
always clean, and his hat is black. Joe's face still bears the scars
from his little incident — being dragged across the ground
behind a horse — in some cases these scars are little more than
something left after shaving too closely, but in a few cases, the
deep wounds never healed properly, and thick lumps of flesh
have covered his once handsome face. From any distance
greater than a few feet, however, Joe is still a handsome man.
He traded in his six shooters for two Ingram Mac 10s and a
Fiachi Law-12, but he still prefers to call his opponents out
when the situation permits. Joe follows the code of the old
west, right down to keeping his well-trained horse retainer
around. He earned the nickname “Boot” Hill as a result of
what he does to Kindred who just won't listen to reason.

Chapter Two: Denizens of Mexico City 39

‘_'-'-i }. ;I-J =i g LB

T
|
- L]

o T

L= L




-.'—_I‘:' = -=._.'I_:- ..-L . —"'_-I:.-- - -=..l'li" I--L -.=.--i..-- - 11-1‘.-_ -'i !—'-_i:q-- - -=.--'I_:_ -"I. !_._-i:---=- = ‘1“' -'i . - - "'- = "Il;__ir ?-' -._l:q = - II|-|"|"
Roleplaying Notes: [f'n they're askin’ fer a fight, whup Skills: Firearms 4, Melee 4, Security 3, Stealth 4,
the snot out of ‘em. If'n it's a woman doing the asking, Survival 5
apologize, and then whup the snot out of her. Yer the best Knowledges: Bureaucracy 2, Computer 4, Finance 3,
damn tracker this side of the border, and you never forget Investigation 4, Law 3, Linguistics 5, Medicine 5, Occult 5,
when someone’s done somethin' they shouldn't have. You Politics 2, Sabbat Lore 5, Camarilla Lore 5, Science 4,
especially like huntin’ down Lupines, ‘cause you like Torture 5
watchin’ them burn when you fill ‘em with silver shot. Virtues: Conscience 3, Self-Control 4, Courage 5
-€: Joe Milhisthe ack Fanc isciplines: Auspex4, Celerity 5, Fortitude 5, Necro-
| Influﬂriil,e J:}thll]ﬁrh{ .I-.I'Hl'l"l.ll‘ll[‘ll'l{“.lftl']{‘ Black Hand Discipl Auspex 4, Celerity 5, Fortitude 5, N
in Z’.\f-{:-:;:-:lm(_,u}-‘, and df:.splt_u llLa.attlEleE and Texanl accent,  mancy 3, Obfuscate 6, Presence 4, Potence 2, Serpentis 3,
h:.i: is more :mn C;ip?hlu of tearing [helhe.:arr out of anyone iy D Rl T
: who gives him grief. Joe 15 very loy: Sabbat, anc . i
| g e J e loyal to the Sabbat, and Backgrounds: Resources 2. Contacts 3, Allies 3
"y expects the same from his associates; anyone who does not
a : : : ' el Haven: The sewers.
i meet up with Joe's stringent requirements is “invited to 3
. Vi 1h l Sy _ Humanity: |
. eave” until he can meet all of the prerequisites. Joe does
. - - - - ] & - q‘
o not believe in killing Kindred unnecessarily, but he will. Willpower 10
I N '
ALl Joe fought his way to the top of the Black Hand, taking Background: The thrice damned fools. They are so
-:' Elf"-"l:‘.fl'll ﬂpp{_}ngnt:‘, f.'lﬂ’lﬁ.’ﬂ e | fl.';"'ﬁ.' I'IL'}EC}'IES i1 T.]'lE process. certain l_'i'IE"IT nog one CL'H_Il.I.j I_."E}E!‘.nihl}" iI'IﬁI[THI.t’ I.IH'_‘ SH[]I’]HL
7;' Everyone in Mexico knows Joe, and no one ever gives him Well, they are sadly mistaken. When [ ran across the small
3 lip. nest of these vipers trying to infest my beloved Port Au
"y Prince, I decided that the time had come to do something
i .
o IUI'}_?)(‘.‘- De LLa Muerte about the vermin. After several weeks of torture, they
i 4
5 Sire: The Baron surrendered all that they knew. I learn more with every
." Clisis Sarnadi p}asamg day, rm}d ?E long as | go along with the wishes of
M these vermin while [ stay i >xico City i
) e 5 . Lstay in Mexicce (.:_,l[‘[-, thcrn? mlll be no
y - : prnhi{:l‘n-ﬁ-‘. with contimuing my education. The time is com-
- Demeanor: Confidant : = : :
) G X ing when the Sabbat will learn the error of their ways. Just
[} A 3 ] ' ' . ' '
3 eneration: s as the Camarilla will learn the same lessons. My infiltration
L Embrace: 1732 is complete. The audacity of joining the Black Hand! It
N Apparent Age: 200, give or take. takes courage to learn anything; it takes a sharp mind to use
|| Physical: Strength 4, Dexterity 5, Stamina 5 that knowledge. The spirits of the dead cry out to me —
0 Social: Charisma 4, Manipulation 4, Appearance 0 they scream of their suffering at the hands of the Sabbat.
] . _ . ; ] i e I . a1 2 . |
i Mental: Perception 6, Intelligence 6, Wits 6 The time is coming for them to have their vengeance!
"i'-! ' 5 - & - H ) ] 1 & i =1 T = 1 -
_: Talents: Acting4, Alertness 3, Body Alteration 5, Brawl 5, Image.l The Mummy lives! De La Muerte is a shriv
] Dodge 4, Empathy 3, Intimidation 5, Streetwise 5, Subterfuge 5 elled stick ofa man. His skin flakes and peelsaway constantly,
% and his eyes are sunken deep into the back of his head. His
= s . L]
i1 attire tmrmHHj-.-' includes sandals, black pants and a doctor’s
- lab coat. He is never seen without his doctor’s bag full of
e autopsy equipment.
b/ . i " -
I Roleplaying Notes: Never disagree with your superi-
g ors. You are living on borrowed time; you have to find out
y : ,
o all that you can, and return the information gleaned to the
[ ' . ' '
B leader of your Bloodline. If it were possible to Blood Bind
L ; ; :
. you, you would have already given in to these vile beasts.
b Influence: Jorge is a Remover of the Black Hand,
iy answerable only to his superiors. He is also a master of
e, torture, and has let this information leak to all of the right
o Kindred. Joree is as feared as anv Kindred in Mexico City,
o g . .
| . X
|I-; but he is also smart enough not to use that fear to his own
' advantage unless it is absolutely necessary. He already has
o four of his Childer in the city, and they are busily mapping
hil out the areas of hottest political interest.
-
|
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Dormotji; | would aid him in his research for protection from e

the sun’s rays, and he would explain the lifestyle of the h,

Kindred. I kept my part of the bargain. Laanto could walk in ,

the noonday sun for several hours at a time, but he would have &

to return to me for replenishment of his supplies. In order to :;

ensure that I continue to supply him, he Embraced me. ._

He should have made certain that he grabbed the proper !'

jar of ointment. [ loved the sounds of his screams as he roasted )

in the sun’s rays the next day. The Kindred are too powerful L

already, and too dangerous. I burned my notes on the formula. €3

Naturally, I kept my supply; I'm not foolish. -

Image: Valenko Dmiritav is a thin man in his late fifties, :

with longsilvery hairand a heavy mustache. His hawkish nose p!

and bristling eyebrows hide eyes that have seen too much evil. llll

He is always grim; no one recalls ever seeing him smile. .

Roleplaying Notes: No one realizes the truth. You were X

a mage, and had plans for helping the world. Now you are L

forced into this hellish existence as a Kindred. You watch o

everyone, and you help the leaders of the Kindred, but as soon i ‘.

as you can, you will return to your Progenitor brethren and be Y

Priscus Valenko Dmiritav cured of this vile disease. The only thing that has stopped you D,
Sire: [ aanto Dormotii so far is fear; you n:nmmb_cr all too well what SOrts of experi- :.

: : ments your fellow Progenitors were known to perform on the i
Nature: Loner 1
undead. £

D{:mmnﬁr:.]’mwr Influence: As Priscus, you are answerable only to the n,
Clan: Tzimisce Archbishops and the Cardinal. You are their advisor, and do ;
Generation: 6th your best todirect them away from the foul pit that is engulfing e
Embrace: 1476 all of Mexico City. :_'
Apparent Age: 24 . _— : v
Physical: Strength 5, Dexterity 5, Stamina 4 ﬁl‘(‘lhhlﬁh{}p Alicia Barrows I-l
Social: Charisma 4, Manipulation 4, Appearance 2 Sire: Andre Milano ';-
Mental: Perception 7, Intelligence 7, Wits 4 Nature: Fanatic 3
Talents: Alertness 5, Athletics 3, Brawl 3, Dodge 2, Demeanor: Deviant _:_
Empathy 5, Interrogation 5, Intimidation 5, Streetwise 3, Clan: Malkavian Antitribu Lt
Subterfuge 5 Generation: 6th :..
Skills: Body Alteration 5, Drive 2, Fire Earting 4, ",
Firearms 3, Melee 5, Repair 3, Survival 3, Torture 2 1
Knowledges: Alchemy 4, Area Knowledge (Mexico 1
City) 5 Bureaucracy 4, Computer 2, Finance Z, Investiga- -
tion 4, Law 4, Occult 5, Sabbat Lore 4, Camarilla Lore 3, IE!
Politics 4 5
Virtues: Callousness 3, Instincts 2, Morale 5 I .
Disciplines: Animalism 5, Auspex 5, Celerity 3, "
Mytherceria 5, Protean 5, Thaumaturgy 6 (Path of Blood 5, %
Weather Control 3, Path of Conjuring 4) Vicissitude 7 -
Backgrounds: Allies4, Occult Library 5, Resources 3, :
Retainers 2 X
Haven: Anabandoned warehouse in the worst part of .*l
towT. I ‘
Path of Enlightenment: Path of Honorable Accord 7 I:I
Willpower 5 o
Background: There are lessons to be learned from every '-.if
experience. Take it from someone who knows: never turn your e

hack on a Tzimisce. | had come to an agreement with Laanto =t cHliSoN \ |
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Embrace: 1401

Apparent Age: 18

Physical: Strength 3, Dexterity 5, Stamina 4

Social: Charisma 5, Manipulation 7, Appearance 4

Mental: Perception 5, Intelligence 4, Wits 6

Talents: Acting 5, Alertness 4, Brawl 3, Dodge
Empathy 5, Fortune Telling 5, Intimidation 3, Leadership
Streetwise 4, Subterfuge 3

Skills: Blind Fighting 3, Body Alteration 2, Drive 5,
Firearms 3, Melee 5, Music 4, Repair 4, Sabbat Lore 5,
Survival 3

Knowledges: Bureaucracy 5, Computer 4, Finance 4,
Investigation 3, Law 3, Linguistics 5, Medicine 3, Politics 5

5,
;

Virtues: Callousness 3, Instincts 4, Morale 5
Disciplines: Auspex 7, Celerity 4, Dementation 7,
Fortitude 4, Presence 5, Potence 7, Obfuscate 5

Backgrounds: Allies 3, Contacts 3, Resources 3,
Retainers 5

Haven: Palacio de Mineria

Path of Enlightenment: It changes from night to
night. 4

Willpower 10

Background: They're coming, you know. Nothing we
can do will stop them. 1 read of their rising in my cards,
before I was even Embraced. There will be no escape from
the Gehenna. The Antediluvians will rise, and they will
devour us all. When [ told my Sire of his fate, to die at the
hands of Malkav, he forced the Embrace on me and told me
that at least he would not die alone. He was wrong. | made
certain that he was alone when he died.

[t took me a long time to try reading my cards again.
But eventually the urge was too strong to resist. The fares
had changed. I know now that it is possible to stop the
Gehenna from arriving. The only question is how...

Image: Alicia is pale and lovely. Her hair is dark red,
and her eyes are green. She stands only 4'10" in height, but
carries herself as if she were much taller. She is often
mistaken for a stray child when she is first seen. Only after
a second glance can a person see the full figure she hides
beneath shapeless dresses.

Roleplaying Notes: You know thar salvation is pos-
sible. You have confidence that salvation will be achieved.
You must convince all of the Sabbat to band together and
to work as one to find and destroy the Antediluvians.

Influence: Alicia is one of the Archbishops for the
Sabbat in Mexico City, and as such has a substantial
amount of influence over the unlives of those around her.
She is smart enough not to flaunt her power, and is probably
alive as a result of the precautions she takes, and her use of
others to actually give the orders.
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Paladin Rosa Martinez

Sire: Melinda Galbraith

Nature: Conniver

Demeanor: Conformist

Clan: Toreador Antitribu

Generation: 6th

Embrace: 1880

Apparent Age: 18

Physical: Strength 4, Dexterity 4, Stamina 5

Social: Charisma 4, Manipulation 7, Appearance 3

Mental: Perception 4, Intelligence 4, Wits 7

Talents: Acting 2, Alertness 4, Brawl 4, Dodge 3,
Intimidation 4, Intrigue 4, Streetwise 5, Subterfuge 3

Skills: Drive 4, Firearms 5, Interrogation 3, Melee 4,
Music 3, Security 5, Stealth 4

Knowledges: Area Knowledge (Mexico City) 3 (Un-
derbelly) 3, Bureaucracy 2, Computer 2, Politics 4

Virtues: Callousness 5, Instincts 4. Morale 5

Disciplines: Auspex 4, Celerity 4, Fortitude 6,
Obtenebration 4, Presence 4, Potence 5

Backgrounds: Resources 4, Contacts 3, Allies 5

Haven: Wherever Melinda is staying.

Path of Enlightenment: Parh of Evil Revelations 4

Willpower 7

Background: Melinda has always been good to me.
She took me in when I was just a child and she had me
trained in the ways of a warrior. | never had to fear being
alone with Melinda near by. [ never had to worry about
money or a roof over my head. | would surely have died if
not for her. I owe her, and will protect her, even after
having met the Master. He understands how | feel, and he
forgives this foolish loyalty.

- : _ = : _ - - .
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| hope that Melinda will come around scon to the
Master’s ways. She is too valuable to lose. ] feel that with
Melinda by his side, the Master can truly achieve anything,

Image: Rosa is a very tall woman, 6’4", and very
muscular from her years as her Sire's Retainer. Her hair is
sandy blond and her eyes are blue. The most noticeable
feature about Rosa is the clothing she wears — a man’s suit
and overcoat to hide the arsenal of weapons on her body.

Roleplaying Notes: Don't speak unless spoken ro.
Always keep your answers direct and to the point. Never
volunteer information; that’s how you got this job in the
first place. Your predecessor talked too much and you were
willing to listen and report to Melinda.

Influence: Rosa terrifies most everyone, but her influ-
ence extends only as far as her reach.

n(.. IJI| ‘“H“ il Hll]'tl'l =

LLisandro Giovanni

Sire: Andreas Giovanni

—-—-—:

Nature: Conniver

Demeanor: Conformist

Generation: 6th (Posing as a Ventrue Antitribu)

Embrace: 1721

Apparent Age: 34

Physical: Strength 5, Dexterity 7, Stamina 6

Social: Charisma 4, Manipulation 6, Appearance 4

Mental: Perception 7, Intelligence 5, Wits 6

Talents: Alertness 5, Body Alteration 5, Brawl 5,
Dodge 4, Empathy 3, Intimidation 5, Leadership 4,
Streetwise 5, Subterfuge 5

Skills: Etiquette 4, Firearms 4, Melee 4, Security 3,
Stealth 3, Survival 3

Knowledges: Bureaucracy 2, Computer 2, Finance 5,
Investigation 3, Law 3, Linguistics 5, Medicine 5, Occult 5,
Politics 5 Sabbat Lnre 3, Camarilla Lore 3, Science 4,
Torture 5

I-‘.-‘.!:!_ i‘_ "._-"--5__1__'-.1- I-L'-..-
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Merits: Conscience 1, Self-Control 5, Courage 3

Disciplines: Dominate 5, Fortitude 3, Necromancy 5,
Potence 3, Thanatosis 3, Thaumaturgy 2

Backgrounds: Contacts 4, Sabbat Status 3, Resources 5
Retainers 4

Haven: Penthouse apartment in the new part of the
CLLY.

Humanity: 4

Willpower 6

Background: Hey, believe me, when your Sire says to
go look into the NAFTA situation, you look into the
NAFTA situation. So he told me it would be good for the
family, and so I listened. Here [ am. But I'm better armed
than most; it's amazing what a dead Kindred can tell you if
you know how to ask.. little secrets, like all the right codes
and gestures that let you slip past any of them stupid hand
signals the Sabbat use, y'’know what I mean?

So I've only been here a few weeks when my zombies
start acting up. Imagine my surprise when | find out that
they're actually my old friends in the Samedi. | hadn't seen
them since they did Baby Doc in Haiti — Jeez, that was a
mess for you. So they want a little information, and [ need
a little help with my research. So far it’s working of just fine.

Image: Lisandro is a handsome man, give or take the
pockmarks on his face. Perfectly cut clothes are the only
kind that touch his form. His hair is always pertect.

Roleplaying Notes: You are a cold bastard, but mostly
because you are terrified of being caught. There's too much
at risk for the family if you blow this task.

Influence: Lisandro and the Samedi have formed a
powerful friendship out of mutual need. Between them,
they have discovered a great deal about what is really going
on in Mexico City. Both groups are planning major infiltra-
tion attacks, and the time is almost ripe.

Delilah Monroe
Sire: Angela

Nature: Bon Vivant

Preston

Demeanor: Bon Vivant

Generation: 10th

Clan: Daughters of Cacophony Antitribu
1981

Apparent Age: 1Y

Embrace:

Physical: Strength 2, Dexterity 3, Stamina 5

Social: Charisma 4, Manipulation 3, Appearance 4

Mental: Perceprion 3, Intelligence 1, Wits 4

Talents: Acting 3, Alertness 3, Dodge 2, Empathy 3,
Leadership 2

Skills: Drive 2, Firearms 1, Melee 2, Music 3, Stealth 3,
Survival 1

Knowledges: Computer 1, Linguistics 1, Politics 1

Virtues: Callousness 4, Instincts 2, Morale 3

Chapter Two: Denizens of Mexico City 59

- =

-— - =- --

3 S

- ':!"- ,-i .!.- __"|__'-'=-.-=_.- gy _ = r| 1" r et

_-'l-:":' -

T

T
L

-
-
L . .

e

£

=y Ll

Ca =

Ca it Sy

oA

N

-l:‘-'

SE 1T R R

O e L

T orr

L
-.=-I S



]

~

-_':i.-.' = .

[

=51

= .._- w --Ell'l '1-;- l-.ii- !j--_{*.‘ = .._l-"li_ E-L

T WL B il e T v e N T Pl e T W A N A= g

———

e e NN
F— B _\‘ i .‘?‘ \'Jf__,,.--'-_____.__-

Auspex 1, Fortitude 2, Presence 3,

Disciplines:

Melpominee 5

Backgrounds: Allies 3, Contacts 5, Fame 3, Resources 5

Haven: The Underbelly, or if she really feels like
slumming, with a few of her pack mates

Path of Enlightenment: Path of Evil Revelations 2

Willpower 3

Background: So like, | was gonna be in a band. Okay?
And there was this group of rilly cool guys that were gonna
play back-up for me. And they even did fora while, until we
had engine troubles and went down in San Diego. Well,
there was this other group of losers that decided [ could be
worth some money, on account of the contract I had just
signed. So they like took me hostage an’ stuff. Only, these
really fat women in Viking costumes came and killed them
and then took me away from the leftovers, and then they
made me a vampire.

Only, theydidn’t really ask if | wanted to be a vampire;
I mean, how am I supposed to work on my tan now? Under
the full moon? I'm sure! So, | made the best of what I had
and started doin’ recordings an’ stuff only at night. An’
then I got into this really cool stuff about devil worship,
made some major bucks off the dorks that are into that
kinda crap, y'know?

And then we went on this world tour, and | made sure
that we only flew at night. Then the plane got fucked up and
[ ended up in Mexico City. An’ that's how [ met all my new
friends. [s that bitchin’ or what!

Image: Delilah is a vision of angelic beauty, until you
add the spiked hair, the safety pins in her cheeks, ears and
eyebrows, and the exceedingly vulgar language that spews
from her mouth.
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Roleplaying Notes: They are all so bo-oring! You
thought that the Sabbat would be a blast, but they're just as
bad as those Camarilla geeks. Maybe the Anarchs would be
more fun...

Influence: Delilah is planning to start a little crusade
against the Sabbat. She's already been up to Los Angeles
and Seattle, gathering forces that would be interested in
increasing the size of the Anarch Freestates. She's learned
a few tactics from the Sabbat, however, including the idea
of using available humans as cannon fodder after Embrac-
ing them. She’s got them all on one level, because she
intends to Blood-Bond any new ones she makes first.

Mad Mary

Sire: Heckler
Nature: Deviant

Demeanor: Deviant

Generation: 12th

Clan: Malkavian Antitribu

Embrace: 1963

Apparent Age: 2

Physical: Strength 3, Dexterity 3, Stamina 2

Social: Charisma 3, Manipulation 5, Appearance 4

Mental: Perception 2, Intelligence 2, Wits 4

Talents: Brawl 3, Dodge 2, Streetwise 4

Skills: Drive 2, Firewalking 4, Melee 4, Repair 2,
Survival 3

Knowledges: Medicine 3, Occult 1, Sabbar Lore 3

Virtues: Callousness 3, Instincts 4, Morale 3

Disciplines: Auspex 2, Dementation 4, Protean 3

Backgrounds: Resources 1, Allies 1

Haven: Sewers

Path of Enlightenment: Path of Cathari 6

L




Willpower 6

Background: [ was just walking down the streets in
New York. This man came up to me, teetering like he was
really drunk, and then he pinned me to the wall before |
could even scream. He kissed me and he hugged me, and he
pulled our a hank of his own hair. Then he said | reminded
him of his mother, and he Embraced me. What the hell, |
wasn't really doing anything anyway.

Image: Mary wears very little clothing and carries a big
chainsaw. She’s fairly attractive once you get past the blood
stains.

Roleplaying Notes: Chop that baby up! Butalways ask
permission first. The answer doesn’t really matter much;
you just let the old saw rip away.

Influence: Mary’s started hanging around with Delilah
lately, and she too is interested in the idea of creating a new
Anarch Freestate. She’s grown very tired of being told what
she can and cannot do.

Wraiths

And the devil in a black dress watches over

My guardian angel walks away

Life is short and love is always over in the moming

Black wind come carry me far away

— Sisters of Mercy, “Temple of Love”

Mexico City’s long, violent history has led to the
creation of an enormous stronghold for wraiths. Within the
stronghold are several Citadels, the most powerful of which
rests atop the remains of Tenochtitlan and Tlatelolco. The
pyramids of Huitzilopoctli and Quetzalcoatl have both
generated immense reserves of Angst, and that power is
continuously fueled by the suffering of the living in Mexico
City.

Most Mexican wraiths only wish to protect their
families and gain vengeance against the powers that caused
their deaths. During the Days of the Dead, the Shroud
between the living and dead grows weaker, pushed back by
the beliefs of the living. The wraiths have an easier time
moving abour and attempting to take care of their personal
goals. However, also during the Days of the Dead, on the
fifth day ro be precise, the Garou perform the Rites of the
Dead, strengthening the barrier between worlds and push-
ing out the Restless Dead for a while. The Garou believe
they are doing the wraiths a favor. They are wrong.

The wraiths' Shadowland is menacing here, making
the living Mexico City seem almost tranquil. The ancient
ruins of Tenochrtitlan and Tlarelolco are still real here,
literally merged with the modern day buildings of Mexico
City. The streets are heaped with refuse, and the waters of
Tetzcoco are filled with the blood of countless sacrifices.
The wraiths of Mexico City are not happy. But the ghosts
in the Underbelly of the Wyrm are all too pleased; they
thrive in the misery that they have created.
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The Storyteller is encouraged to use wraiths in con-
junction with “The Chaos Factor”. Several suggestions are
given throughout the story, primarily as added spice. If the
players opt to play a ghost, they should be allowed to do so,
provided the Storyteller is familiar with the Wraith rules.
Some guidelines for representing wraith Arcanos are given
in Appendix Two.

7N~
l.ouisade la Simon

Demeanor: Penitent

Nature: Deviant

Haunt: Underbelly of the Wyrm

Background: Arturo could not accept thatl was nota
virgin when we married. He could notaccept that [ had sold
my body to buy food for my family. When he discovered the
truth on our wedding night, he strangled me. I will find
him, and return the favor, but first [ will destroy everything
he ever loved.

Image: Louisa was beautiful in life, and remains so in
death. She has long dark hair and large dark eyes. Her lips
are full and crimson, her body lean and elegant. She is
normally seen in a flowing white wedding gown.

Roleplaying Notes: You are quietand seductive. Smile
at the men you meet, promising favors with your eyes. The
women you treat Ci.‘.-'i"‘!,", but nnl}-' because th{:‘}’ dre no
longer competition. Your primary desire in this world is to
woo men and then lead them to their deaths. Many home-
less Mexicans have died because they followed you into the
Wyrm's Underbelly.

Notes: Louisa’s powers include walking through walls,
possession, and fear. Consider her Rank Three if she
contests another supernatural’s powers (see Appendix Two
for details).
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Mictlan, the Black Shadow

Demeanor: Deviant

Nature: Bravo

Haunt: Tlatelolco

Background: I'll tell you one secret, no more, no less.
[ could leave here anytime [ want to. I simply choose to stay.
| followed the true Mictlantecuhtli in life, | impersonate
him in death. The living are such easy prey....

Image: A black cloud that broods in the sky, cozing
down to do violence and often laughing as it approaches.

Roleplaying Notes: Your primary goal is to kill the
living and force their souls onward to Oblivion. Nothing
else matters. However, if you can make them suffer as they
go, you are that much happier. You lead the wraiths that
worship death in their quest to destroy everything living,
and in Mexico City you are almost akin to a god.

Notes: Mictlan can use all of the powers listed in
Appendix Two, and can manifest as a huge black cloud as
well. Consider him Rank Five.

The Onderbelly of the Wyrm

A few representative members of this dark
collective appear below. Some are important
Sepulchre leaders while othersare simply given
here for color and atmce ahphtfre.

Nephandi

Beware of false prophets, which come to you in

sheep’sclothing, butinwardly they areraveningwolves.

— Matthew 7:15

Amelio Santa Lucien
Nature: Architect (Sepulchre Member)
Demeanor: Deviant

Essence: Primordial

Tradition: Nephand;

Physical: Strength 3, Dexterity 5, Stamina 3

Social: Charisma 5, Manipulation 5, Appearance 5

Mental: Perception 3, Intelligence 5, Wits 5

Talents: Alertness 3, Awareness 4, Expression 4,
[ntuition 5, Intimidation 5

Skills: Etiquette 3, Firearms 5, Leadership 5, Medita-
tion 5, Research 5, Survival 4

Knowledges: Cosmology 3, Enigmas 4, Investigation 4,
Linguistics 3, Medicine 5, Occult 5

Spheres Correspondence 2, Entropy 5, Forces 4, Life 5,
Mind 3, Matter 5, Prime 5, Spirit 2, Time 4

Backgrounds: Resources 5, Library 3, Destiny 4,
Influence 5, Avatar 5, Node 5

Arete 7, Willpower 8, Quintessence 13, Paradox 7

Talisman: The Virgin's Tear is a sacrificial dagger
with a four foot long blade. This dagger has been enchanted
to allow Amelio to return to the Caul of the Pandemonium
from anywhere, particularly if he has been heavily injured.
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While the dagger is still used regularly for sacrifices, Amelio
is never without the weapon in a sheath at his hip.

Background: Well, we all have our secrets, don’t we?!
[ will tell you this much — I remember Christ’s crucifixion
fondly.

Image: Amelio has a seemingly perfect body and a
serenely handsome face. All of the physical changes brought
about by his frequent visits to the Caul are well hidden.
Every inch of Amelio’s body normally kept clothed is
covered in tattoos. The images vary from copulation with
oddly shaped demons to detailed scenes from ritualistic
sacrifices. The tattoos on the inside of his skin are even
worse, bearing the names and images of over 700 demons.
His eyes are cold blue, and his hair is as dark as the sins he
is guilty of committing.

Roleplaying Notes: You are acharmer, slyand friendly.
You never talk badly about anyone, you just think poorly of
them. There is one exception; you never hesitate to tell
everyone just how horrible the Camarillais. Afterall, when
in Rome...

Never argue with your fellow members of the Sepul-
chre; the wisest person is the one who holds his tongue.
When you are not directly speaking to another person,
allow a small smile to twist one side of your face. You often
reflect on the things you have done in the past and
remember them fondly.

lannesha Torrensi

Nature: Visionary

Demeanor: Avant-Garde

Essence: Questing

Tradition: Cult of Ecstasy Barabbi

Physical: Strength 5, Dexterity 2, Stamina 5

Social: Charisma 4, Manipulation 5, Appearance 5
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Mental: Perception 3, Intelligence 3, Wits 4

Talents: Athletics 4, Awareness 3, Expression 3,
[ntuition 4, Subterfuge 4

Skills: Etiquette 3, Meditation 3, Research 4, Survival 2

Knowledges: Cosmology 3, Culture 5, Enigmas 3,
Medicine 5, Occult 5, Science 4

Spheres: Entropy 4, Forces 2, Life 4, Mind 3, Prime 3,
Time 3

Backgrounds: Allies 3, Chantry 5, Mentor 3, Avatar 3,
Library 4

Arete 4, Willpower 6, Quintessence 12, Paradox 4

Background: | have always been a creature of sensual
needs. My first true experience came when I was only 11
and my brother and his friends had their way with me. |
cried with shame, but I enjoyed it too. Later, they cried in
pain; one nail for each of them and a hammer was all it took.
[ Awakened later the same year, and | was told | was
something of a prodigy. | joined the Cult of Ecstasy and
stayed with them for over a decade, but soon found that
nothing they could offer me satisfied my needs. | have
found many interesting lovers with the Nephandi — hu-
man and otherwise.

Image: Jannesha is a lovely girl, a picture of inno-
cence. She normally dresses like she's ready to go to
parochial school any moment. Strawberry blond hairand a
pretty little pout help emphasize the little girl features that
she has acquired. Most believe the way she dresses is just
another aspect of her decidedly kinky nature.

Roleplaying Notes: Always leave them wanting you
in every sense of the word. Every gesture and word should
be a subtle proposition, emphasis on subtle. Never offer
information; it should be purchased. Whenever possible,
you like to visit the surface and seduce others among the
Awakened into joining the ranks of the Nephandi.

Mister Black, Mister Darke,
Mister Night, Mister White and
Mister Gray

Nature: Fanatic

Demeanor: Fanatic

Essence: Pattern

Tradition: Men in Black Barabbi

Physical: Strength 3, Dexterity 3, Stamina 3

Social: Charisma 2, Manipulation 4, Appearance 1

Mental: Perception 5, Intelligence 4, Wits 3

Talents: Alertness 5, Athletics 5, Awareness 4, Brawl
5, Dodge 5, Intimidation 5, Streetwise 3, Subterfuge 5

Skills: Drive 3, Firearms 4, Meditation 3, Melee 5,
Research 5, Survival 5, Stealth 5, Technology 5

Knowledges: Enigmas 4, [nvestigation 3, Medicine 3,
Science 5

Spheres: Correspondence 3, Forces 3, Matter 3, Prime 3

Backegrounds: Arcane 5, Avatar 4, Mentor 2
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Arete 4, Willpower 7, Quintessence Varies, Paradox

| Varies
A Background: We served, we were captured, we were
] transformed. We are not what the Technocracy made us be.
'E We have been Reborn, given minds of our own and free will
i by the Pandemonium. We have seen the error of our ways.
We are very grateful. If you harm the Pandemonium, you

will die. Hail our mother, the Pandemonium. Hail our
father, great Shaitan.

Image: Men in Black, only more menacing. The only
distinctive feature that separates each of these entities is
the change in the clothing they wear — from black, to dark
grey to white.

Roleplaying Notes: Never speak unless spoken to.
Watch everyone and everything and prepare to destroy

2= i aam o ] D et e
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o anyone who would dare harm the Pandemonium. The Caul
) has reshaped you in its own image, as it realized thart those

who used it did not necessarily have its best intentions in
mind. You will assist the Nephandi and the others only if

the Pandemonium demands that you do so. You do not fear o
! death; your pattern has become a part of the Pandemo- Sikes
nium, and you are born again if you are destroyed. Speak to Nature: Deviant
. others in a th]'e.a’rﬁning Monotone. Demeanor: Deviant
' Note: The Men in Black that have been Reborn in the Essence: Pattern
Caul are limitless. The Pandemonium has developed a Tradition: Nephandi
mind of its own and will use Quintessence to ensure that Physical: Strength 3, Dexterity 5, Stamina 3

the Men In Black are always ready to serve, whether that
means rebuilding them or rebirthing them. These Men in
Black can be annihilated and return only seconds later.
They all carry automatic weapons. Amelio and the rest of
the Nephandi believe that the Men in Black serve them.
They are sadly mistaken.

Social: Charisma 2, Manipulation 2, Appearance 1
Mental: Perception 3, Intelligence 4, Wits 5

Talents: Alertness, 2, Athletics 4, Awareness 2,
Brawl 3, Dodge 2, Expression 3, Intuition 2, Subterfuge 1

- e B ok T e ek T

Skills: Etiquette 2, Meditation 3, Research 4, Survival 2

a Knowledges: Culture 2, Enigmas 5, Medicine 4,
K Oceult 2

'. Spheres: Correspondence 1, Forces 3, Life 2, Prime 3
.I Backgrounds: Allies 3, Avatar 2, Library 2

'. Arete 3, Willpower 8, Quintessence 12, Paradox 8
.:-' Background: | never thought this stuff was real until
g, I met Amelio. [ mean, I was doing all sorts of rituals and
o such, but I never saw anything happen. That’s ‘cause I
:; didn't know how to look. It's not a game, man, this stuff is
. real! It's great, whatever | want, | can have, just by sayin'
;! hocus pocus, as it were, Mﬂn, I bet My parents would re:.'rl][}'
;j‘ be worried about me if [ hadn't sacrificed them, hunh?

- Image: Long greasy hair, pimples, and clothes that
':;.' reflect your belief that Satan Rules. A leather jacket adorned
e, with too many spikes and chains, and the build of a fifteen
"y year old boy.

"? Roleplaying Notes: You're a novice who thinks too
Y much of yourself. You're cocky and stupid. Anyone looks at
.: you cross-eyed, and you're likely to zap them with a light-
ol ning bolt. Amelio figures you have about another year of
‘ usefulness before you get yourself killed. Never hesitate to
'-' blast your enemies with a good jolt of hellfire.

:
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Black Spiral Dancers

Blast of silence explodes in my head
Yeah Yeah Yeah

Gimmie this gimmie that now

Step to the moonshine frenzy hail

— White Zombie, “Thunder Kiss ‘65"

Harzomatuili, Leader of the

Sepulchre
Breed: Homid

Auspice: Ahroun

Tribe: Black Spiral Dancer

Physical: Strength 5 (7/9/8/7), Dexterity 3 (3/4/5/5),
Stamina 5 (7/8/8/6)

Social: Charisma 4, Manipulation 5 (4/2/2/2), Ap-
pearance O (0/0/0/0)

Mental: Perception 5, Intelligence 4, Wits 5

Talents: Alertness 4, Athletics 4, Brawl 5, Dodge 5,
Empathy 3, Expression 4, Intimidation 5, Primal-Urge 4,
Subterfuge 4

Skillls: Drive 3, Etiquette 2, Firearms 4, Kailindo 53,
Melee 5, Leadership 5, Performance 4, Repair 4, Stealth 4,
Survival 5

Knowledges: Enigmas 5, Linguistics 5, Medicine 53,
Occult 5, Rituals 3

Backgrounds: Contacts 5, Kinfolk 5, Past Life 5,
Resources 5, Totem 5

Gifts: (1) Blur of the Milky Eye, Persuasion, Smell
of Man, Scent of Running Water; (2) Ears of the Bat,
Staredown, Spirit of the Fray; (3) Disquiet, Patagia,
Foaming Fury; (4) Clenched Jaw, Crawling Poison; (5)
Balefire, Rend Reality

Rank: 6

Rage 9, Gnosis 7, Willpower 8
All

Fetishes: Bane Lantern, Bane Sword, Umbraphone,
Wyrm-Gut Bonds, Thunderwyrm Egg (Level 4, Gnosis
8: the Thunderwyrm Egg is in actuality a small
thunderwyrm preserved in amber. When activated, it
calls any thunderwyrms within a 50 mile radius to the
Black Spiral Dancer’s aid. If there are no thunderwyrms
in the area, the Thunderwyrm Egg will hatch and the
Wyrm inside will double in size, coming to the aid of the
Dancer. The fetish is only usable once if it hatches,
although the thunderwyrm inside will be a willing slave

Rites:

for as long as it lives. Mind you, the master of the
thunderwyrm will have to make sure it is fed, or things
could get messy.)
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Background: 1 was born in Spain, during the time
of Motecuzoma, the last great ruler of the Aztecs. My
love of the Wyrm has kept me young for 500 years. | was
the first of my tribe to find the Underbelly and to
dedicate the Underbelly to the Hydra. As proof of my
love for the Wyrm, I, Harzomartuili, continue the tradi-
tion of blood sacrifices that the Aztecs started. Since the
Hive was built, | have been directly responsible for
rurning over 40 Garou to the ways of the Wyrm.

Pentex and I have long come to an understanding;
my minions will help them if they help me. As the leader
of the Underbelly of the Wyrm Hive, | have kept the
Dancers well funded and provided with Dangerous Toys
to pass among the population of the city — a favorite
pastime during religious holidays. In exchange for the
services of my Black Pack, a specialist team of com-
mando Ahroun, Pentex ensures that my tribe never
wants for anything.

Image: Harzomatuili is truly blessed by the Wyrm.
He stands almost 12 feet tall in Crinos form, and is
covered by patches of black lichen that have been
erowing within his body since the 17th time he danced
the Black Spiral. To prove his dedication to the Wyrm,
Harzomatuili had the glyph of the Wyrm burned into his
face; his eyes alone were saved from the hideous scarring.

Roleplaying Notes: Your Rage is an unholy thing to
see, and you lead your Hive by force of will and the
ability to knock the sin out of your enemies. No one is
permitted to question your authority and live. You love
the affect your hideousness has on most people.
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[ in fur at all times, in any form. For the most part, he is

K hairless. His skin is an unhealthy gray.

i Roleplayving Notes: Never believe the crap they feed

an you — YOu know that Yyou are more valuable to the Hive
! 1 ] . o i~

- than even Harzomatuili would like to believe. You are self

' ingratiating, and you make a point of never insulting
]

anyone. Let them say what they will, you know how

a

Important you are.
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Bn'lart, Master of the Rite

Breed: Metis

Auspice: Philodox

Tribe: Black Spiral Dancers

Physical: Strength 3 (5/7/6/4), Dexterity 3 (3/4/5/5),
Stamina 3 (5/6/6/6)

Social: Charisma 2, Manipulation 3 (1/0/0/0), Ap-
pearance 2 (1/0/2/2)

Mental: Perception 3, Intelligence 4, Wits 5

Talents: Alertness 3, Athletics 4, Brawl 3, Dodge 5,

Paruppt, Keeper of the Land

Breed: Metis

Expression 3, Intimidation 4, Primal-Urge 3, Subterfuge 4 Auspice: Theurge

Skills: Etriquette 3, Firearms 3, Melee 2, Leadership 4, . Tribe: Black Spiral Dancers (Once of the Bone
Performance 3, Stealth 4, Survival 3 Gnawers)

Knowledges: Enigmas 2, Linguistics 2, Medicine 3, Physical: Strength 4 (6/8/7/5), Dexterity 3 (3/4/5/5)
Occult 5, Rituals 3 Stamina 3 (5/6/6/6)

Backgrounds: Past Life 5, Totem 5 Social: Charisma 4, Manipulation 5 (4/2/2/2), Ap-

Gifts: (1) Resist Pain, Shed, Smell Fear, Smell of pearance 4 (3/0/4/4)
Man; (2) Burrow, Ears of the Bat, A Thousand Voices, Mental: Perception 3, Intelligence 4, Wits 5
Wyrm Hide; (3) Awaken Beast, Unseelie Faerie Kin; (4) Talents: Alertness 3, Athlerics 4, Brawl 3, Dodge 53,
Crawling Poison, Doppleganger Empathy 2, Expression 3, Intimidation 1, Primal-Urge 1,

Rank: 4 Subterfuge 5

Rage 6, Gnosis 8, Willpower 6 Skills: Drive 3, Etiquette 2, Firearms 1, Melee 3, Lead-

Rites: All ership 2, Performance 3, Repair 1, Stealth 4, Survival 3

Fetishes: Umbrascope, Soul Ruby, Wyrm-wood

1 9=

Knowledges: Computer 1, Enigmas 2, Linguistics 2,
Medicine 3, Occult 1, Rituals 3
Backgrounds: Contacts 4, Kinfolk 2, Past Life |

= -_"ll; .,

Background: I was born in the Hive, and I have no

: need to ever leave the Hive. [ do not know what lies ht‘ﬁ,f{tlnr.]

e the Bawn, nor do | care. | serve the Wyrm best by staying Gifts: (1) Bane Protector, Create Element, Mother's
:: ' here and observing others, the Leeches, the mages, and the Touch; (2) Blood Omen, Howl Of the Banshee

I-'." Vhrujunka. [ think I am making progress with this last Rank: 3

':_., group. We will join forces soon. Rage 6, Gnosis 4, Willpower 6

" Image: Bn'lart is almost Lluﬁqrxrisli in size, and was Rites: Rirte of Binding, Rire of Contrition, Gather-
L} definitely the runt of his litter. His face is partially covered ing for the Dead, Rite of Talisman Dedication, Rite of
2
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the Fetish, Rite of Summoning, Rite of Wounding, Rite -
of Spirit Awakening, Rite of Becoming, Ritual of "':I-
Summoning, Rite of Passage, Rite of Ostracism, The '.
Hunt :'-',
Fetishes: Devil Whip, 4 Bean Banes e,
Background: | was once with the Bone Gnawers, '_::

but the bastards of the Wyrm forced me to dance the ':'
Spiral, just as they forced themselves on me in attempts 2
to have new pups. Fools! | cannot bear their children; | B!
am metis. Let them try, let them do their best, I will :
never tell them the truth, they would kill me as a waste :-Ef
of time... ] have joined the Wyrm, had the Wyrm forced L
into my mind. | can never go home again. ,:
Image: Paruppt looks remarkably normal, with o
brown hair or fur and pale brown eyes. She is actually D,
quite attractive. Her deformities are all mental, and v
would have led her to the Wyrm even without the L
Dancers forcing the issue. -;..
Roleplaying Notes: You really hate your name, n,
because the first sound you issued atter Dancing the ..
Spiral did not come from your mouth. You are named &
after a fart. If anyone makes fun of your name, kill him. E;
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Tispardon, Master of the
Challenge
Breed: Metis
Auspice: Ahroun

e

-_-’Ei "!_"

Tribe: Black Spiral Dancers (Once of the Stargazers)

Physical: Strength 4 (6/8/7/5), Dexterity 4 (5/5/6/6),
Stamina 4 (6/7/7/6)

Social: Charisma 1, Manipulation 1 (0/0/0/0), Ap-
pearance 2 (1/0/2/2)

Mental: Perception 5, Intelligence 4, Wits 5
t 5
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Talents: Alertness 5, Athletics 3, Brawl 5, Dodge 5,
Empathy 2, Expression 5, Intimidation 4, Primal-Urge 3,
Subterfuge 3

Skills: Etiquette 4, Firearms 4, Melee 3, Leadership 4,
Performance 3, Repair 3, Stealth 4, Survival 5

Knowledges: Computer 1, Enigmas 2, Linguistics 4,
Medicine 3, Occule 1, Rituals 3

Backgrounds: Kinfolk Z, Past Life 1, Conrtacts 4

Gifts: (1) Inspiration, Razor Claws, Sense Wyrm; (2)
Ears of the Bat, Sense Silver, Spirit of the Fray; (3) Awaken
Beast, Clarity, Heart of Fury; (4) Merciful Blow, Silver
Claws

Rank: 4

Rage 10, Gnosis 8, Willpower 7

Rites: All

Fetishes: Deathrattler, Storm in a Borttle

Backeground: You would think that among the Star-
gazersacceptance would be a given —anger and rejection
hold us back from the lessons that we should contem-
plate, right? No, even the Stargazers find metis-birth to
be a sin, to be punished by rejection and hated for the
sins of our parents. Should it not be the parents who pay
the price! Should not the children be forgiven! I left my
home in Denver, preferring to wander alone instead of
tolerating the silent abuse of my loving tribe. When I
came to Mexico City, | smelled the Wyrm in the air
around me. | saw the Wyrm in the faces of the people
who had surrendered their will to live to the places they
were forced to dwell in, and lost the desire to conquer the
odds. Here was a place where | could make a difference.

At first | saw only Bone Gnawers, and | was given
companionship for a brief time. Then came the Black
Spiral Dancers. 1 was defeated and captured as they
attacked the pack | had joined with. The others in my
pack were lucky: they died. I was forced to Dance the
Spiral. I have been accepted as an equal by the Black
Spiral Dancers; to them metis is not a foul word, but an
accepted part of life. | have learned to understand my
once-enemies. | have given my devotion to the Wyrm
and to Harzomatuili.

Image: Three times as ugly as sin. Tispardon is
covered in weeping sores and scabs that she constantly
picks. She has no fur and bears several ritualistic scars.

Roleplaying Notes: Talk later, kill now. Your phi-
losophy on any argument with someone of lower rank is
to htu them and make them fear yOul.

Guardians of the Hive (Generic

Dancers)
Breed: Metis
Auspice: Any
Tribe: Black Spiral Dancers

The Chaos Factor

=) - .-i 1 e R - ;' 1~ _."L"-'i- L

'd_I-1ﬂ._--.L ! ;-_;_' 0 e

Physical: Strength 4 (6/8/7/5), Dexterity 3 (4/4/5/5),
Stamina 3 (5/6/6/6)

Social: Charisma 1, Manipulation 3 (2/1/1/1), Ap-
pearance 1 (0/0/1/1)

Mental: Perception 2, Intellipence 2, Wits 2

Talents: Alertness 3, Athletics 4, Brawl 3, Dodge 3,
Intimidation 2, Primal-Urge 2, Subterfuge 1

Skills: Firearms 2, Melee 2, Stealth 3, Survival 3

Backgrounds: Contacts 4

(ifts: (1) Razor Claws, Resist Pain, Shroud

Rank: 1

Rage 6, Gnosis 5, Willpower 5

Rites: None

Fetishes: None

Roleplaying Notes: See the enemy, kill the enemy.

The Nosferatu
Antitribu

...dear God, what is that thing?
— William Goldman, The Princess Bride

Blister

Sire: Aaron

Nature: Deviant

Demeanor: Caregiver

Generation: 1.2

Embrace: 1985

Apparent Age: 13

Physical: Strength 4, Dexterity 3, Stamina 3
Social: Charisma 2, Manipulation 2, Appearance 0
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Mental: Mental: Perception 3, Intelligence 2, Wits 4

Talents: Alertness 4, Brawl 3, Dodge 2, Empathy 3,
Streetwise 5

Skills: Drive 2, Firearms 2, Melee 2, Survival 3

Knowledges: Bureaucracy 2, Politics 2, Occult 4

Virtues: Callousness 5, Instincts 2, Morale 5

Disciplines: Animalism 3, Auspex 2, Fortitude Z,
Obtuscate 3, Potence 2

Backgrounds: Resources 2, Contacts 3, Allies 3

Haven: The Underbelly

Path of Enlightenment: Path of Evil Revelations 4

Willpower 6

Background: [ was one of the many people crushed
beneath the weight of falling buildings in the earthquake of
1985. [ lay pinned beneath my father’s bloating corpse for
almost a week before Aaron found me. By then | had found
sustenance where once [ had only found affection. I have
learned that what I did is acceptable in the Sabbat, and this
pleases me. Aaron fed on me and then he fed me. [ have left
the world above, at least until [ can be certain that every
one believes me dead. Sometimes, I swear | hear my father
asking me to give him back his leg.

Image: Blister is big and blue. She has more cellulite
on her body than the average hippopotamus and more
teeth than three sharks. Blisters cover her body and rupture
at the lightest contact. These blisters drip green puss that
strongly resembles the waters of what was Lake Teztcoco

Roleplaying Notes: Giggle frequently. Any time some-
one makes a comment about your looks, do your best to
French kiss the guilty party.

Juan Anftonio Lopez de Aguirre ~
Skidmark

Sire: Joseph Cambridge

Nature: Child

Demeanor: Child

Generation: 9th

Embrace: 1964

Apparent Age: 30

Physical: Strength 4, Dexterity 5, Stamina 3

Social: Charisma 0, Manipulation 0, Appearance 0

Mental: Perception 5, Intelligence 2, Wits 5

Talents: Alertness 5, Brawl 1, Dodge 4, Empathy 3,
Streetwise 3, Subterfuge 4

Skills: Animal Ken 4, Stealth 4, Survival 3

Knowledges: None that he can remember.

Virtues: Callousness 3, Instincts 5, Morale 1

Disciplines: Auspex 3, Fortitude 4, Potence 2, Obfus-
care

Backgrounds: Contacts 3, Mentor 3

Haven: Lake Teztcoco
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Path of Enlightenment: None
Willpower 2

Background: [ wish I knew where I came from; [ wish
my head did not hurt. [ wish [ was still handsome. I wish I
had never seen Joseph Cambridge. I remember him feeding
on me after he broke me body. | remember crawling in the
gutters and rivers from Los Angeles to Mexico City, to my
home. | remember finding the other blue people and |
remember them laying me in the sweet waters of the fire
lake. | remember the pain of healing bones, bones that had
been broken for many months. They are my friends; if |
could think well, | would tell them that | love them.
Somehow, | think they already know.

Image: Skidmark isrepugnant. Despite the lake water’s
healing powers, his bones had not been set. Most of his body
has been twisted into shapes that should not be possible.
His head is caved in on one side, and patches of lichen
coated skull gleam through his warty hide. Only one of his
eyes survived the beating he took at the hands of Joseph
Cambridge, but that one eye has managed to grow another
pupil and iris. The socket from his other eye is constantly
leaking raw sewage from his time spent wallowing.

Roleplaying Notes: Grin and drool. When you are
asked what happened somewhere, you recite any conversa-
tion you heard there verbatim. You recite the information
to anyone who will listen.
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Aaron Bathurst = Tequila

Sire: Don Carlos
Nature: Survivor
Demeanor: Bravo
Generation: 11
Embrace: 1945
Apparent Age: 30
Physical: Strength 5, Dexterity 3, Stamina 3
Social: Charisma 4, Manipulation 4, Appearance 2
Mental: Perception 3, Intelligence 2, Wits 4
Acting 4, Alertness 4, Brawl 3, Dodge 4,
Empathy 2, Streetwise 4, Subterfuge 4

Skills: Animal Ken 4, Drive 4, Firearms 5, Melee 4,
Survival 3

Talents:

Knowledges: Bureaucracy 4, Investigation 4, Area
Knowledge (Mexico City) 5

Virtues: Callousness 3, Instincts 3, Morale 2
Disciplines: Animalism 2, Auspex 4, Fortitude 4,
Potenice 3, Obfuscate 5

Backgrounds: Contacts 5, Allies 3

Haven: His armored garage.

Path of Enlightenment: Path of Evil Revelations 6

Willpower 6

Background: I came down to Mexico City from San
Diego to escape a few minor altercations with the law:
murder, rape and grand theft auto... Naturally, I was inno-
cent. After a few weeks I got a job working as a taxi driver.
[ was making decent tips because | spoke English. Don
Carlos got the idea of Embracing me when he took my cab
home early one morning. As | regaled him with rales of the
people I met at the airport, Don Carlos listened and

earned.

Don Carlos purchased a limosine for me just after he
Embraced me, and had a Tzimisce who owed him a favor
alter my features to look human. I must wear makeup, but
[ have learned a lot from the minor dignitaries and the
famous as | drive them through town. I have a reputation
for being a good listener, and for being discreet enough to
keep my mouth shut. What they don't know won’t kill me.

Image: A stockyhandsome man in his thirties. Aaron
is bald and wears a chauffeur's cap wherever he goes. His
face tends to shine from the grease paint used to hide his
skin color.

Roleplaying Notes: Be friendly, make idle chit-chat
and glean as much information as you can. Never get pushy

unless they get pushy first.
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[f war were a game that a man or a child b
Could think of winning )
What kind of rule h
Can overthrow a fool B,
And leave the land with no stain :

- Suzanne Vega, “Song of Sand” i

The {:_:1'151.;]5 Factor is a crossover adven- all of the aforement i:'lfl['ll;.’i.l, don't WOTITY, all of the informa-
ture for Mage, Werewolf and Vampire. The tion about Haight needed to run “The Chaos Factor” can

L ".;- _’. - =

story may include any combination of char- be found within this book.
acters; special sections at the end of each Several books, while not necessary, will make the

=l W
S oa

i

L-"-.'- L R =

chapter present suggestions for charcter com- Storyteller’s role easier and add flavor to the Story. If the
binations and explain general relationships Story is going to be used as a crossover event, the following
information:

among the various factions. Appendix Two supplements all hold usefu

contains crossover rules for the various su- For vampires: Vampire: The Masquerade; The Vam-
F ~ I--\. " 3 i ¥ c . 5 =0 L "

pernatural beings. pire Player’s Guide Second Edition; The Player’s Guide

D af to the Sabbat; The Storyteller’s Handbook of the Sabbat; i

% L9 Y N . k

crerence A World ot Darkness. "

*The Chaos Fac tor” continues and concludes the story For werewolves: Werewolf: The Apocalypse; The .

[.]1 Samuel Haight, the Garou Z‘:L:]t_mr:r and murderer of the Werewolf Players Guide; The Book of the Wyrm; Caerns: ]

Crombey Farm Chantry’s World Tree. Samuel Haight has  Places of Power; A World of Darkness.

been seen previously in The Valkenburg Foundation, The

! For mages: Mage: The Ascension; The Book of LY
Storyteller’s Handbook to the Sabbat, Rage Across the Chantries: The Book of Shadows: The Book of Madness: ’
Amazon, The Book of Chantries, White Wolf Magazine oW 7 B e D

#40, New Orleans by Night and When Will You Rage! h

Needless to say, he gets around. If vou do not have any or =
h { h ]

Tt

[ntroduction 75

=2 = — = == - i = = - — - == s - = e = g = = =l 515 o = =
:'Lh-'"; _;:.-.-3 _T_.I:I !_‘_r‘-h—- I._=.--l: - _"_r.__—h—- __=. -1-:. -,_-_-I- __'._—h—- _=.-r: =L & _r._ L e L= .'L—-.-—- -5.--! n_-El 1 _r._--l- - .".-ﬂ-;l —rci 1 __'L"- - _:. x



T N T R e e

‘.-j--

e -.-i.

s

L ol

-
ol

T

ish characters won't last through the first night.

must be clever and carefu] to survive until the story’s -
conclusion. '

and fair. While stupidity-should be rewarded by a quick

death, ingenuity ought to be worth an even break. “The
Chaos Factor” .

_shrm!d feel endangem@ but not hopeless.

your characters will need it. Oe or more chariicters with
Gifrs, objects or effects
essential. Many of the Storyteller eharaq%ers have items
that can assist the Troupe, Taye
them somehow. Sudden intervention by outside §
ghosts, friendly Garou; Paradox Spirits coming
gther guys — is also a'good idea, provided that your Troupe ™ ?
, _
doesn’t become dependent on miracle.saviors.
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The Story

The Plot: “The Chaos Factor” takes
place over several days and nights, and a
complete chronological calendar of events is
{ included for ease of use. Due to the time
limits placed on player characters and the
ways in which various factions are likely to

The Basic Plot

The final tale of Samuel Haight breaks down into two
parts: Chapter One involves the search for Haight and the
beginning of the war in Mexico City. Chapter Two details
the final stage of the chase and the last confrontation.

Chapter One: Trail of
Blood

Parf One: Countdown to

Extinclion

Days One and Two of the Days of the Dead — Day
ot the Orphaned Souls, Day of the Unpardoned Souls.

Samuel Haight reaches Mexico City, intent on locat-
ing and awakening what he mistakenly believes to be an

Warning!
“The Chaos Factor” can be exceedingly deadly. Fool-
Players

Storyrellers, on the other hand, must be bath generous

i ™ -
s not. “Grimtooth’s Traps;” your Troupe

Some sort of healing dispensation should be offered:
i ]
that heal aggravated damage are

provided playemsican acquire
18§ —
after the

Flipping

berween fryi : 1 {1
\g pan ; C againis :
\ ying pan and fire and back agairris good for the

appetire:

-

: = = = _ . . 3
g Reality goes haywire during the Mexican war; let :
tama, suspense and good judgment rule the day.

; | Wﬂh

Antediluvian vampire. As usual, Haight brings several
agents and employs them in random attacks to spur the
Awakened of Mexico City into a furor. The Skinner tracks
down and locates the false Haven of the Methuselah, deep
within the bowels of the Underbelly of the Wyrm, while
chaos builds in the city. Opportunities for introducing the
player characters are presented, if they do not already live
in Mexico City. Additionally, a section at the end covers
what happens in the city if the player characters do not
become involved.

The Troupe arrives too late. By the time they reach the
Methuselah's false lair, Samuel Haight is gone. Clues left in
the area tell the Troupe where Haight has gone, and could
allow them to build a trap for the Skinner's return. Events
in Mexico City grow more desperate; the Troupe is intro-
duced to several potential allies; should they trust them, or
will the allies betray them to Haight, or something even
worse!

Part Two: Vacation

Day Three of the Days of the Dead — Day of the
Dead Children

Samuel Haight journeys to Jordan, tracking his trail of
clues to Petra and encountering and escaping the powerful
forces that control the area. Does the Troupe dare to
follow!?If so, will they survive! Complications and conflicts
will arise as the players run a gauntlet of vampiric enemies
and the sinister leader of Petra, Talag, along with his
minions in the Mossad.

Evidence comes to light that several factions in the
World of Darkness want to protect Haight. Who are they
and why do they want to help him?

Chapter Two: Treasure
of Tears

Part Three: Chaos Squared

Day Four of the Days of the Dead — Day of
Welcoming the Adults

Samuel Haight returns to Mexico City, determined to
gain vengeance on the ones responsible for misleading him.
The Wraiths in Mexico City are upset. In the Gloom,
things have been stirred that should not be stirred; the
angry dead seek vengeance as well. The Sabbat, the Tech-
nocracy and the other ruling factions in Mexico City must
deal with the players, the dead, and each other. The Troupe
must deal with all of the offended parties, while the Garou
gather for a Moot in preparation for the Rite of the Dead in
the heart of the city. What will the Troupe do? Mages from
the Euthanatos Tradition, Uktena and Bone Gnawer Garou,
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the Samedi and Giovanni Kindred enter the city to perform i'

powerful Rites, and a surprise visit from the Marauders )

wreaks havoc on the city. .

e

Part Four: Chaos Cubed ..

The Day Five of the Days of the Dead — the |.=.1

Exorcism of the Dead. I:I

Samuel Haight has left the city, intent on finding and J
awakening the ancient vampire. Did the characters arrive !

before him? Will they arrive too late to stop him! Will the :1'

Kindred want to Diablerize one of the most powerful -

Kindred in the World of Darkness! The truth about | i

Huitzilopoctli is at last revealed. What will be the final fate !

of Samuel Haight?! II;

P

relude: ;

J e -

Getf

elting the :

J ]

~ i

Characters

e,

: e

involved ;

!

)

P14 Mages .

oo e Samuel Haight isa menace to the Awak- %

AL | | ened; he has made that pt,.u'nl_ clear on at least 'E"

. two separate occasions. Samuel Haight did 't: 8

not learn the secrets of True Magick — he i,

stole them. He stole them from El Dorado, o

{ and hestole them from the Crombey Chantry. I'

Bl Anyone with ties to the Dreamspeakers or -

the Verbena will want his head on a platter '-E‘

if only for the sake of revenge. The fact that he is unpredict- A

able and a very obvious threat to the Awakened should be '

enough to force any mage's hand; what if their Chantry is f

next! l'll

The Technocracy disapproves of Samuel Haight. He is El

awild, untamed threat to all that they stand for. While he 't

has managed on several previous occasions to beat all of the 7 ;

odds and cause irreparable harm to the Traditions —nota ﬁ lil
bad thing in and of itself — he has also managed to literally 4 4

steal a Node, What's to stop him from trying to artack a :‘.

Technocracy Node!? The New World Order has a small :‘

dossier on Haight, compiled mostly of rumors and innu- *I:

endo. If the statements in the files are true, the madman has wl

a following among the Masses, and has even Awakened {

some as Garou. The laws of the Pogrom have been broken, ¥

and Haight goes unpunished. For the common good, Haight :"I

must go. If possible, he should be captured and studied, and E,,

possibly converted. The catch, naturally, is finding him. : - :':

Haight has an annoying habit of disappearing at the worst 1/ o 'y

possible times... ’ﬁ;*’\?ﬁ; _ *'
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R elationships of the Awakened ©&
“The Chaos Factor” allows for various factions to JoIn ¥

together inafighttothe finish against Samuel Haight. There are 4
several variables to consider while getting the characters in- 4

volved in the story, not the least of which is how the characters 5.8
o o

will react to one another. b
The World of Darkness as a whole already has sev *;1

examples of how the various factions can work together, bul:1the
Storytellershould remember that manysupernaturalsknowlittle ¢ ;_.}*
or nothing about their counterparts in the World of Darkn a4
Those who do know something about the other factions af e
supernaturals often know just enough to get themselves in 4
trouble; more often than not, the information they have about
other entities is iInCoOITect.

Garouand Mage Relations: The Black Furies, the Verbena
and the Dreamspeakers have worked well together in the past.
There is no reason that they cannot work well rogether now.
Dreamspeaker mages seem to get along well with most Garou,
and often times have been willing to come to their aid. Bone
Gnawers sometimes get along with Hollow Ones, as evidenced
in The Book of Chantries.

Garou and Kindred Relations: Garou and Kindred donot
getalong. The Gangrel Clan is a rare exception, but even when
the Gangrel and werewolves do get along, the relationship s
usually strained. Recent times have been even worse, as evi-
denced by the bloody war for Chicago. Occasionally, the sahbﬂt
Kindred and the Black Spiral Dancers manage to form alliances,
but they seldom hold together well.

Mde and Kindred Relations: Most mages Iand Kmdred
tend to ignore each other, but their infrequent relationshipshold
together better than most Garou and Kindred alliances. Ik:*ian? of &
the Technocracy, ironically enough, share the Kindred’s goals:

Both groups want the cities to increase insize and 'cpth want the
Sleepers to mind their own business, albeit for entirely different
reasons. However, these two factions of the World of Darknﬂs
do not work well together. The Technocracy views Vampires as
berrations thar should be exterminated. The Kindred view
mages as fools playing with forces they cannot hope to compre-
hend.

Political power plays are common forall three groups, even
among their own kind. In many cases the goals of one group are .
i accordance with the desires of other groups, but that lﬁl:ldﬁ very *
lide to any attempts at solidarity. More often the beliefs and i 5
otivations of the different groups conflict. A Red Talon 'IG::-:mu ﬂ
is not likely to agree with Sabbat expansion be]ief%s, nor with the :
philosophies of the Technocracy in general. Their 1dtf:.jls are set
t00 far apart to make for easy alliance. The Trarlditmns 1and /
Tremere have along-standing feud, and that feud will dtf:ﬁmte}? 8

get in the way of their working together. The various pitfalls ing o
2 relationship might be put aside for a brief time, but sel:fiﬂm f'm'?"
long. As often as not, long-time enemies are likely to wait foran™
excuse to remove obstacles from their long term path, perma-

nently if possible. o

;gll Efjh:his should be kept in mind when introducing the ?
Troupe to “The Chaos Factor.” o2

Kindred

Ironically, the vampires have no harsh feelings towards
Samuel Haight. He helped the Sabbat in their battle to stop
a demon from making his home in their city (see The
Storyteller’s Guide to the Sabbat), and he aided the Camarilla
in breaking up a Kindred slavery ring (see New Orleans by
Night). Most Kindred tend to think of Haight as an ally if not
a friend; he has decreased the Lupine population, and wamed
the vampires in their times of need. He has, in short, made the
world a slightly safer place for the Kindred as a whole with his
actions. Why should they want to stop him!

Haightisan interesting character. However, while he has
proven useful in the past, he could just as easily be a threat. He
seems to know too much abour the Kindred for safety, but he
has yet to use that knowledge for personal gain. There are
several rumors that he has killed and feasted on Kindred in the
past, but there is certainly no proof. No one has been able to
Blood-Bond him as yet, and he has helped both the Sabbatand
the Camarilla; there is the possibility that he is working for
another faction of the Kindred, a worry that should not be
ignored. What if he should make a bargain with the mages,
many of whom would like to see the Kindred removed? How
much knowledge is safe in the hands of a stranger!

If the rumors are true, he has plans to awaken the
Antediluvians, or at the very least to steal their Vitae. Awak-
ening the Antediluvians must not be allowed, and if anyone

is to have their blood, shouldn’t it be the Childer!

Garou

Samuel Haight seems indestructible. He has been
defeated in combat and ripped limb from limb before the
very eyes of the Garou, yet he keeps returning. This vile,
Wyrm-ridden false Garou must be stopped at all costs! He
knows the strengths and weaknesses of the Garou as onlya
Kinfolk can, and he has slaughtered too many of Gaia's
chosen warriors. How can he be allowed to live! He
consorts with Leeches and with Black Spiral Dancers, and
he shows himself to be the enemy of Gaia's warriors with his
every action. It is imperative that he be stopped before his
twisted plans to make more like himself can reach fruition!
He continues to take the skins of his enemies, possibly to
create more like himself. Must the Garou be afraid when-
ever they meet a strange Garou! Must they fear even their
own Kinfolk in these final days?

Samuel Haight was Kinfolk before he became Garouy,
and this is the ultimate insult. The Skinner has vowed to
create still more Skin-Dancers, using the skins of dead
Garou as a catalyst in other Kinfolk's First Change. Many
werewolves look back on how they have treated their Kin
and wonder if a threatening gesture is all that is needed for
a neglected family member to join Haight in his mad
schemes. In many cases, these unvoiced worries are coming

too late.

Haight must be destroyed at all costs. He is the Wyrm

in wolf’s clothing.
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Early Signs of the STtorm:

| In the heart of every stranger
o Here he comes, look out
Teach the world a lesson
Here he comes, look out

— Faith No More, “Crack Hitler”
A Garou Prelude:

There were seven of them in all, sitting
around the dying embers of the Moot’s fire.
The air was chilly, but the fur on their bodies kept them
warm. Elated from the celebrations, exhausted by the danc-
ing, the Garou sat in silence for several minutes, enjoying the
quiet of the night and reveling in Luna’s beauty.

Segrid-Sings-Off-Key, the Fianna, spoke first: “They're
saying the Skinner’s still alive.” His voice was rich, full of the
gusto for life that only the Ragabash ever really seem to
appreciate. Still, the words were solemn. “ I heard he took
out a whole group of witches in Kansas. Killed a few of them
and stole the power from the rest.”

Some of the younger Garou made noises, tried to shrug
off the rumors. Old Sawbones actually shivered where she
sat. “I heard from an old friend of mine in San Francisco,
Beatnik, that he found skinned bodies in an old station
wagon. He didn’t know if the Skinner was responsible, but
says that the car stank of Black Spiral Dancers.” She spat
into the fire, watched the spittle rise as steam and continued.
“Last thing anyone needs is the Dancers learning from
Haight.”

One of the pups, not even named yet, spoke up. He
sounded like he was just telling ghost stories at the campfire:
‘I heard about a caern in Texas, not far from San Antonio.
[ heard it was abandoned, but the smell of Garou blood was
in the air and the words SAMUEL HAIGHT WAS HERE
were carved into the skinless corpses of the Elders.” He
looked ready to continue, until he saw the faces around him.
None of the others looked like they found the idea amusing.
For all they knew, the rumors were true.

One by one, they told the stories they'd heard; some
were preposterous, almost certainly having nothing to do
with Samuel Haight, but still the tales were told, still the fear
built. He'd been killed before, but he'd come back. How
could anyone know for certain that Haight wasn't alive? In
Alaska, the skinning of several Garou had occurred —
simultaneously, dozens of wolves were being slaughtered by
the humans. Could Haight be responsible? In Los Angeles the
recent earthquake allegedly uncovered the skinned remains of
over 20 Garow. In Ontario, Garow were disappearing, and in
Russia the werewolves talked of still more mysterious deaths.

Even if he was dead, the Skinner's name was used too

frequently. Finally, the Wendigo spoke. Leaps-To-The

Clouds spoke just above a whisper, as he had ever since his
throat had been torn out. “I hear that Samuel Haight is on his
way to Mexico City, getting ready to join with the Leeches
and bring down the Garou once and for all....”

The pack isat their caern when the word comes from
the Pure Heart Sept that Samuel Haight has recently
been sighted in Arizona. John Black Horse, a Kinfolk of
the Wendigo, claims to have met a man calling himself
Samuel Haight. He further claims that the man offered
him a chance to become Garou. The Sept of the Painted
Sands attempted to locate the man, but with no success.
Black Horse also claims that Haight was on his way to
Mexico City, to “find a powerful ally and stir the waters
of discontent.” Some find it strange that Black Horse
would bother to warn his Kinfolk, as they have never
been close. Others, especially at the Pure Heart Sept,
believe that this simply proves the case; Haight is look-
ing to make more like himself from the disgruntled
Kinfolk.

Talking with Black Horse proves difficult; he was
found dismembered only hours after he made his phone
call to Ann Susan Black Horse, his sister. No one at the
sept has met with Haight before, but a strange Garou's
scent was on Black Horse's body, and the taint of the
Wyrm was strongly mingled with that scent.

The Elders of the pack’s caern are likely to pass the
news, especially if the pack members are Wendigo or
have battled Haight before. If the pack has met the
Skinner before and opts to examine the evidence re-
maining — John Black Horse's corpse they will
indeed find the scent of Samuel Haight on the body. For
the first time, Garou have advanced warning of where
Haight is likely to show himself. A chance like this may
never come again.

However, Mexico City has few Garou, and most of
the werewolves there are minions of the Wyrm. The
entire city is overflowing with Leeches, and there are no
true septs to be found in the city. The trip is likely to be
a long one. Any attempts to open an Attack Moon-
Bridge, or even a Wild Moon-Bridge to Mexico Cirty,
will land the pack in the very heart of the Underbelly of
the Wyrm, the only location in the entire region with
Moon-Bridge access. Any Garou landing in the Under-
belly of the Wyrm may rest in peace. The Garou do not
even know that the Underbelly exists, and aren't pre-
pared for what they may come up against.
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A Prelude for Mages:

“I hear it was a werewolf that took out Crombey’s
Farm. Does anyone know if that's true!” The words came
out sounding too casual, happy in a nasty way. The rest of
the cabal looked at Trina as if she'd lost her mind. They were
sitting in a small cafe, eating choices from the large menu and
sipping at their preferred coffee blends. Three of the cabal put
their hands over their eyes, massaging the painful headaches
they knew would be on them in only seconds.

Grimm looked the young Euthanatos in the face and
scalded her with his eyes. “Smooth, real subtle. Hope you've
already picked where you want your body buried this time.”

“Yes, child. It's true.” The voice coming from behind Trina
was cold, brittle with repressed anger. She turned quickly and
backed away even faster. Allaister Crombey stepped towards
her, his face a pale mask, expressionless. Then he smiled, a thin,
nasty smile, and Trina wished she could just disappear. Trina
sensed the sheer power that the man could wield, practically felt
his anger as a physical thing. “He ‘took out’ my ancestral
Chantry, and he killed my wife, and he raped the Chantry's
World Tree of its power.” The rage he felt colored his face
crimson, but the smile was there. The hoary chill still echoed in
his voice. “If it's all the same to you, however, I'd rather that be
kept quiet.” His voice lowered by several octaves. “I'd rather not
let Samuel Haight know that there's a bounty for bringing him
to me, dead or alive.”

The Awakened have their own reasons for wanting
Haight dead or, in the case of the Technocracy, captured
T and studied. Haight has made many enemies among the
IMages ilI'l{'f |.".IH."- [EI;'}TIC ]j”']l'.'_‘ Lo Hli[]‘-’.[:‘ -E]]]iL'-f'-. TE"II'..‘ l'i_"'.'l'.'!] l;"'1.
Paradox that Haight is likely to achieve if he is left to his
own devices could prove detrimental to the health of
'E‘II'J’:.-'I}'!-'["IL' ::I]_["Illni.'i h“"[‘l.. FIIH.l. HgHI.T'I., E'Il'.‘ |:'J?'I.";- i'llr':.“rii.h' E'IL‘."{[F'.'I‘:.'C'..'l
one Node.

Rumors start coming in that a small Chantry of Or-
phans has been destroyed in Carmel, California, by unknown
torces. There isnosolid proof available that Samuel Haight
is responsible, but the small Node that once existed there
is pone, and the Technocracy has different methods for
handling Nodes and Chantries.

The characters may have known one or more of the
Orphans, or might simply want to know what is killing
mages. If they are actively pursuing Haight for whar hap-
pened to the Crombeys, or to the Dreamspeaker El Dorado,
they could hear of the attack on the Orphan Chantry.
There was a total of tour Orphans in the Chantry, and they
, the
Bottomless Pit. From time to time they even played at Goth

traveled extensively, performing in their own banc

bars around the country, especially on the west coast.
Their names were Sandi Calloway, Brit Langley, Jason
Fredericks and Tony Cruise. The remains of their bodies

were found in the basement of the burned out house. Jason's
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tortured soul can be heard screaming in pain; his lingering G
death has driven him insane. Those who visit the site and n,
can communicate with the dead could gFIthf:r positive l:
identification of Samuel Haight (Spirit 2 and Mind 3, plus 3
a Manipulation + Enigmas roll, difficulty 7). ':‘
The Technocracy will attempt to gather information : v
aswell. The only solid information available, via telephone — o
communications records, is that the culprit is on his way to ;f* £ X
Mexico City and apparently meeting a good two dozen “‘f{ :
people there. The people who were called from this resi- I — .
dence in the last two weeks have since moved on. The only ke,
exception is Diane White in San Francisco California, and .-:.'
she has no idea where Samuel Haight is, though she will ':
profess to knowing him. Use of the proper Spheres makes A
discovering the truth much easier, but could also lead to ',
trouble. A trio of Men in Black approach the characters %
shortly after the Troupe arrives. They are aware of the o
incident and will do their best to apprehend or destroy the ,_:
characters if the players start sifting through the ruins too t:.
much. The Technocracy is very interested in discovering 7
what caused the explosion. '.
A Vampire Prelude: e
“"Any of you know Samuel Haight? Yeah? Well, listen: ™

['ve heard he’s going down to Mexico City. I hear he knows ;":.
where an Antediluvian is resting. No, he ain’t gonna kill the u
Ancient, he's gonna make friends with it. No, I'm serious. I'
He says he wants to get some of its blood, just so he can stay ',
young. No, he doesn't want the Embrace, says it could kill e
him, on account of his being a Lupine. Yeah, but he's still i"}
okay in my book. Hey, anyone that kills werewolves is okay n,
in my book. g
“Well, the deal’s like this: he wants help on the way. He &
wants someone to cover his ass while he's doing all the dirty .
work. So who's to say we have to let him have all the fun? u
Me? Well, let's just say I'm not above a little late-night 5
snack. Hell yes, I'll join him.” :
Sabbat player characters have it easy; Haight is ',
entering Sabbat territory and knows enough about the :'5.
Sabbat to understand that Kindred tend to move from -
place to place. He would not be surprised by any member ‘_.':
of the Sabbat being found in the area. ;
There is a very real chance that any Kindred who )
has met with Samuel Haight before remembers him o
fondly. The same can be said in reverse. While it is not 3
the recommended method for getting the players in- e
volved, Haight might offer them a chance to assist him J_::
in locating what he believes to be an Antediluvian. !
Haight only makes this offer to Kindred who have X
actually performed Diablerie in front of him. 'r
Haight recognizes the boundaries between the Sabbat ',

and the Camarilla, a thought that makes many vampires o
leery. He is ignorant of the Anarch Freestates, and will ;-
only respond to Kindred of the Sabbat while in their -_
territory. Camarilla players could well be invited along i
&
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Timeline of “The Chaos Factor” |

¢ October 2nd: ,

Y Samuel Haight encounters and kills the inhabitants of a small Orphan Chantry in Carmel, Californma: ‘3

] The energies from the Node are absorbed into Haight's staff over the next chree days. All attemptsto,
gaze into the futute fail, as a result of future Paradox. J {
§ QOctober 7th: . - 1
: Haight destroys the Otrphan Chantry’s physical location. 1
| October 9th: : -

I Haight encounters John Black Horse near the Sept of the Painted Sands in Arizona. Haight Offers thes &
¥ Kinfolk the powers of 2 (Garou. Black Horse declines. o |
3 October 10th:

g Haight kills Black Horse after Black Horse reports 1o his cousin, a Garou ‘at the sept.

] October 27th: = e
t Haight engérs Mexico Ci'[",’.r N

October ;E.Bth: (The First Day of the Dead) i
Explosigns rock the city at 12:01 PM. Several Kindred are fiearly destroyed in the resulting fires, and
craffic is stopped for hours. The police forees in Mexico: City begin investigating the explosions.
| A Among the forées are several Men in Black and several HIT Marks: Paranoia stirs among the
# supernaturals of Mexico City. i ey
{ October 2@th: (The Second Day of the Dead) 1, WY
% Haight enters the Underbelly of the Wyrm. The Minions of Pandemonium arr:_nutfﬁa‘_ﬁwd_by the invasion
} of their secret domain. 5 e

ral strange mages who ,f%

October 30th: (The Third Day of the Dead)
he ﬁmgesnfﬂlﬂﬁrab, o

Haight leaves Mexico City, co-locating to Jordan.
lead him on hisway to P'a raiso Vista. The Froupe,
| nd thert the forces of Petra, 3 powerful, militaristic city that

While.there, he encounters seve

if they follow, encounter firstt
hides a terrifying secret.

{'- October 31st: (The Fourth Day of the Dead/Halloween)

¢ “Qamuel Haight returnsto Mexico City. The Technocracy calls for a purge of all supernaturals in Mexico

¢ City. Chaos explodes.as Sabbat and Techaocracy force®meet inecombat. The Dead rise to defend their
ight in the niddle. Kindred, Tradition mages, and

oups, and the Gaggu are cat

from various puiﬁ‘ts around

h day of the Dead/All Saint’s Dav)

. Les as the Garou of Mexico City perform the Rite of the Dead, ripping |

v from the world of theliving: The Sabbat population INCreases three-
el Haight

The Technocraey callsin reinforcements. Samu
ery old and very powerful Kindred. The Troupe ..}

families from both.gr
Garou come to thecity
November lst: (The Fift
The warin Mexico City cont
the wraiths in Mexico City awa

fold. The Garou of Mexico flee for their lives.
and awakens | 1ui.tzﬂu}pm:r'li, av

the world for their own reasons.

arrives in Paraiso Vista
: attempts to stop Haight and they mect in final bloody combat. |
a November 2nd: Aftermath. _.?
i The war in Mexico Cityrages on, and the only clear victor is Pentex. The Troupe must deal withall that 4
has happened, and must prepare for what-is next.
L =y e S ";ﬁ:‘ﬁh ’
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to wreak havoc, especially if they are gullible enough to
do favors for Haight.

While Haight has no true arguments with the Kin-
dred, he certainly does not trust them. In his eyes, the
only use for a vampire is as a source of Vitae to remain
young and healthy. Haight’s first run in with a Kindred
began when one socked him in the back of the head and
drained part of his blood away. Haight spent a few years
as a witch-hunter before returning to his favorite prey,
the Garou.

There is the possibility that a Kindred or two from
Europe or Asia might well remember Samuel Haight less
than fondly. Most Kindred are as likely to side with
Haight as they are to side against him. Haight has done
a few Kindred favors, and he has even been known to
purchase Vitae at a reasonable price when in need of a
quick fix. Haight is addicted to Kindred blood. Without
it he could expect to age a good decade or more. The
Skinner always has a supply available.

Haight has never feared the Kindred. He likely

never will. Kindred, like the other supernaturals, are

merely pawns to be used and discarded. Haighrt is also
wise enough to know which ones are likely to betray
him.

Kindred from New Orleans likely have the best
knowledge of where Haight can be found, but there
might be a Gangrel or two out there that has taken the
Skinner's killing of Garou personally. Any Kindred
could ingratiate herself to Haight simply by volunteer-
ing to assist him in his actions, but he is not likely to trust
a vampire he does not know. If the Kindred know any
other supernaturals, especially Bone Gnawers, Orphans
or Verbena, they could easily hear about Haight's plans
through the grapevine.

Whatever the type of character, no one is likely to
find the idea of Haight going to Mexico City — and
possibly going after an Antediluvian — very comforting.
Haight should at least be watched by the Kindred as much as
possible.

One way on another, your Troupe should find their way
into Mexico City just as the fun starts:

The Days of the Dead

P I R e

12:00 AM through 11:00 AM: The
Troupe arrives in Mexico Clity.

12:01 PM: Buildings all over the city
t‘:{pln{jﬁ. Fires burn out of control and trat-
fic is brought to a complete stop in most
parts of the city.

12:15: PM: The Technocracy's forces are brought
into play to discover the source of these explosions. The

-:I __!-:I ‘b'“ r‘ - --

SRt T T Ao e

Garou are believed responsible. An “unofficial” form of
martial law is imposed during the state of emergency.

5:30 PM: Several explosions destroy all of the
major power plants in Mexico City. The entire city is in
a blackout.

6:35 PM: The Kindred of Mexico City awaken;
many believe that the bombs were meant for them. They
are not happy. Pentex begins their own investigations,
suspecting Monkeywrenchers.

The night begins...
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Chapter One:
Trail of Blood

L
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Fear not for your souls L
|
For hate and power G
Sing the song of immortality ':.
The Dead Angel has come ¥

L]
Behold darkness and sorrow o
In this empire i
N
— Liers in Wait, “Empire” Ly
v
m,
0 oY . } ' . - = . I‘
[he first chapter of Samuel Haight's descent begins the Troupe becomes caught in a race against time, with b
with the Troupe's arrival in Mexico City. Thanks to a thousand obstacles between themselves and their <
Haight, the city is quickly in an uproar. From this point, quarry. -
ke
L 4 T f"'_:n.
: v
Part One: Countdown to Extinction :

. a
i
!
£ " He’s also a little worried about the idea of waking the :':.
War, chi d:lm‘ powerful creature, but his desire for immortality has long "q
! Tl - r §AT A F - .

It's just a .-;}m:r away, since won over his fear. The longer he lives, the more ;
Y e n - f T T = = g : ] . =
It's JHEL L IO Db L e Garou die; that is all that :'v:-llly matters. Samuel Haight is '
r iy i L™ s % . -1 = n - : L ' - E rl
— Rolling Stones, “Gimme Shelter a man with a mission, and he is very determined. :
Day One: From his first moment in Haight knows that the odds are against him: the -
i A ol -1 E- " . e 4 bk ; . i -
- the Methuselah called Huitzilopoctli. He to oppose to his plans, and relationships between Haight i)
3 - - s . 3 i H - S - . § g " . . e
]-“-L‘ll'f’*'f-“Tht‘_-i“““ll Kindred is asleep within and his previous employers, Pentex, are strained at best. 5
the ruins of an Aztec I?}'Tﬂlﬂld, as .'.111 Ot hl.‘:i- f'l':'.i?.;h[ decides to even the odds [".'} ':,;;L*L*l*'[ng every ["unﬁﬁi]"hj
i e 5 ¥ N = : r i -~ i . = « s 5 g v . 0
evidence leads to a powerful source that controls the ciry. enemy busy looking at each other rather than at him. 3
|I
i
e . . - 1
Chapter One: Trail of Blood 85 5.
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The Diversion

Haight has several people in town with him, all of

whom he has given special orders, and all of whom are more

than glad to oblige the madman. Early in the morning of

October 27, the minions of Samuel Haight plant explosives
in a dozen separate sections of the city. At exactly 12:01
PM., October 28, the explosions rock the city. The Main
Railway Station, the Monumento a la Revolucion, the
Diego Rivera Museum, the Santo Tomas de Villanueva —
Cortes Hotel — and the Templo de La Santisma, are all
targeted for the bombs, as are a dozen Havens of the
Kindred in Mexico City. While none of the explosions
cause irreparable damage, they certainly catch the atten-
tion of the supernaturals in Mexico City.

The city goes a little crazy. After the recent attacks in
southern Mexico and the threats of future violence, the
Sleepers in the city are terrified. The worried Sabbat are
looking for the responsible parties. Few mortals are actually
injured in the explosions, but rumors thar hundreds are
dead spread through the city. The already incredible traffic
problems in Mexico City are made worse by emergency
vehicles blocking almost every major thoroughfare as the
second wave of Haight's plan goes into action. From several
parts of the city, and even from pay phones in the United
States, the police in Mexico Ciry including special
tactics teams led by Men in Black — are alerted to other
spots where bombs are supposedly placed.

86 The Chaos Factor
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Blackout

The final insult comes when the major power plants
for Mexico City are sabotaged, blown apart by the real
bombs. As the sun sets, the Kindred awaken. The Sleepers
of Mexico City are in an uproar, and the Kindred are
seeking retribution from any and all possible atrackers. The
Bone Gnawers of the Sweet Water Sept engage in combat
throughout the night, fighting off the Sabbar and dodging
the Men in Black and HIT Marks that are released into the
streets as riot control forces.

From the graveyards and haunts, the wraiths of the
Orphaned Souls rise from Mictlan to gather their tribute in
food and drink. Seeing the chaos that sweeps the city and
the lack of tribute, the ghosts become enraged. Adding to
the chaos, some wraiths seek to protect Sleepers whom they
knew in life from the Kindred, the Technocracy and the
Garou.

While the bartles rage, Samuel Haight quietly slips
into what should be Huitzilopoctil's Haven, only to find
that it has apparently been abandoned. He finds a passage-
way to the Wyrm's Underbelly and makes note of it
planning to return the following morning with reinforce-
ments.

The Troupe could well encounter several enemies at
the Storyteller's discretion. The trick here is to provide
excitement without causing your Troupe serious damage.
The tale has only begun.
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e HIT Mark troops are on the streets, looking for him, her motions nervous and jerky. She twrned back to face him i
trouble and especially for supernaturals. Iteration X wants  and her face was pale. “We've got company.” \
the violence stopped before it can spread, and will certainly Grimm looked over her shoulder just as the HIT Marks f::
hunt down any unknowns in town, or any obvious came into view. Their stony expressions matched his own; the G
supernaturals in sight. The Men in Black are attempting to only difference was, that there were more sour looks aimed at :"
investigate the explosions. These Men in Black will shoot  him than he could return. Five of the bastards. Running looked IE
first and ask questions later, should any of the characters  like the best option. )
rub them the wrong way. Tradition mages and Orphans who come to Mexico ':'
* The Sabbat is furious. Someone, possibly Camarilla City are likely chasing after the man responsible for slaugh- ¥
infiltrators, attempted to destroy their Havens while they  tering their own kind. Most of the mages will know at least 3
were sleeping. Any unknown Kindred, Garou or mage is a little about the Technocracy's stranglehold on Mexico -
fair game. City and most will use caution, the only wise option when 0
* The Sweet Water Sept is not looking for trouble, but in enemy territory. However, caution may do the mages j

with the sort of night they're having, the sept is likely to i
attack anyone who comes too close without expressing a
desire to talk. The obvious exception here are Garou who
donot attack them immediately. These werewolves are the
Troupe’s best hope; they know the city and can provide
some guidance in return for a little help. They have their
own problems, however, and will not join the Troupe or act
as cannon-fodder for them.

- EE————
1

" The First Day of the Dead: The Day of the Orphaned

Souls | S
The Days of the Dead are a blending of Catholic beliefs

and Aztec beliefs. The _Carhuhc missionaries il‘.ltﬂl;‘i.‘-?':ﬁr
their own concepts of AllHallow's Eve and .lf'ﬂl_l Smrflt :: ;1
(which had evolved from earlier pagan holidays) E it {; ‘LI f
already powerful beliefs in Mictlan, the land of t z E,ljl;
and Mictlantecuhtli, the Aaztec god of the dead. : ¢
Catholic missionaries alrered their own beliefs enoug t;
make them palatable to the Aztec peoples, a task that too

* Pentex is not sure just who has been blowing up the
city, but they intend to make certain that they are not
targeted. Several First Teams will be out and about near all
| Pentex buildings, ready to do battle with any and all
potential enemies.

* Finally, there is the serious risk that the angry dead
will look upon the Troupe and decide that they are to

—_—
e e

et

T ..q.-n._.l—-—|-r_‘_-_'"'*

blame i:i surprisingly little effort, Over a ::.‘W years h:mﬁq, ;dl;"::ﬁ‘}ll
¥ ¥ - s 111 1CCLe ' -
Timeline for October 29 f demﬂm}?ﬁd t'hc £ UE tt;lih;fl:a:ngt‘ as easily as the
- ; ¥ natives of Mexieo accepte T Ty
Early Morning Hours, October 29: The Troupe £ - eses accept having to pay taxes; While the Days of the

possibly encounters the Sweet Water Sepr, learning from
Wanderer just where Haight is expected to show himself.
Haight does show up, but early warnings from his assistants
allow him to escape.

Dead evolved separately from the u:"elglbrarimn Fﬁf Hall}:t:njvw
e pwo have merged toa very largeextent In Mexico.
.[ing the Days of the Dead. the €abric_of reality
en the realms of the living nd the realms of the dead

E

6:00 AM through 7:00 PM: The Technocracy’'s | be_ . allowing wraiths to move among the living world
examination of the bomb sites lead them to believe that A oal g Many of the wraiths simply visiz_theit
Tradition mages might be responsible for the explosions. 7~ w’ﬂ? .murc Edb?: o that all is well. Many others do mich &

The Kindred sleep in their Havens, fitfully at best. The Fﬂmlh&ﬁ*ﬂs“r[d‘m;n{* B a;:e s Linﬁ: P *ﬂﬁa}‘t
Garou search in vain for Samuel Haight, who now enters f s rﬁ: ]?fwhﬁ: L‘:‘,e .i,:,mngﬁi the dead, and a time to #‘i
the Underbelly of the Wyrm. £ o tl'uzf . ;ill;l the wraiths' living relatives. What x

7:30 PM: The Troupe follows Samuel Haight into the i 3w:ngt-:: : lga“t? jfﬂ‘r’ a time to celebrate the memory of the

Wyrmhole...? ' o, fear the dead and“to,defy them as

dead became a time O . <
well. Ridicule and tribute, along with prayer and feasting

are all a-part of the Days of the Dead. 1
The first Day of the Dead is a rime to remember the

The Scene for Mages:

Half an hour in the city and already everything was goin ’ , - iy ember them ot
straight to Hell. The air wasyth:'ck with smoke from seuemfﬁri L o Orphaned Degd;those w%ﬂ; m}'f]i;ﬂgi }E t}?{f&f{rﬂ:n will set food
that the locals still hadn’t managed to contain, and the wraiths ¢ pay tribute to [Them-" hiﬂ?t hﬂﬁ:ﬁ for the Orphaned; in the
were bellowing enough to. .. well, enough to wake the dead. The ~and drink mutmdtl C,'fF il :-Eummﬂﬂ to gather food
howls of Garou could be heard in the distance, and as the sun had ~smaller communities it is n{:nt I'Liln-l irch in the hopes that
just set, it was inevitable that the damned vampires would want | from several fElII‘lllhEE- at th'ﬂ‘ Sy ;::nes where they are not
a piece of flesh for the damage done while they were sleeping. | the OfpHaned willmiox U'MEL l'l?rzv;r the Dl‘["hanéd Dead
Grimm looked over to his left; Trina was looking away from . _welcome. When the night 1 1

hould return to Mictlan, appeased for another year. Natu-
rally, this is not always the case.
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little good if they show up after noon on October 28th. The
Technocracy mages are in an uproar; the city has been

i

. is little that she would willingly share. Mary is terrified of i

b attacked and no one knows who is responsible. The Tech-

:', | nocracy is on the lookout for any unknown mages, and for

r_: other types of Awakened as well. Any displays of vulear

';_: magick in the area will bring down the Technocracy's

4 wrath, HIT Marks and Men in Black are everywhere,

- seeking the cause of the city’s troubles. They expect trouble

:’| and are ready to deal with any opponents who get in their

b way.

:'.' The Technocracy does not know just what to make of

B Pentex, but in Mexico City they leave the corporation and

-4 its workers alone. Pentex is the primary source of income

. for many residents, and the Mexican Technomancers are

L blind to the corporation’s supernatural dealings. The Tech-
|E,| nocracy and Pentex have come to an understanding; both

e groups go out of their way to avoid conflict and even help

P each other from time to time. Any mages spotted by the

i fomori in Pentex’ employ will be reported immediately,

'y and trailed if possible.

, The only safe action for a mage at this time is to keep

e his eyes open for trouble. Being spotted in action will only

:_"E lead to disaster. Any mages found will be captured at best,

. or terminated with Extreme Prejudice. Absolutely no at-

o tempts to argue logically with the Technocracy will be

effective at this time, unless the mage uses the Mind Sphere

A to get her point across.

i The Troupe’s primary goal is to catch up with Samuel

% Haight. The temptation to be led away from that goal is a

'. potential hazard, especially for the Traditions that are

i strongly opposed to the destruction of nature. Conflicts

o rage around the Troupe, but the wise will not join these

j: battles. The pursuit of Samuel Haight should take priority,

s especially with the Technocracy in a furor. o

o Locating Haight will be almost impossible on the first : 1:'L;j'f |

g night. Seeking to find Haight through magick will be futile, 4|J I|I i B o
' as Haight's countermagick is extremely powerful while he hnI I ||| | |,|.||||| ||I |
5 possesses his staff. There are a few slim chances of finding '| | I | |f||' | I'I :r
ind Haight, the best being to locate one of his minions. The ||.|I I |||| e 4
- only accessible person in the know abour Haight’s plans is ||| ||.| | | || W o g
oy Mary Taylor, the Wanderer (see Book One, Chapter Two). I ’ )
a Mary knows a great deal of Samuel Haight’s plans, but there | i =i\

s Haight, what the other Garou with her would think of her

if they knew the truth about her past and, for that matter,

y her own shadow. She has suffered a complete nervous

IJT breakdown, and will probably run or attack (Storyreller’s
' discretion) at the first sign of trouble.

; Mary can tell the mages that Haight was looking for a

1: secret passage near the pyramid of Huitzilopoctli, but she

A must be coerced to give up the knowledge. Again, use of the

> Mind Sphere is possible, but this risks both the

T 'echnocracy’s notice and the Bone Gnawers' ire. Either

L option should be avoided if the cabal wishes to continue

b living.

I::. 88 The Chaos Factor
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The Scene for Technocracy
Mages:

The Technocracy is well established in Mexico City.
There is always a chance that the Troupe is located in the
area or has been transferred there for a temporary assign-
ment. For members of the Technocracy, the adventure
begins with explosions rocking the building where their
Construct is located. From there they must try to locate the
source of the problems. They are likely to find more than
they bargained for.

With or without werewolf player characters, you may
rest assured that some Garou have entered the city, looking
for Samuel Haight. Running across a wandering pack of
Garou in the city is dangerous for two reasons: First, the
pack is likely prepared for combat, and will be more than
happy to tear apart a Wyrm-ridden mage or two. Second,
these Garou are on a mission of great importance to their
species. They are deadly and fast and generally don’t like
being interfered with.

The problem for visiting Technomancers is only in-
creased by the strangeness of their Mexico City comrades.
While the local Technomancers follow their Convention's
beliefs, they are often a little too cruel for the liking; rather
than simply following the logical process for examination
of a subject, the Technocracy mages in Mexico City seem
to gain a special pleasure from torturing them. Even by
Technocracy standards, the Convention mages are cruel
and uncaring.

The Scene for Garou

Barks-At-The-Moon was ready for anything. She knew
the risks when she joined in the hunt for the Skinner, knew that
her chances of survival were slim. Just the same, the very air
around her stank so heavily of the Wyrm that she had trouble
focusing. Even in Homid form she could feel the hairs on her
neck standing on end.

It was even worse for City-Basher. The Red Talon beside
her was almost foaming at the mouth. He kept snapping his jaws
against the air, almost as if there were something that only he
could see . Barks-At-The-Moon knew the problem; City-Basher
hated the city, and this Scab was a hundred times worse than the
ones he'd seen while living in Utah. A thick howling filled the air,
but not the howling of Garou. The sound they heard was much
worse, the sound of Leeches on a blood-hunt. There they were,
not five or six, not even a full dozen. Barks-At-The-Moon felt
her skin crawl as she called forth the Rage and transformed into
Crinos. .. Sweet Gaia, there were twenty of the corpses coming
their way. ...

The primary reason for visiting Mexico City is to find

and destroy Samuel Haight, once and for all. The Wyrm is
. i - & -

very strong in the city, and any Garou with the Gift Sense

Wyrm is overwhelmed by the levels of corruption rampant

in the area. Garou cannot Moon-Bridge into Mexico City;

the only caern in the entire city is held by the Black Spiral
Dancers. This should be obvious before the pack even
reaches its destination. A swift death or Wyrm-corruption
are the only rewards for Garou attempting to force their
way into the Underbelly of the Wyrm.

Pack members who have met Haight before have aslim
chance (Tracking + Primal-Urge, difficulty 9) of locating
his scent, but following his trail proves even more difficult.
Haight has been using his knowledge of Correspondence to
Co-Locate himself from place to place. His trail begins and
then suddenly ends repeatedly.

The Garou must use caution to survive in Mexico City.
Black Spiral Dancers dominate the city, always looking for
new recruits or sacrifices for the Wyrm. The only allies in
Mexico City at the present time are the Bone Gnawers of
the Sweet Water Sept. The members of the sept are more
aggressive than most Bone Gnawers, butare also very happy
tosee any Garou who have not fallen to the Wyrm. If asked,
they will assist the pack, but they will ask for a favor in
return. Four days hence, the Fifth Day of the Dead will b
upon them, and the Gnawers request aid in their Ritual of
the Dead — a ritual designed to force the dead into the next
life, before the Wyrm’s corruption can overtake them —a
necessity in Mexico City. Whether or not the pack agrees,
the Bone Gnawers will aid them, but the pack will find the
help comes easier with a promise.

Mary Taylor, known only as Wanderer to the Bone
Gnawers, is a false Garou, a Skin-Dancer (see Chapter Two
for her statistics and the Appendix for details about the
Skin Dancer tribe). Mary has some information about
Samuel Haight, but she will only share the knowledge if she
is forced to. Mary is not a very good actor, and an Alertness
+ Wits roll (difficulty 8) will allow pack members to see the
way she jumps when Haight's name is mentioned. Manipu-
lation + Enigmas (difficulty 7) is necessary to convince
Mary to “spill the beans.”

Mary knows that Haight is in pursuit of a powerful
Leech, strong enough to make him virtually immortal. She
knows that he is searching for the Leech’s nest near the
pyramid of Huitzilopoctli. That is all she can tell the pack.
Mary Taylor does not register as Wyrm-corrupt. She will
confess to being a Skin-Dancer if forced, and she will tell of
her time in the Realm of cleansing, Erebus, of her flesh
boiling away and of the Wyrm's influence being washed
from her in the fiery waves of silver. She tells only the truth,
and asks for mercy from the pack. What the pack decides to
do is entirely in their own hands, but the Bone Gnawersare
willing to fight to ensure Wanderer's safety; the sept’s
leader, Father Machete, states that she is free of the Wyrm
and therefore worthy. The rest of the sept will follow his
lead.

Techno-mages are powerful in Mexico City, and every
violent action could lead to detection and destruction. The
pack must be cautious if they are going tosurvive. The Bone
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Gnawers have special Talens that may be used by the pack
if the pack is found worthy, but gaining the full trust of the
Sweet Water Sept is not easy. The Talens will only be
granted with the approval of Father Macherte.

T'he Leeches are stronger in this scab than in any other
city on the continent, and they are often more blatant
about attacking. Presently, they are also on the lookout for
whatever has been bombing their Havens. Being found by
the Sabbat Leeches all but guarantees a violent and painful
death or, worse still, life as an Abomination for the truly
unfortunate. The pack is grossly outnumbered, and the
only hopes they have lie in befriending the Bone Gnawers
or in being very, very careful.

The Scene for the
Kindred

Blake looked over at Hendrix and wondered how it was
that the Ventrue always seemed so calm. Blake felt anything
but calm himself; walking into 200 of your least favorite
Kindred was not a prospect that made him happy. There was
no turning back from this crap either, not with so much at
stake. Haight had to be stopped; waking an Antediluvian was
a very bad idea. There had to be something else they could
offer; if it came down to the wire, Blake would offer to feed
the kine's habit himself. Kine? No. Magi, or worse, mage-
Lupine.

Hendrix reached into her purse and pulled a large caliber
handgun from the small bag, a talent that Blake envied.
Beside him, the blue hide of Terrier became visible briefly as
he pointed to the alleyway nearby. They made the dubious
cover just in time; the pack of scruffy looking Lupines shot
right past them, baying loudly and swinging some nasty
looking weapons.

Blake heard a slight gasp from Hendrix and turned towards
her, even as the stake was driven through his chest. Beyond the
fiery pain, he could see the black shapes that surrounded them.
More Garou, only these Lupines looked even worse than the first
group. They were crawling out of a manhole down the alley
aways, and each was more deformed than the last. One of them
spoke, his voice like thunder in a barvel: “Well, my friends,
Pandemonium will be most pleased. ..”

Camarilla and Anarch Kindred

Mexico City is the very heart of Sabbat territory. Any
way the Troupe examines the situation, there are still at
least 30 Sabbat to each character. These are very bad odds.
[f the Troupe has entered the city with Samuel Haight, they
should defend him at all costs, as he is their best chance for
leaving the city alive. If members of the Troupe have
Sabbat Lore, they could very well bluff their way out of the
city using all of the right signals to convince the Sabbat
Kindred that they are just “part of the gang.”

90 The Chaos Factor
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[f the Troupe is a group of Archons, or even worse,
have the Fame Background, their troubles are even worse.
The Sabbat try to maintain files on the Archons in the
Camarilla’s employ; while the files are hardly complete,
there is a substantial chance that the Archons will be
recognized if they have battled the Sabbat previously.
Archons, like members of the Black Hand, are quick to gain
reputations. Any Kindred in town who has not been in
Mexico City for a good while is going to be open to
suspicions, especially considering the explosions earlier in
the day.

Again, the primary reason for being in the city is
Samuel Haight; whether the Troupe wants to help him or
hinder him, he is a significant part of the action. If the
Troupe is with Haight, he will ask them to keep watch for
any supernaturals who come along. If the Troupe is trying
to find him, they could well run into serious trouble along
those lines. The Troupe has no information sources in
town, and will have torely on their Disciplines to lead them
to their target.

Sabbat Kindred

Chances are that the pack knows its way around
Mexico City, or has at least met a few Kindred in the city.
If the pack is with Haight, they could possibly convince
him to do without the fireworks, provided they agree to play
lookout for him. By the same token, the chances of Haight
explaining himself in advance are slim. The pack must
decide if they are willing to follow Haight, but for a chance
to kill an ancient vampire, most would follow him eagerly;
one down, twelve to go as it were.

Of all the different factions, the Sabbat Kindred have
the easiest time in Mexico City — this is their home
territory after all. Still, there are a few complications that
the pack must deal with: the wandering Garou, several
pissed off Tradition mages and the Technocracy come
immediately to mind.

If the pack is against Haight, there is still the problem
of gathering information on his whereabouts. Haight is
difficult to find, especially when he is starting factional
wars all through the city to slow down anyone in pursuit.
Sabbat pack members with connections in town might find
that Kindred who were friendly the last time they met have
suddenly grown hostile. Several sites near Havens have
been attacked, and most of the Sabbat in town are feeling
hostile towards any potential enemies, other Sabbat mem-
bers included.
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Day Two: Into the Onderworld
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Chaos is about to overflow

Evil germinates beneath the homeland

A deadly seed which never ceased to grow.
Ruthlessly, the syndrome will infest the lives
Of thousands who shall try to overcome

Pl But no one is immune to this catastrophe,
The dawn of doom has only just begun

— Demolition, “Prolegomenon/Matanza”

While all of the information necessary for running the
Underbelly of the Wyrm is included in this sourcebook,
Storytellers might want to also look at several other prod-
ucts from White Wolf: The Book of the Wyrm, for
Werewolf: The Apocalypse; The Sabbat Player’s Hand-
book, Clanbook Nosferatu, and The Storyteller’s Guide
to the Sabbat for Vampire: The Masquerade; The Book of
Chantries and The Book of Shadows for Mage: The
Ascension. While none of these books is absolutely neces-
sary, all of them contain useful information on the denizens

that inhabit the Underbelly of the Wyrm.

As the second Day of the Dead begins, the Troupe tries
tohunt down Samuel Haight again, this time having better
success. Haight is tracked back to the same place where he
was seen the previous night, and this time he has gone
beyond the exterior of the Pyramid and into the Underbelly
of the Wyrm. While the paranoia increases above, Haight
and the Troupe face the dangers of a Nosferatu antitribu
Warren, Black Spiral Dancer Hive and Nephandi Laby-
rinth combined. The Dead of Mexico City have plans in
the area as well; many are on a task of vengeance against the
minions of the Underbelly. Many are mad with pain and
don’t care who they hurt as long as someone shares their

suffering.

Pandemonium

The stench was almost unbearable, a ripe combination of
rotting flesh, raw sewage and something far, far, worse. Most
of the group breathed through their mouths, trying to avoid the
smell, but the coating on their tongues tasted like a rotten corpse
must taste. The walls were slick with a dark mucus, and no one
would have been surprised to see teeth up ahead. Enormous
razor-sharp teeth, with bits of shredded flesh and long strings of
gristle wedged in the crevices between.

It was almost a relief to step from the steeply sloping tunnel
and onto solid earth again. The cavern was dark, illuminated by
adiseased glow that only hinted at what lay beyond. Perhaps that
was for the best. The darkness moved, just beyond the edge of
their vision, and everyone turned to see what they could.

Thrusting from the dessicated ruins of a magnificent pyra-
mid, a bloated thing slobbered and shifted. The black shape made

sounds, some like a scream of pain, others like the beating of a
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diseased heart. The pyramid’s remains were intimidating enough, E_

but the mass that grew from its insides was terrifying, almost e
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impossible to take in with only one glance. Someone whispered X

softly in the darkness, a sound that was one part disbelief and two !

parts terrified awe: “God help us all... I think it's alive.” As if
to prove the voice's point, the thing moved again, long rubbery
tendrils sliding from its sides and worming blindly towards them.

-

The Second Day of the f)eaﬂ
Unpardoned Souls

For the Sleepers of Mexico the Days of the Dead hold
many special meanings: a chance to remember -E}Id loved
ones, a chance to celebrate the memories of the past and a
chance to have a lirtle fun. Theyalso hold a certain amount
of danger. Los Dias de Muertos, the Days of the Dead, are not

only times to remember loved ones, but times to fear the
Unpardoned Souls.

_ The second Day of the Dead opens the gateways from
Mictlan for those who died violent deaths. Victims of
oy murder, violent crimes, accidents and worse, the
%% © Unpardoned come home — some say for remembr!:mce
e sumﬁ say for retribution. The dead are offered food andr
Jﬂ drink by the living, who place sacrifices placed outside their

hm_mfs in the hopes that the wraiths will leave the |
residents in peace. The bakers in Mexico work diligen
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4 P € necessary sacrifices; Pan de Muertos — the
read of the Dead — and the cakes and candies that are

consumed b s T : .
iy y the living in defiance of the whims of the

Bakers display candies ranging from simple sugar skulls |
i to elaborate chocolate confections shaped I}ke coffins
% holding corpses bear the names of the people who purch: ‘
@~ them. The idea is simply to eat a skull s
' name in defiance of death proving your lack of fear
s Des:pi[f.: the risks involved, many Euthantos mages go out Df._
i their ways to reach the smaller town around Mexico City in
-::rrde.r to gather as many candies with their name:a
possible. No one knows for certain, save the Ey thanz;tﬂss
but the candies are alleged to carry a point of Tass usabl ’
only by the person whose name each candy bears. Acc idﬁ-n‘t
tal magick created by the beliefs of the hal-:errs and [ht-;:
people towhom they sell. oran elaborate hoax by the death
mages’ Those who could answer the question do not.,

The wraiths who walk freely on the Second Day of the ’

that carries your
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Sﬁad are seldom friendly, and most often want justice i-;p

E :-l[it]Ldl'El'S who have been to Mexico City before and 2
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SUEE ! eaths could have unpleasant surprises in store. The :é
: l‘lpﬂl’fﬂ[‘lﬂd Dead are treated with respect and fear; no one |

m:jws or certain whom they blame, and no one is guaran-

teed safety from the anger the Unpardoned feel. :
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At its base, unaffected by the creature’s presence, they
could just see Samuel Haight sliding under the monster’s
bulk and into the pyramid's remains...

Haight waits for the sun to set before beginning his trek
on the second day. The Kindred are just awakening, and
the mages and Garou are likely growing impatient. At-
tempts to find Haight during the daylight hours prove
futile. While the Troupe first locates and then tracks down
Samuel Haight, he busies himself by chasing down the
Haven of Huitzilopoctli. Haight discovers that the true
Haven has been abandoned, but finds clues to lead him to
the new location... or so he thinks.

In truth, Haight has missed a very important clue that
could allow the Troupe to turn the tables on him com-
pletely by setting a trap. Only, however, if they find the clue
themselves, and only if they survive the descent into the
Underbelly.

Samuel Haight has assumed that someone might come
after him, but has no idea that someone has, indeed, been
in pursuit. He is working on a very different time schedule
than the Troupe, especially the Kindred, and is nearing

exhaustion. This does not mean he won't fight; Haight is
entering a vile place, and is prepared for the worst.

The Troupe should realize just what they are getting
themselves into from the first. The Underbelly is a danger-
ous place where madness and violence are a part of everyday
life. They are also entering an area that is literally unknown
to the city above. If the Troupe has made any useful
connections, they could well gather reinforcements for this
very dangerous task. The least of their worries in the
Underbelly is Samuel Haight. Samuel might want their
skins, or their power, but the minions of the Underbelly
want their very souls.

The Underbelly is full of early warning systems as
protection against interference. No one will get in or out
without being noticed. The residents, however, have come
to accept occasional intrusions by homeless mortals or
wandering animals. Unless the Troupe comes in with guns
blazing, the Underbelly’s minions will be slow to respond.

The Onderbelly

There once was good blood in the breeze here
We rode across the lake each new vear
What have I remembered

What did this used to be

— Crash Test Dummies, “Winter Song”

A general overview of the Underbelly is
given in the Mexico City sourcebook, but
more extensive examination is essential for
this scene. The entrance thar Samuel Haight has located
enters the Underbelly proper near the very center of the
Wyrm-Haven, only a few hundred feet from rhe actual
ruins of Huitzilopoctli's pyramid. The passageway to the
Underbelly is slick with an oily substance that glistens in
the near total darkness.

The smell of decay is strong, but a close look at the
material on the walls shows that it is alive, a protein
substance that coats the tunnel like saliva in a throat. This
substance is fairly mild, but long term exposure to the stuff
works as the Bane Power Infectious Touch. Small chemi-
cal changes will start to occur within a few hours if left
untreated. The Underbelly is illuminated naturally by a
pale green light coming from many of the fungi that grow
in the enormous area. The light is faint; all sight Perception
rolls are made against difficulty 8, although Gifts, Disci-
plines and magick can all compensate for the unholy
darkness.
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The pyramid of Huitzilopoctli once stood over 600 feet
tall; now the growth atop it is twice that size. The pyramid
has ruptured and fragmented, making way for the Pande-
monium that has erupted from its bowels to grow more
powerful. The Pandemonium is alive; the black hide of the
thing pulses, and artery-like passages just under the skin
boil with heat as the putrescence used as blood by the
Pandemonium runs its course.

QOdd things, mindless servitors of the Pandemonium
crawl and slither, maggot-like, over the entire growth,
making repairs and preparing for new growth spurts. The
ground around the Pandemonium is spongy with toxic
wastes and human remains. Lichen grow in the ground and
move of their own volition. The bodies of countless thou-
sands lie at the base of the pyramid, some mere skeletons
and some still bleeding. Perhaps the worst of all is that
many of the bodies still move, slowly pulled back into the
Pandemonium as fuel for growth. The stench is overpower-
ing; aroll (difficulty determined by the individual’s personal
experiences) is required to continue. Failure means that a
Willpower point must be spent to continue, and a Botch
means fleeing as quickly as possible (fear frenzy for Kindred,
fox frenzy for Garou) for the surface world.

Haight has already entered the pyramid, crawling
under the Pandemonium, through one of the pyramid’s
cracked walls when the Troupe arrives. He escapes into it
just ahead of them.
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The Scenefor
Tradition Mages:

Tradition mages have a few advantages in this scene,
especially those with Correspondence, Life, Spirit and
Time. Correspondence allows characters to move about
with much greater ease, and to Co-Locate away from the

problem areas, to sense what lies far below in the depths of

the Underbelly and to run away. Life allows the characters
to sense life in the area and possibly notice a few things that
would otherwise be ignored. Spirit allows the characters to
know just what sort of Banes are below. Using this simple
talent may cause a character to expend Willpower if the
character wishes to proceed beyond this point (Storyteller’s
discretion). Time could allow characters advanced warn-
ings on some of the nastier surprises below; for a truly
terrifying experience, simply tell the character that all they
see is shapes moving in the darkness, as that really isall they
will be able to see without magickal assistance.

Any use of the Spheres is also likely to notify the
Guardians of the area, the Men in Black barabbi. Nosferatu’s
Obfuscate Discipline is unaffected by Sense Life. A hidden
Nosferatu is simply ignored, so even a scan for life patterns
is not a guarantee that the mage will see a Nosferatu who
does not wish to be noticed. The Forces Rote Veil of
Invisibility works in much the same way, and is just as
effective against the minions of the Wyrm.

It would be easy for characters to reach false conclu-
sions, especially at the appearance of the Men in Black
barabbi. The Storyteller should make very clear that the
MIBs are no longer with the Technocracy; while they look
the same, there is an air about them — the way they move
and the way they speak — that is decidedly wrong. One
good look at the Pandemonium should clear up any mis-
conceptions. This obscenity can only be the work of
Nephandi.

Any commotion raised alerts Samuel Haight of his
danger and spurs him to leave faster than he would like.
The odds are too overwhelming for him and he runs while
he can.

The Scene for Technocracy
Mages:

Thih‘ sCene runs 1111,1|r_'h like the scene Hi‘:r.we, but the
characters have a better chance of reaching what they are
after. Corrupt or not, the Technocracy will destroy the
Underbelly if they find out that it exists. Full Technocracy
assault battalions can be employed in a matter ot only a few
minutes, should the Troupe agree that an emergency call is
in order. The battle would be epic, but the Technocracy
would win in the long run.

Any chance of finding the clues left behind by Samuel
E 1a'tj_{h[ would be lost if the Tt:r.:}um-::mcy assault teams were
called in. The only hope would be to use the Time Spheres
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to find out what Samuel Haight discovered. Some might be
tempted to believe that Haight is dead, destroyed in the battle.
Smarter characters will know better. There will be no body as
evidence.

The Troupe may decide to go without the help. In that
case they are captured if possible or killed if resistance is too
harsh. If captured, they experience the wonders of the Caul,
which transforms them into barabbi servitors unless they are
rescued quickly.

The Scene for Garou

Samuel Haight returns to where he was last spotted the
night before. He is easily tracked from there to the entrance of
a Wyrmhole. Garou following Samuel Haight must enter a
stronghold of the enemy. Tracking Haight through the Un-
derbelly is not easy; again, he is using his mage powers to move
quickly and to avoid detection; longstretches can pass without
any indication that Haight has come this way. Once entering
the Underbelly proper, any Garou employing the Gift Sense
Wyrm is overwhelmed by the Wyrm's corruption in this area.
Black Spiral Dancers walk in plain sight, and any noticing the
pack are likely to attack without question.

If the pack uses stealth and caution, they can make their
way to the pyramid without much trouble. Any failures or
Botches allow the Black Spiral Dancers a chance to notice the
pack (Perception + Alertnessdifficulty 7 on afailure, difficulty
5 ona Botch). If the pack is spotted, the Black Spiral Dancers
call out the rest of the Hive and attack. The Dancers attempt
to overpower the packmembers and drag them to Malfeas to
dance the Black Spiral (see Book of the Wyrm for more
details). If capture is not an option, the Dancers will simply kill
and consume the pack. The Bone Gnawers above do not offer
help, nor do they agree to assist the pack if asked; the Bone
Gnawers are alive because they use their brains, not because
they are suicidal. Posthumously awarded Renown does not
interest them.

Caught!
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The Scene for Anarch
and Camarilla Kindred

All Kindred suffer from their delay in rising for the
evening. Haight has a substantial lead over them and he uses
that lead to his advantage. Entering the Underbelly is a
dangerous task, especially for non-Sabbat Kindred. Infernal
Kindred in the area are dangerous alone, but with the added
help of the Nephandi mages and the Black Spiral Dancer
Garou, they are almost unstoppable. Obfuscate is a must for
survival, and even that is no guarantee. If the players don't
want to risk their characters, don't force them. But remind
them that for all they know the very founder of a Clan is down
there in Torpor, and whether they want to help or consume
the Methuselah, the only way to locate the Third Generation
Kindred is down there, where Samuel Haight has already
gone.

If captured, the Kindred will be set aside to be Diablerized
or Blood Bound. If Blood Bound, the Troupe is forced to follow
the Path of Evil Revelations or, worse still, is sacrificed to Ba'al.

The Scenefor Sabbat Kindred:

The pack will have to watch themselves very carefully.
The Nosferatu in the Underbelly want their blood, their souls,
or both. Unless the pack knows the guidelines for the Path of
Evil Revelations, they will be Diablerized or converted as
described. The one advantage is that the pack might well call
for reinforcements from above. The problem there is that a
substantial number of the Sabbat Kindred in Mexico City
follow the Path of Evil Revelations already. Just whom can
they trust! None of the Sabbat above will aid the pack without
very good reason.

If the Troupe is noticed, and battles break out, Samuel
Haight beats a hasty retreat. Haight believes he has what he
was looking for, and will not wait around fight. He has more
important matters to handle.

When the Pandemonitm notices a character, it grabs harshly with pseudopods that erupt from its surface. The limbs have the

tollowing characreristics: Strength 5; Dexterity 7, Stamina 3. The tendrils normally come forth from the main body in groups of six, but
more are produced as needed. Any attacks against the Pandemonium bring forth the Men In Black barabbi and send a shudder through
the entire mass. The living entity immediately alerts the Nephandi and Black Spiral Dancers upon being attacked.

Any member of the Troupe, excluding Sabbat, captured by the Pandemonium appears to be consumed by a formless maw in two
turnsunless she can break away; in truth, the character is pulled intoachamber and sedated with thick fluids forced into the body by needle-
like appendages. The Gift Resist Toxin negates the poisons, and the damage can be soaked. The toxin is not fatal. M ages must use vulgar
magick to defend against the poisons, while Kindred are completely unaffected.

The caprured character is not defenseless, and quick thinking or even quick atracks can stop the Pandemonium from doing any
permanent harm. The Troupe may decide that the character is dead, but the Storyteller should point out that a struggle can be seen from
the exterior of the Pandemeniurm. Be imaginative, and be certain not to give too much detail; leave the players wondering just what the
hell is going on.in there.

If the Troupe léaves the playet en her own, a new Black Spiral Dancer, Kindred on the Path of Evil Revelations, c rrupted
werecreature or Nephandimage will likely remember the lack of assistance when the rebirth is finished several hours later, While unlikely,

evenat this point the possibility still exists thar the ¢haracter could be saved; certain Gifts, Disciplines and rotes could repair the damage
done (Constle the various rulebooks).
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PANDEMONIUM

The Pyramid of Huitzilopoctli
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The wounds on Grimm's arms burned, and
he felt his flayed flesh with every move . Still, the
Skinner was up ahead, and they had to go on. If
the cabal hadn't run across the Garou that were

with them now, they'd have never stood a chance.
| Fate was being kind, and that made Grimm
\ nervous. There was always a balance. Up ahead
of him, Trina leaned against the wall, resting for
a second as she waited.

“Trina, we can't stop now.” His voice was only a whisper,
still the werewolves behind him made shushing noises. Grimm
looked at Trina. She looked back at him, but instead of her
characteristic annoyance, her features showed only pain and
fear.

“Oh shit.”" He looked closely at Trina, at the black mass
from above her that had glued itself to the back of her head. “Oh
shit,” he repeated, “Trina. .. | thought they were only shadows.”
His apology sounded so weak, so ineffectual. He watched as the
black tendrils wrapped completely around her face, lifting her
mto the air. Finally, she screamed. ..

Crawling through the small entrance that Haight used
is the only way to avoid the Pandemonium, and even that
is not a guarantee of safety. The Pandemonium is a living
entity, and is always hungry for more knowledge and power.
The Troupe must use caution and skill to avoid contact
with the malignant thing above and around them. Contact
with the Pandemonium’s cold flesh is unsettling at best,
and exceedingly dangerous at worst.

The Pandemonium moves slowly, shifting and pouring
through the cracks and crevices like honey on a hot
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summer’s day. The “skin” on the Pandemonium glistens
with a foul excretion that, in reality, functions as the eyes
on the creature. The Pandemonium “sees” everything that
comes in contact with its body, and senses whether or not
the new creature is corrupted enough to pass freely. Haight
was deemed suitably twisted, and most Sabbat fall into the
same category. Most Garou and Awakened do not. Contact
with the plasmic mass must be avoided at any cost, and
Garou will sense this instinctively. The Storyteller should
clearly emphasize that the syrupy mass is moving, and is
reaching outward, questing for contact.

Tosuccessfully navigate the corridor of Huitzilipoctli’s
Pyramid and reach his ancient Haven requires 15 cumula-
tive successes with a Dexterity + Dodge roll, difficulty 5. A
failure means only a delay while waiting for the dripping
mass to move enough to permit passage. A Botch means
that the character has been noticed as something more
than debris.

Beyond the
Pandemonium

Once past the long hallway, a chamber that has never
been touched by the Pandemonium lies in wait. The
chamber is narrow and shallow, only a dozen feet across and
five feet in height. This is where Huitzilopoctli spent
several centuries in Torpor. Haight has already abandoned
the area, but clues that he was there are evident. The thick
dust that covers most of the floor is scuffed; thick clouds of
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ril. the dust still move sluggishly in the stagnant air. Several The scrolls that Haight has seen will lead him in
X scrolls, yellowed with age and brittle to the touch, lie on the another direction, across the oceans to the land of Jordan,
. ground. The papers have been recently handled, and have toasmall city hidden from the Sleepers: Petra in the Valley
. suffered minor damage. A Perception + Alertness Roll of Kings — home to a powerful being, rumored to be a mage,
" ; (difficulty 7) reveals a small collection of papers that have a mummy, a vampire, or something worse. Those familiar
Ly not been touched, hidden beneath a small stone table in ~ with Jordan should be afraid to go there; madness and death
03 the corner. always follow the Awakened who enter Jordan.

= These papers, written in archaic Spanish, reveal the The evidence says that Samuel Haight has gone to
[ true location of Huitzilopoctli. The ancient Kindred moved Jordan, specifically to Petra. Will the Troupe follow him!
gL from the Haven where the characters stand in 1978, to a If so, move on to Chapter Two. Will they stay behind and
» new Haven in the mountains beyond Mexico City neara  wait for his return? Or Does the Troupe dare go on before
£ rtown named Paraiso Vista — View of Paradise. Samuel him to Paraiso Vista? Whatever the answer, read on, and
' Haight has not seen these papers. rest assured that chaos lies in the near future.

3 v

[ wil

;; Part Two: Vacation

i

o | There are nights Scene One: Passage to Jordan
:'; When the wind comes howling through my old place The chances are good that the Troupe will look briefly |
', , I have dreams : : at the scrolls and then make up their minds about whether
ks And!uu{ceypwuh d‘nelswltxnmrgdmmm}'fﬂm ornot to follow Samuel Haight to Jordan. If the Troupe has
,.. pp) AAnd I wait til the moming comes not specifically taken a few days — time they do not have
e . — Crash Test Dummies, “The Ghosts — to look over the documents, then most would assume
=3 That Haunt Me” they could have missed a few details. The Marauders take
g The second part of “The Chaos Factor” advantage of this problem, “coincidentally” adding a cryp-
; deals with visiting Jordan and the legendary tic description that leads the Troupe not to Petra, but to the
'I city of Petra. To properly work out all of the details in Petra Tower of Al Durab, a Chantry ruled by the Korratal, a
L-:‘-.. and Jordan, the Storyteller should take the time to look Hermetic Chantry that does not recognize the Traditions.
" over A World of Darkness, the initial world sourcebook The Troupe find a less than friendly reception waiting for
’. for the Storyteller System. Details that are not given in this them.

g book, due to space limitations, are handled in A World of

"y Darkness. All truly pertinent points are covered in this Scene Two: “YouWant Os to |
:-.- chapter, but a more in-depth look could make for a more At ack Who?"

' intezesting Vieation: The Troupe arrives in Petra too late to capture Haight,
';_-: p IO-I- primarily because Haight never made it all the way there.
i3 While the Troupe is dealing with the Korratal Chantry,
X In Vacation, the Troupe must try to find Samuel unknown forces turn Haight away from Petra and lead him
> Haight before he awakens something best left undisturbed. to back to Mexico City. Haight has been shown the error
il Haight is obsessed with locating Huitzilopoctli, and he of his ways and returned to Mexico City, from there to
'.: believes that his target is in Petra, a heavily armed section move on in pursuit of his goal in Paraiso Vista. Meanwhile,
£ of Jordan that few even know exists. Haight doesn’t waste the Troupe, should they decide to follow Haight to Petra,
:; any time — he immediately moves off to locate the ancient must deal with Talag, a powerful minion in the World of
r Kindred. Darkness, and the true Prince of Jordan. The Settites and
i What has gone before: Haight Co-locates to Jordan the Assamites are both watching and waiting, and many
;:J_ and from there follows the clues he found in the one scroll ~ options make themselves known.

- he did not leave behind. He has information that the v v '
IT Troupe is not privy to, and uses that information to get a Whai IS Reﬂ“y (]Olng On

:'1. $Ub5.til].'l1.'£2.ll ht:;ad start on the charactﬁrs. Thlﬁ s1d§ trip was Unknown to Haight and to the Troupe, Haight is
b el Lnl—_lmght Smlgu—"al plans, and he is WII[h{:uthlsnurmal getting help from another source: the Marauders. Three
:;"' array of back up. This does not mean he is helpless. Mexican Marauders (see Chapter Two) have decided to I
":'1 Timeline for October 30 help Haight for their own twisted reasons; Haight has

already caused substantial damage to the Technocracy of
Mexico City. He is a chaotic force that causes violent
change wherever he goes. The Marauders are watching
Haight closely, even considering him for possible recruit-

6:00 AM: Haight Arrives in Jordan.
7:30 AM: Haight leaves Jordan.

o .
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ment. While the Troupe stalks Haight, the Marauders do

their best to stop the Troupe in typical Marauder fashion. I;.
ll

Scene One:
. e

1y

Passagelojordan  §

The sands spread forward for as far as the ':
eves could see, undistinguishable from anything &
else in the area. The night was clear, and that ':'_II
was a bonus. Everyone was tired already, but J_i:
really, what could anyone do save go on? Haight i
had to be stopped. There could be no mercy for "
him, especially not after the way some had died I
in the Underbelly. :‘.:'

Eventually, after consulting the maps and a -

compass, they all agreed to head west. The fine sands beneath v
their feet were almost impossible to walk on, but just solid p!
enough to make sinking a minimal risk. They walked for what X
seemed like hours; everyone was too tired to speak, save to ': :
discuss what could be done to stop the madman somewhere .:_
ahead of them. !
Finally, after too long spent in pursuit, they saw the distant L,
shape the map promised up ahead of them. The tower thrust high I l'.
into the air; even from a distance, even when it was still just a 0
faintimage, they could see how tall the structure was. The winds D,
started blowing, and everyone was glad for the gentle breeze's A
cooling touch. Until the sand came. A few tiny particles at first, o
and then the sting of dust in the eyes, and then the taste of sand i_';h
in their mouths. The winds blew harshly, and they could feel the "
sand trying to force itself into their lungs. "y
Then the distant tower disappeared, hidden by the sudden .E
wall that grew before them. The barrier continued to grow, and -
finally they realized their mistake. Not a wall, a wave. A wave o
of sand rising 20 feet above their heads. There was no time for =
calling out, the moving mountain was upon them, and they {:-
could only pray to make their way free as the ultra fine particles "
engulfed them all. .. <
Getting There: The trip from Mexico City to Jordan b

is substantial, particularly by mundane means; it is also u
close to impossible for Kindred to make the trip. Samuel i
Haight co-locates himself to Jordan, and if the Troupe .
chooses to follow, they run across a potential snag. Mages Ty
adept in the use of the Correspondence Sphere could save :"
everyone a great deal of time, but doing so would require e,
vulgar magick. ,_f
There are several other problems inherent in such !
action, not the least of which is sunlight, or more impor- lll
tantly the strong allergy most Kindred have to sunlight. g
Jordan is on the other side of the world from Mexico City... :
nighttime here means daytime there. Kindred player char- s
acters are likely to take being thrown into the fire very o,
poorly. '
Garou are another matter entirely; most Garou could i
actually make the journey themselves with a Moon-Bridge, D,
Chapter One: Trail of Blood 97 L.
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', but only part of the way. Jordan has no Moon-Bridges, and
_"I" the closest accessible bridge, the Wheel of Ptah (see Caerns:
e Places of Power), would still leave the werewolves several
N hundred miles from their destination. Then again, the only
G caern in Mexico City belongs to the Wyrm...

';_-: Kindred on their own would be forced to take public
& transportation to Jordan, and that requires passports, a
:‘ flight that does not extend into the daylight hours, and a
1'. delay that would give Haighr too large a head start. Better
.:1. perhaps to wait behind, in the hopes that Haight will
: return. Or perhaps a visit to Paraiso Vista is order...

I‘_.-

[ Jordan

\ Jordan is a land of mystery to most of the Awakened in
,:! the World of Darkness: Garou seldom go there, mages find
5_. the place uncomfortable, and most Kindred who drop in
- unexpectedly tend never to leave. The Silent Striders at
R the Wheel of Ptah Caern claim the land drives people
:; insane. Some Kindred claim that the Settites are respon-
, sible; others believe that mages are at fault. Some mages
2 believe that Jordan suffers from Marauder influences. All of
é.‘l. these groups are right. And wrong.

i The more knowledgeable among the supernaturals
. believe that Petra houses something so powerful that its
s influence is felt throughout all of Jordan and many parts of
b the Middle East. No one is certain just what lies hidden
* within the depths of the stronghold, but whatever it is
a1 apparently can drive people insane. The Marauders are
I'_": known to break into the physical world around Jordan
-, frequently, but no solid connection to Petra has been made,
! despite rumors to the contrary. The Settites do indeed
':" make their presence known from time to time, as do the
b Assamites. But no one with any real knowledge believes
At that they are responsible for the field of madness that
,'_" sweeps over the entire area. T here is a powerful Chantry ot
i mages believed to exist in the desert, but only a few are
l" certain exactly where it rests, and no one has heard from
. the mages there in over 50 years. The assumptions are many
::" and varied; the known facts are few.

G Upon entering Jordan from whateveraccess, the Troupe
by can follow the clues left behind straight to the hidden city
3 of Petra— well, they only wish. The clues that the Troupe
| have in their hands lead them only to the Tower of Al
‘ Durab. Al Durab is almost four hours away from anything
il of significance, and even if the Troupe can co-locate to |
'2 their destination, they soon find themselves in a blinding
i and painful sand storm. The sand and powerful winds are
[ really only an inconvenience, unless the Troupe continues
- on towards the Tower. The Tower can be seen from where
i the sand storm is active ( Perception + Alertness, difficulty
;:' 8), but only as a dark shape against the sky.

e, The winds increase in velocity and the sands start causing
e pain if the Troupe continues. Normal defenses apply against
: ' the sand storm, but if the Troupe continues on foot for more
'.i a 3 than two turns, the sands start to move in waves across the
. L
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desert’s floor. The moving dunes are capable of burying the
entire Troupe in only one round, and are not easy to notice in
advance (Perception + Alertness, difficulty 7). Once buried,
the characters have to force their way out from under the sand
and try to continue on. Magick, Gifts and Disciplines are
probably the only option for staying alive, and the sand is so
finethat Storytellersshould use the drowning rules in Werewolt
and Mage as if the characters were drowning in water not in
sand.

Ironically, any use of True Magick (not Gifts,
Thaumaturgy or Discplines) stops the sand storm immedi-
ately; the Chantry’s defenses were never meant to cause harm
to other mages.

The next problem is simply getting inside the Chantry,
which the Troupe may still believe is Petra. Huge iron doors
block the entrance: the doors are very sturdy (Strength of 10
toforce the doors open) and are barred from the inside. Gifts,
Disciplines and magick can still force the door. The mildly
foolhardy could simply try knocking. The door will be opened
by the two golems on the other side, accompanied by a mage.

The Tower of Al Durab

Then to the rolling Heav'n itself I cried,

Asking, “What Lamp had Destiny to guide

Her little Children stumbling in the Dark?”

And — “A blind Understanding!” Heav'n replied.

— The Rubdiydt of Omar Khayydm, Verse XXXIII

The Tower of Al Durab is more legend than reality in the
World of Darkness, and that is just as the Awakened whostudy
there prefer it. The people of Jordan occasionally talk of seeing
the Tower just before a blistering sand storm tears their sight
away; often these sand storms seem to appear from nowhere,
leaving the people who have seen the Tower buried under tons
of sand, or miles away from where they thought they were.

Most who have seen the Tower describe it as a small
marble needle thrusting towards the sky, but some have been
awestruck by its unnatural size, claiming that the tower is as
large as all of Mecca. Those who make the latter claim also
state matter of factly that the Tower is made of black stone and
sold, but few people ever believe such claims.

The Tower is real, and both descriptions are accurate.
The Tower changes shape almost constantly, sometimes
appearing as little more than a hut and other times appearing
asa massive fortress. The Tower of Al Durab holds a powerful
cabal of vaguely Hermetic mages, or, more precisely, followers
of the Kabbalah — mages named for the powerful tomes they
study and revere as the one truth. This cabal has little to do
with the outside world, primarily because they suffer from a
odd form of insanity. The mages of Al Durab have dedicated
themselves to understanding the Kabbalah, completely ignor-
ing the world beyond their Chantry's walls.
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The mages are isolationists, and want nothing to do with
aworld that has lost its perspective in the quest for Ascension.
There are no young members of the Chantry, nor has a new
member joined them in over 400 years. Every single mage in
the Chantry isa Master of their magicks, and a few are believed
to have reached Oracle status.

Nodes

There are several Nodes of the Tower of Al Durab in
places around the world, but most are in the Middle East.
Mages familiar with the bygone Ahl-i-Batin may speculate
that remains of the Web of Faith feed the Tower. Places
where the Israeli faith is strongest normally hold Nodes to
the Tower of Al Durab. Some even claim thata Node of the
Chantry exists in Eden.

The Horizon Realm

The Tower's Realm is a massive sprawling library
dedicated to the Kabbalah. The only inhabitants of this
Realm are the mages themselves and at least 30 golems that
defend the library from intruders and deliver parchments
for research to the different mages upon their requests. No
sound above a whisper is ever heard in the Horizon Realm.
No one outside the Chantry is ever willingly permitted into
the Library. There are no exceptions.

Purpose

The entire reason for the Chantry's existence is the
pursuit of knowledge about the Kabbalah. Nothing else
matters.

History

Long ago, further back than most of recorded history,
the Tower of Al Durab became a study house for the
Kabbalah. For centuries, outside mages were permitted to
come and study magick in the Chantry. In its heyday, the
Tower was second only to Doissetep as a place of learning.
As the years passed, the mages of Al Durab started turning
away the mages who came for information and teaching.
They wanted nothing to do with the Ascension War, the
Technocracy or the Council of Nine. The only exceptions
the masters permitted were mages who wished to explore
the mystick Kabbalah. In this day and age, most mages
believe that the Tower of Al Durab is a legend, long ago
destroyed by alien forces. That is how the Chantry wants it.
No one has visited the Tower in over 200 years, and only
seldom has a mage of the Tower left for any reason.

Internal Relations: The inhabitants of the Tower of
Al Durab agree on the only important aspect of their lives;
the Kabballah must be understood. Nothing else matters —
the Kabbalah isall. Asaresult of this philosophy, the mages
of Al Durab seldom argue.

External Relations: There are no external relations
with the Tower of Al Durab. The foolhardy who come too
close are driven away by sand storms. The persistent are
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arracked b‘f.-‘ the :f_-‘,[_‘.llli.:‘ﬂ'l;*i unless they are Among the Awak-
ened. Members of the Awakened are greeted formally and
tersely by the Chantry’s mages and politely asked to leave
— unless they seek knowledge of the Kabbalah, in which
case they are greeted as long lost friends until they start on
another subject, at which point they are politely asked to
leave. Those who wish ro stay and borher the mages of Al
Durab find themselves ar the mercy of angry Masters.

No one who does not share the Chantry's fanatical
love of the Kabbalah isallowed to come ro the Tower or stay
at the Tower. No exceptions. The mages of the rower don't
want to help with problems, nor do they want to teach new
students. They wish to be left alone. The mages of the
Tower are isolationists. After a few tries on the Troupe’s
part, the Kabbalah mages will state their position. If the
Troupe reveals at any time that they are looking for Petra,
the mages of Al Durab will tell them simply that they are
miles off course, and to head to the east.

There is still the very distinct chance that the Troupe
will be particularly stupid and insist on exploring the
grounds themselves. This is what the golems are for: pest
control. Statistics for the golems are in Appendix One.

[f the Troupe still can't catch the hint afrer encounter-
ing the golems, the mages of Al Durab will handle the
problem themselves. These mages are old and powerful,
and worse still, fanatical. They will not attempt to kill the
Troupe unless actually attacked, but they will do their best
to Co-locate the players where they can do no harm, say,
into the middle of the Atlantic Ocean.

Scene Two: You

Want Os 1o
Altack Who?

Petra is the best kept secret in Jordan.
Most of Jordan, the Middle East and, for that
matter, the world does not realize that Petra
even exists. 1 he forces that surround and
defend Petra are formidable. The full details
on Petra's history are presented in A World
of Darkness. Just the same, here are a few
details:

Talag, an Assamite elder of great age
and power, rules over Petra, and over Jordan as well. Talaq
has forces watching the Troupe from the moment they
arrive in Jordan. While he pays them little heed if they
move through the desert in pursuit of the Tower of Al
Durab, Talaq will still keep them under observation when-
ever possible. Should the Troupe then move towards Petra,
a band of Jordanian soldiers, equal in number to the
Troupe, will approach and force them back. The only way
to stop the soldiers is to defeat them, and the soldiers fight

100 The Chaos Factor
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to the death. A second group of soldiers will be dispatched
immediately if the first group falls; the second group is twice
the number and will not stop to ask questions; they open
fire on sight. If any Garou have been observed, at least one
soldier will fire phosphorus grenades at the werewolf from
a grenade launcher.

[f the Troupe persists beyond these simple warnings,
the Naba, the citizens of Petra and the fanatical fighrers of
Talaq, will attack without mercy, outnumbering the char-
acters by twofold. The Naba are well versed in what is
needed to kill a vampire, or a werewolf, or a mage. Should
the Troupe survive all of this and press on, a larger group of
Naba led by Talag himself will approach and warn them
away. Every character who stays beyond this point to fight
will suffer from a Derangement; chosen by the player or the
Storyteller, the Derangement will be permanent.

As with the Tower of Al Durab, the citizens of Petra
will fight to the finish to assure that no one goes beyond the
boundaries of their land. Something of extreme power lies
within Petra, and that something wants no part of the
Troupe’s mission. Any Troupe member moving beyond the
actual boundaries will be assaulted on a mental level and
driven insane. The only defense for this attack is a Will-
power roll (difficulty 10, minimum of 3 successes per turn
required to avoid gaining a new Derangement).
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Any character who still insists on reaching the heart of
Petra has his mind destroyed completely. A useless shell is
all that is left when rhis assault is finished. There isachance
that the mind could be brought back with magick, or even
with Disciplines and Gifts, but the chance should be slim.
The people of Petra take anyone found in a mindless state
and deliver them to their friends in hostage negotiations —
“vour friend is dying; take him and leave or you will all suffer
the same fate.”

Petra is not a nice place to visit, and the Troupe should
take the hint by this point and just leave. There is nothing
to be gained from forcing their own agenda against what-
ever lies buried in Petra. Talaqg's influence goes far beyond
just Jordan; if he desired, he could arrange for the Troupe’s
deaths in almost any country. This is not a good man to
have as an enemy. If the Troupe reaches as far as Petra, they
may well have problems later. The Mossad, the intelligence
agency for Israel, has agents within Petra. Any character
getting close to Petra is photographed several times. Soon
after the Troupe leaves, the information gathering process
begins. If the Troupe members have killed while near Petra,
they are likely to have a few surprises waiting in the future
— surprises like firebombs and exploding homes.

Possible ways in which the Troupe and Talaq could
come to an agreement are listed in detail in A World of
Darkness.

e

MexicoCiH{gnﬂweﬂirdDa of TheDead
= TheDayorthe

He thrusts his fists against the posts and still
insists he sees the ghosts

— Stephen King, “It”

There is a very strong possibility that
one or more of the Troupe chose to stay in
Mexico City. Peace does not return when he
leaves. The fires started by Samuel Haight
have become a conflagration. All around the
city, the supernatural forces have prepared
themselves for the worst; the Kindred are still looking for
whatever assaulted their Havens, the Bone Gnawers are
preparing for their greatest celebration, the Rite of the
Dead, and the Technocracy is storming through the city in
pursuit of any creature not aligned with them.

And then there's the Underbelly... anyone who was
involved in the disruption of the Underbelly is now badly
wanted. The leaders of the Underbelly want the interlopers
dead. Anyone still in town may find a few unpleasant
surprises waiting for them, as the Nosferatu are now watch-

L e T N Y M e e ety Ly 1Y P D et S F L 1Y RN R I Y R T T I e e T

ing as many of the supernaturals as they can. The Black
Spiral Dancers will forego their normal solitude and ac-
tively hunt for the fools that disrupted their Hive, and the
Nosferatu will do their best to point the Dancers in the
right direction.

The paranoia in Mexico City has reached an all-time
high, and old arguments among the Awakened are now
being settled violently. The Technocracy is trying to locate
a powerful cabal of Tradition mages, or perhaps an ahriman
(cabal) of Nephandi. The Black Spiral Dancers are ready
for any Garou they can find, and they have enlisted the
assistance of several of Pentex's Fomori for the duration of
the hunt. The Sabbat of Mexico City suspect everyone,
including each other, but they definitely suspect any Kin-
dred from another part of the world above their own. The
city is boiling over with tensions and sporadic fighting, and
as the sun sets, the wraiths of the Children come home to
spend time with their families.
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On the third Day of the Dead it is possible that nothing

extraordinary happens to the Troupe members who stayed
behind. It is also possible that they have a hundred bizarre
encounters with the Dead. Euthanatos, Samedi, Giovanni

T
= L B

and even Silent Striders are all likely to meet with the

wraiths, possibly adding a single night's mystery as the
Troupe tries to help a child find his murderer in the world’s
largest city. Many a dead child cries aloud on the Third Day
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b of the Dead, lost and without family.

5

o Storytellers are advised to play fast and loose with
b events on this day. It is possible that almost any supernatu-
'. ral that the character has met and killed in Mexico City will
L return, ready for arematch. ltis possible that any characters
i who were killed could return, saying their last good-byes,
s Ee0c=0ys
i/ and it is possible that the supernatural rulers of Mexico City
¥ - —— y -, - .

osi' could find the Troupe, beginning a final conflict — well,
b only if the characters are very careless.
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The Days of the Dead in
Paraiso Vista.

Paraiso Vista is at the opposite end of the spectrum
from Mexico City. Truly, there are few places left that seem
so unaffected by the World of Darkness. The people of
Paraiso Vista visit with their deceased, just as in Mexico
City, but without the late-night drunken revelry, and
without the overwhelming numbers of the dead walking

among the small population.
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doors, trails by which the dead can find their w:
to mock death and celebrate living, while the
about. And the Bone Gnawers help as many Sabbar as they ¢
choose to stay hidden away on the Third Day of the Dead
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The Third Day of the Dead: The Day of the Children

The third Day of the Dead differs from the others substantially. For one thing, it is also Halloween, and

eveninMexico City, trick or treating is not uncommon. Children run through the streets in masks and gather
treats for their trouble, and the Bone Gnawers wear masks of their own, special fetishes that make them
undetectahle by mage and vampire alike. On this one night, the Garou claim the blood of Kindred in the
town, tearing apart any that they can in order to gain the necessary vitae for their final Rite of Death.
During the daylight hours, the Sleepers in Mexico 2o to their familjes’ graveyards and tend the
cemeteries, cleaning away a year’s worth of weeds and painting the headstones and tombs in bright colors,
Paper streamers decorare the walls of the cemetery, often covering any shrubbery as well, again to let the dead
know that they are welcome. Last minute preparations are made for the feast that night and the next, and
Calacas — Day of the Dead figurines — are purchased or made. Crafted from papier mache or from wood, the
figurines represent every activity and walk of life — s viewed from the dead’s petspective. Bookkeepers,

doctors, librarians, even ice cream vendors — all are depicred in the performance of their duties, and they
are depicted as skeletons. The figures are only a few inches tall, and the craftsmanship

in $ome cases, but the power of the figures is real and strong. This power is the
it only briefly.

In some places the friendsef dead children come to play with the deceased’s toys, allowing the parents
to remember the child oné last time; in some cases the dead child will acrually join the
the dead children walk again. This not often a pleasent thing...

The Sleepers of Mexico prepare feasts in their

is almost negligible
invitation to come home again,

m. And everywhere,

homes, weaving trails of marigold petals to their front
ay home again. In the streets the

citizens dress in masks made
wraiths walk among

them and remember what living was al]
an along the route to Final Death. Many Sabbat
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Chapter Two: 3
' Treasure of &
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Fighting on with dignity L
In life and death we deal

The power and the majest
Amidst the blood and steel
One shot at Glory 3

1 l‘

Driving hard and seeing red 1LY
Destiny calls me -
Remember
Remember t
— Judas Priest, “One Shot at Glory” o

". -

The second and final chapter of Haight's last stand Troupe form a part, weave steadily in upon the Skinner. At .
finds the trap closing in. The strands of fate, of which the their end lies a beginning, as well. A dark beginning...

Part Three: Chaos Squared

Mexico City, The Fourth Day of the Dead ¢ During the Third Day of the Dead, over a dozen
. Sabbat Kindred were killed. The Sabbat are not pleased,
plOt and they suspect that Garou have been in their town. The

Sabbat are now out in force, running with their individual
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The Troupe returns to Mexico City in packs and trying to locate any Garou. The Black Hand is

order to find Samuel Haight's trail. There is

H ok b

going into action, and the culprits will be found at any cost.

a very good chance that the Troupe decided

1—
e

L}

¢ The minions of Samuel Haight — including the
Skin Dancers — have apparently left town, called forth by
Haight to join him in Paraiso Vista. The only one who

not to return, but if they do, here’s what
happened:

r_"__—lll-l
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knew where Haight could be found the other day, the Bone
Gnawer called Wanderer, has disappeared under mysteri-
ous circumstances. The rest of the Bone Gnawers are now
very suspicious of strangers, even other Garou if they knew
the Wanderer's true nature. Unless the Troupe's Garou can
prove their innocence, they have lost their only allies in
the city. Several Uktena Garou have come to town, bearing
fetishes like those of the Bone Gnawers and carrying other
items of obvious power. Their only purpose for being in
Mexico City is to help the Bone Gnawers with the Rites of

the Dead.

* The Samedi population in Mexico City has in-
creased substantially; Samedi from the United States and
from South America have crept into town for reasons of
their own. The Samedi will likely bring a great deal of
paranoia if they are discovered, but they are here on their
own mission, one involving the Days of the Dead. They will
cause no grief for the Troupe unless the Troupe bothers
them first. Several Giovanni are also in Mexico City, and
they too are doing their best to avoid conflict.

* Awakened necromancers are in town for the Days of
the Dead as well, gathering together in bands for protec-
tion. The Technocracy is in a foul mood and no one wants
trouble. Naturally, trouble is on the way.

® The Technomancers are in poor spirits; the Days of
the Dead are a contradiction to their philosophies, and the
violence of the past days has brought Paradox and instabil-
ity to an intolerable degree. The Convention leaders in
Mexico City are doing their best to remain calm in light of
the amazing conflicts that they have been forced to deal
with. If the Technocracy was called in to deal with Pande-
monium before, they are a good deal calmer, believing that
the main cause of their troubles has now been vanquished.
If the Underbelly still exists, tensions have risen to the
breaking point and an emergency Symposium is called.
The verdict is simple: The Pogrom has been lax and a full
sweep of Mexico City is needed to repair the preposterous
level of damage done to the Paradigm. The call to arms is
here, and the verdict is war.

® The minions of Pandemonium have taken the “at-
tack” on their lair personally. There is no time for subtlery.
The Wyrm's army in Mexico City plans to sweep the
offenders away, destroying any who survived the assault on
Pandemonium. They have help in the form of three Ba’ali
Kindred, ready to assist in the purging of the city. The time
has come to claim the city once and for all.

* Pentex has watched and waited long enough. With
proper orchestration, the devastation can be turned away
from the corporation’s areas of interest and turned towards
interfering with the other forces at work in Pentex’ corpo-
rate back yard. Several First Teams have been assembled,
mostly wearing the badges of government police forces;
Pentex plans to come out the victor in this fight, and they
have the financial resources to assure that they win.

The Chaos Factor
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* The wraiths have their day of freedom; the time has
come to defend their loved ones and gain vengeance
against the supernaturals that have brought so much pain
to Mexico City. There will be no feasting in family homes
this year — there will be war. No one will escape their
wrath, and they have assistance from both mages and
vampires this time. Mexico City will be freed from its
oppression at last.

It Begins

The Fourth Day of the Dead begins with sporadic
fighting. Before the day is done, blood will flow like water
in the rapids, down the streets of Mexico City. And that is
just as Huitzilopoctli wants it.

Marauder mages make their presence known just after
9:00 PM. The Marauders never directly challenge anyone,
burt are perfectly willing to take on any and all comers. The
Marauders use vulgar magick employing the Time Sphere
to send people as much as one year forward through time,
and when possible sending vampires exactly 13 hours into
the future, to 10:00 AM. Their entire purpose for the attack
is simply to cause chaos, to help Samuel Haight remain safe.

The Scenefor
Tradition Mages

Grimm looked at his remaining friends, shaking his head at
the loss of so many members of the cabal. He felt himself
doubting the need to destroy Haight at such a cost. Trina was
gone, destroyed by the damnable thing below this city; Alex died
a cleaner death, torn limb from limb by the Garou, but he died
just the same. Just two others with him, two friends left in a city
gone mad. The Garou were still there, save the one that killed
Alex; It'd been worth the Paradox to watch its ugly face bum
away under flesh twrned to silver.

He forced his mind away from the thoughts of dead friends
and companions, back to the matter at hand. The remaining
Garou were looking awfully nervous, and he could not blame
them. Grimm could feel the tension in the air, almost like the
calm before the hurricane came to sweep everything away.

i 5! i LE]
Cirimm.

The one word chilled the marrow of his bones, and he
turned to find the source of the familiar voice. Before him stood
his Trina, looking just as she always had, save for the sadistic
smile on her face. He felt his heart shatter as he realized what had
happened. Around her, on all sides and even in the air above her,
the Nephandi and their vile associates stood, ready to do battle.
“Grimm, darling, did youmiss me?” Grimm never had a chance
to respond. The Black Spiral Dancers were too fast for him to
avoid. ..

Being in Mexico City was risky at first, but now the
situation is much worse. The Technocracy has opened the
flood gates, and the Men in Black, the HIT Marks, Superi-
ors and other, stranger minions of the Technomancers
have come out in force. A Tradition mage would do best to




hide. But there is still the matter of Samuel Haight. He is
still expected back in the city sooner or later. The only
hope that exists is to find allies in the city. But who!
The Garou are insane, hunting Sabbat Kindred and
shaking their fetishes as if they could possibly help against
the Technocracy. The Sabbat are vile, ruthless beasts who
cannot be trusted. The Minions of the Wyrm are hunting
after any who violated their sanctum sanctorum — or who
they think might have — and the ghosts are in an uproar
because their families are stuck in the middle of the entire
battlezone. There is nowhere to turn that is safe, save
perhaps to the Celestial Chorus strongholds in the city.

Paraiso Vista, is only 80 miles away — perhaps Haight
will show himself there. Certainly the small town must be
safer than Mexico City is at this time. Tradition mages must
choose carefully. The Celestial Chorus might well need
help, but Samuel Haight must be stopped. If the evidence
is accurate, he has destroyed two Nodes so far. How many
more will disappear before the madman is satisfied?

The Scene for Technocracy
Mages

Arthur Trenton sat towards the back of the huge audito-
rium, afraid of what the leaders’ verdict would be. He could hear
the sounds of breathing from his cohorts, but he could not tell
what they had decided. He didn’t know if they would point the
finger at him, and say that he had advised against telling where
the Nephandi Stronghold was located.

But, dammit, the delays caused by filling out reports would
have let Samuel Haight get away without any punishment at all,
and Arthur couldn’t stand that idea. Couldn’t the fools see that
he was just trying to pick the most prominent evil to hunt and
destroy? By the size of the Nephandi's ahriman, the thing had
been there for years. What difference would a few more days
make?

The leaders of the Conventions sat in their seats, all too
much like thrones for Arthur's liking, and they stared out into the
audience. Arthur felt the cold dread before they even looked at
him. Robert Larson was the first to speak, and as his mouth
opened, Arthur Trenton quaked inside. “Boys, let’s make sure
that Mister Larson is praperly incarcerated. What we have here,
ladies and gentlemen, is a bona-fide Nephandi in Convention
clothing.” The Men in Black grabbed him from each side, and
as he prepared to execute his escape plan, he felt the fast acting
drugs tear into his system. He wanted to cry out, wanted so
much to escape. Instead he could only look on as his conscious-
ness faded. There, Landford was smiling smugly; he always
knew that Landford was the weak link in his group. Sold out by
afriend, an associate. Sold out for a possible promotion...

An emergency Symposium is called to deal with the

problems facing Mexico City. In a very large auditorium in §
the Primary Technocracy Construct in the city, all of the g%
available Technomancers are called together. They are Fa
gathered not to discuss matters, but to hear the verdict of g

the Convention leaders.
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[f Technomancer player characters have been to the
Underbelly of the Wyrm, they could very well save the city
from destruction. All they need do is point out where the
known entrances to the Wyrm-hole are located. You'd best
believe the Technocracy wants a scapegoat for this mess.
The Conventions are strong here, but any person in charge
could be found wanting and be replaced. As the old saying
goes, fecal matter rolls down hill.

[f the leaders of the Conventions are replaced, their
underlings be replaced as well. Iteration X could well
decide that everything in the city has to go, Convention
mages as well, especially if some of the darker files are found
and read. For every leader in Mexico City, files exist that
tell of the warped experiments taking place under their
supervision. Madness is powerful here, and even the most
taithful members of the Technomancers have suffered from
a need to perform perverted acts in the name of science.
While these acts can easily be justified in their own eyes,
the Convention leaders know that outsiders reading the
files would be less than pleased.

Silence can be golden. If a Technomancer has waited
this long to reveal the location of the Underbelly, she will
be looked upon with suspicion for a long time. Why wasn't
this information given freely before! Naturally, a quick
thinker could pass the blame on to his immediate superior,
but that could be a disastrous mistake, depending on whom
the superior knows. ..

The worst possible case scenario must be played out.
Every supernatural must be driven away or destroyed if the
Technocracy is to survive the crisis. No one is safe.

The Scene for Garou:

Segrid-Sings-Off-Key looked around him and felt the panic
trying to set in ggain. Damn, there was no escape from the
madness in this toun. QOver there, behind a cheap skull mask,
one of the Bone Gnawers from the Sweet Water Sept stood in
Crinos form, and no one noticed. Luna's sweetest song, if only
Old Sawbones had lived! Perhaps he could have made them
understand that they were not the enemy. But, no, the Gnawers
looked on his entire pack as if they were little more than garbage.
Onr a little less, when you considered the source of that glare.

The mages were hurt badly, and Seprid was little better
himself. He rubbed the spot where his right eve had been only an
hour ago and winced at the lighting bolt of pain that screamed
across his nerve endings. It would grow back, but only if he lived
through the night. The twisted, mocking howls of fomori were
coming closer, and Segrid felt his hackles rising again. All the
Rage he thought long gone retwrned to him, and he bared his
fangs in anticipation.

They came from everywhere, flowing towards the remain-
ders of the pack like a tide of serpents. They all carried firearms,
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not that they needed them. Segrid called out hoarsely, demand-
ing his packmates to be ready. One last fight; if that was all that
was left, he'd make it count. The fomori came forward,
surrounding the pack and the mages as well. And all the while,
that damned Bone Gnawer watched on, singing softly and
weeping. .

The Wyrm is too strong here; it is no longer winning,
it has won. From every opening to the Underbelly, the vile
creatures spill forth: Banes, fomori, Black Spiral Dancers,
and other, stranger things. Perhaps it's not too late to stop
them, but how! The Bone Gnawers and Uktena walk
unharmed through the miasma, pretending that nothing is
wrong. They sing their little songs and prepare for the next
night, and still they are ignored.

All around, the Leeches take to the streets, assaulting
every possible enemy. The mages come forth with their
pseudo-soldiers, striking against everyone, even those who
only look suspicious. The humans of Mexico City are in
danger, and their dead relatives have taken the threats
personally. There are Kinfolk here, everywhere around the
Garou, and no one seems to care. Surely the Impurgium was
never this violent, and surely the need for the Impurgium
was never so great.

Throughout the violence there is no sign of Samuel
Haight. He has left the city, and there is only one place he
could have gone. The only chance to stop him could slip
through the Troupe's fingers if he is not found. The city is
being destroyed, the Wyrm is engulfing the masses, but
which is truly more important: saving a twisted city held by
the Wyrm, or stopping the Skinner!

If the Troupe decides to stay and help in Mexico City,
they are asked to join in on the Rite of the Dead (see
Appendix Two).

The Scene for
Camarilla Kindred

Terrier looked pissed, and rightly so. His skull was com-
pletely exposed on one side, and his blue hide flapped loosely in
the slight breeze. Even Hendrix had finally lost her cool. Blake
had learned a great deal about his friends in the last few nights,
not the least of which was that neither would make a healthy
enemy. Terrier tried speaking, and finally spat a few more
shattered fangs on the ground in disgust at his inability to do so.
Finally he pointed, and Blake tried to understand his meaning.

Hendrix made the job easier: “He's telling us to get the fuck
out of town before it's too damned late.” The vulgarity was a
sure sign of how pissed she was. Hendrix never cursed. Still,
even that sounded sophisticated coming from her. “Paraiso
Vista. That's where we should be. Let's go. Now.”

Blake decided she was all right for a Ventrue, nodded his
head and gestured for his associates to wait by the side while he
hot-wired a jeep that belonged to the Policia. Enough was too
much; better to try their luck in the little shit-hole to the north.
Anything was better than another minute in Mexico City. ..
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Mexico City is just too dangerous. The overwhelming
numbers of Sabbat Kindred in the city almost guarantees
Final Death. The time has come to flee. If the Kindred have
been helping Haight all along, he will offer to take them
with him to Paraiso Vista. If at anytime they have ques-
tioned him or threatened him, they are abandoned. The
Lupines have taken to the streets, and they are destroying
everything in sight. Oddly deformed humans run through
the streets as well, joining in the carnage. The police in this
city are crazy; they have started a grand scale slaughter, and
no one is safe from their weapons. The Sabbat are respond-
ing in kind, taking liberties that violate even their own
twisted version of the Masquerade. There is nowhere that
is safe.

If the player characters are Archons, they could well
call for Justicar intervention, but frankly, they would be
wasting their time. No Justicar is willing to get killed over
chaos in Sabbat territory. The likeliest response from said
Justicar is “Good work; handle it.” In which case the
Archons have just buried themselves.

Most shrewd Kindred will take this opportunity to find
Paraiso Vista on the map. Paraiso Vista is a very small town
almost 80 miles away from Mexico City. There are no major
roads leading to Paraiso Vista, and the closest bus stop is 6
miles away from the village.

The Scene for the Sabbat

The taste of Vitae was always sweet, but not as sweet as the
pleasures the recruits were going through. The Embrace. Was
anything ever that good again? Moxy doubted it. She Embraced

and drank, drank and Embraced. An endless assembly line of
new Kindred to help in the battle.

Beside her, Enrigue grabbed the minds of the newly created
Kindred and forced them into submission; Enrique liked his
work and it showed. They all obeyed his commands. An army
— they'd have an army to fight back against the attacks. Even
through her anger and the pleasures of feeding, Moxy still heard
the screams of her pack as they were pulled into the sunlight.

Never again. She’d never let the bastards do something like
that again. Everyone that wasn’t Sabbat was going down; orders
of the Black Hand, as if she needed orders. The screams she
heard took her mind off the business of giving new life to her latest
victim. She looked up in time to see Enrique’s head torn away
from his body. The next time she saw anything would be in her
next life. They call them HIT Marks for a reason. ..

The fools have killed too many of the Kindred to be
allowed to live. Twelve last night and even more during the
daylight hours. There should be a high level of fear; what if
the enemy knows where the player characters have their
Havens! Across the region, the Sabbat have been artacked,
pulled from their Havens in the daylight and forced to face
the wrath of the sun. But the sun has set now, and the time
to win back what has been lost is at hand. Soldiers are
needed, and perhaps the best way to handle the problems
in Mexico City is to double or even triple the vampiric

Chapter Two: Treasure of Tears 109
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population. The Black Hand is at war already, creating new
Kindred, and the call to arms has sounded. Now is the time
tor action. The Sabbat in Mexico City are willing to allow
you to fight, to become a part of the city.

Should they be warned of Samuel Haight's plans!?
Should they be told all that he has done, or what the player
characters think he might have done! The decision isin the
air; do you risk the loss of the Sabbat's greatest city and
follow Haight to the lair of a powerful elder! Or do you
follow the requests of the Sabbat and bring down the
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enemies in Mexico City? Both hold risks, both hold the
promise of preat rewards.

Any characters who opt to stay in the city for the
duration must face the combined threat of several major
forces lashing blindly in the hopes of smashing their en-
emies. By 9:00 PM, the city is in a full-scale war. The
Troupe should survive the encounters if they avoid doing
anything blatantly stupid. The wisest choice is to leave, to
head for Paraiso Vista, which is where all the real action is

dIlyWwaly.

Part Four: Chaos Cubed

All Saint’s Day — the Fifth and Final Day
of the Dead
I may be going to Hell in a bucket, baby
But at least I'm enjoving the ride
The Grateful Dead, “"Hell in a Bucket”

Plot

The final battle with Samuel Haight
takes place in Paraiso Vista, a sleepy little

LOWT "n’-":i['h d HHHT}-' SECrer.

Paraiso Vista has been the secret Haven of
Huitzilopoctli for over 300 years. He has not always been
there, but the town has always been under his complete
control. The few times any supernaturals came to Paraiso

Vista, the guardian Kindred in the area slaughtered them
without mercy. Huitzilopoctli has used his powers to ensure
that the ptﬂp!e of the town had nuthi[lg to fear. When the
droughts came, he has made rain. When diseases struck the
people and their herds of animals, he has removed the
offending viruses. When the people of Mexico decided that
communications were necessary, he allowed one phone in
the home of his servant. When the povernment of Mexico
decided that the area was betrer off with a military base
than with the tiny town, he made the government forget
the spot even existed.

All has been tranquil in Paraiso Vista for 300 years.
Now Samuel Haight is paying a wvisit to the Haven of
Huitzilopocrtli; Paraiso Vista will never be the same.
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Scene One: Mexican Standofrf

Running.
| On our way
— Hiding.
You will pay
21 Dying
! One thousand death
LA Searching
-1 Seek and Destroy
— Metallica, “Search and Destroy”

Getting There

If they took the time to study the information enclosed
in the scrolls left behind by Samuel Haight, the Troupe has
known for two days that Huitzilopoctli’s Haven is some-
where in or around Paraiso Vista. The Troupe has also
known that Samuel Haight would be coming here. How-
ever, the characters just might have been foolish enough to
ignore the warnings; they might have stayed in Mexico
City or, worse still, gone to Jordan. If either of these prove
to be the case, the Troupe must now race against the
madman to reach Paraiso Vista first.

[t is also possible that the Troupe never recovered the
missing scroll; either they never made it down into Pande-
monium or they were stopped along the way. If the Troupe
could not personally recover the scroll, have some other
character — possibly Wanderer or another of Haight's
flunkies — grab it and run. The Troupe can acquire the clue
by stealth, force, magick or chance at some later point.

Being There

The only task before the Troupe, aside from Haight

and his minions, is getting past the guardian Kindred of

Huitzilopoctli. If they arrive too soon before the Skinner,
by more than a day, they will encounter the guardians.
These three Ba’ali Kindred are all eighth Generation, and
the statistics provided in Appendix One are sufficient to
cover them. The Ba'ali guardians leave the area on the
night of the Fourth Day of the Dead. They have been
assigned to assist the Sepulchre in the battle for supremacy
in Mexico City. One less obstacle for the Troupe to over-
come, provided they do not arrive before sunset on
November Ist.

If the Troupe have already been lying in wait for the
Skinner, they have plenty of time to prepare a surprise party
for him. If they have not, Haight will have prepared for
them, especially if their paths have already crossed. Haight's

minions are carefully chosen for this mission because of

their loyalty and their ability to keep their mouths shut.
Haight values secrecy above all else, especially where his
plans are concerned. But Haight has fallen victim to a flaw
that most mages suffer from at one point or another: hubris.
Haight has started thinking of himself as invincible, a very
nasty mistake and one that will inevitably prove fatal.
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As the Troupe may well decide to beat Haight to the E
punch, they can have a great deal of time to devise nasty LY
surprises all their own. The Skinner is tired and too self- L,
confident for his own good, but he also has quite a bit of ':'-
power, several allies with him, and a group of Marauders i
wa[chiﬂg his every move. He has hclp that even he doesnot |1
know about. r,
is
Huitzilopoctli !
Haight also has one other surprise — Huitzilopoctli. E’,
What no one realizes is that Haight is not necessary to f:
Huitzilopoctli’s plans. Haight has already done all that the ]
vampire wanted; by starting a massive war in Mexico City, -
he has spurred the suffering that helps Huitzilopoctli feed I':‘-l
on dying souls. ;.
Huitzilopoctli isawake. He has been slowly recovering :
from Torpor for over a week. To the North of Paraiso Vista, . 5:
hidden behind the stream that feeds the lake and wells, is g
the last site that Huitzilopoctli prepared centuries ago. A :'.
massive stone wall that bears the symbol of a huge dragon '
rests buried beneath tons of dirt and concealed by the roots Pi_h
of trees, hidden even from supernatural sight. E:'
Within the lair, beyond the dragon-seal, is 1
Huitzilopoctli. He watches patiently as Samuel Haight :‘
approaches, and he sees all even as the Troupe prepares for e
final conflict. The Aztec god of war simply watches because X
he can. He is about to inherit the world, but first there is '
enough time for the conclusion of his little games. :.'
Huitzilopoctli wants to see who the winners in this B!
battle are. If Haight is victorious, he plans to reward him ;_
with exactly what he has wanted — powerful Kindred L
blood. If the Troupe is victorious, he plans to break his long :
fast on them. I
The war god, however, suffers from the same fatal flaw i
that dooms his mortal pawn: overconfidence. Hubris. De- I‘
spite his awesome power, Huitzilopoctli remains vulnerable N
to fire and powerful magick. He has witnessed, through the '-E'
eves of others, the destructive potential of the modern age. 5
Though he chooses to disregard the potency of the two Y
forces converging on his resting place, Huitzilopoctli is ¢
about to learn a lesson in firepower. J-:I
r
If the T ArTi g
e Troupe Arrives g
— T 'y
First ;
I
The Troupe finds nothing of great importance in ! !{
Paraiso Vista, unless they actively search for the Haven of )
Huitzilopoctli. His Haven is difficult to find, and there are P
no solid clues on the parchments that the Troupe found in ,.1{
Huitzilopoctli’s previous lair. The papers do point to Paraiso !
Vista, but they do not reveal step by step instructions for |,Ill
I.
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locating the ancient vampire. Haight has sworn to find the
war god’s resting place, even if he must level the whole

g ] R iy Lot e I T gl 01 e Tt AN A T e e T T P LY oy oty ML W Py T,

Haight also carries his staff. He is very hard to hurt with
magick at the present time. But Haight is not bullet proof,

town to do so. Locating Huitzilopoctli's lair, however, is nor fire proof. The Skinner can be hurt — it's just not easy.
T not necessarily a wise move, as indicated later in this The main advantage, again, is that the Troupe could beat
% chapter. him to the location. From there anything goes.
E The Troupe could simply prepare for Haight's arrival, v
:; mending the wounds they have suffered and clearing the If Halght GGTS ThB re
"y town of its inhabitants. They could also call for reinforce- v
t ments; there are plenty among the Traditions and Garou F Ir gt
1E| who would dearly love to get their hands on Samuel Haight knows what he wants and knows how to get i.
. Haight. Hot or m_ld. vengeance is a savory dish, especially He does not want to destroy the vampire; he wants to deal
'. 1.11 the World of D;arlﬂlmess. Thenlf IS a very real. pc}s.':".l.bﬂuy with him. The madman is therefore obligared to wait
" that the TE””F’E could have a veritable army waiting in the patiently for nightfall before making his move. If Haight
':-'i wings for Samuel Haight when he arrives. arrives first, he will dispatch his followers to strategic
b Haight is still not without surprises; he has brought an positions around Paraiso Vista and leave them to deal with
a7 army of his own — a small army, but an army nonetheless. anyone coming into the town. As always, Samuel Haight
K He has 10 fomori and four Skin Dancers with him, and  will avoid combat unless absolutely necessary. He has more
1 none of them likes being surprised. Because the Skinner is important goals at the present time.
I;ii also not absolutely certain that an Antediluvian is going to All of Haight's servants carry automatic weapons and
b like being awakened, and might, in fact, take the disturbed are capable of unarmed arahas T BEL Diancets will
iy slumber personally, Haight has brought one last weapon. appear as normal people until the combat begins — Gifts,
) The largest of the fomori carries a heavy backpack, and Disciplines and magick aside. If confronted, they will
% in this pack isa very powerful toy that Haight affectionately immediately convert to Crinos form. The fomori and the
[y calls his Sun Lamp. The Sun Lamp does nothing but release Skin Dancers are all fanatically dedicated to Haight, and
- solar radiation that has been stored and magnified. Thanks will fight to the death. If the group looks to be losing to the
, to the immense amounts of Quintessence at his disposal, players, the Skinner will make his presence known. The
*E:: Samuel Haight had time to practice with a few mirrors and Skinner has no patience for interference, not so close to his
Y

a special rote designed to preserve the energies of the sun.
Thanks to modern technology, he has arranged for the
power to radiate in a straight beam, much like a laser.

ThE SU]‘I Lamp

Thes
frear
n of energy

leeper hit by the ¢

goal; he will use vulgar magick to make his point clear.

When the Troupe first arrives, Haight's minions open
up with everything they have. They want no disturbances
and plan to take no prisoners. Most of the fomori have
ranged powers, and those that do not are not afraid to throw
the shrapnel grenades thar Haight provided. None of the
fomori or Skin Dancers have countermagick; unless they
can Dodge or resist direct attacks, magick will have its full
effect on them.

It Haight came with the vampire player characters,

severely sunburned in | tream would b another level of conflict is added. Do the players want to
i In . - 1 k i - i . :
delicate, and . o E: than a minyre, Thedevicej ; help Haight? Have they been stringing him along? Now is
- 4 Only H>ve . ; ] ey
, ¥ be struc Y the time for the players to decide. Whatever their decision,

the player characters will have to live with it.

arge isreleased. Any
h I‘f.':i{(E thE damdge

tWO turns in the light

attacks, and so on. Three or

taékers s nay provoke

attack use Dexterity + Firearms or He Rotschreck, A

attack may he dodged eavy Weapc:ns This
E'ifficu!ty

Dama ge

8
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Running the Final Battle
The climax of this tale should be e

be a triumph for rhose'who have come's
claws of Garou, a vampire’s fangs o
_ The Staft of the World Tree isa symbal of all
Whatever happens to Haight
the transformation of the land
Allow the players to kill Haig

.

to overcome his firepower;
[f and when Shaitan emerges, Ind
worth his time.

Narrative Combat: Storytellers
ring flames and chattering guns without ro
. PE‘ o pﬂ

theroa
and encourage your Irou

The Battlemap: The fu
you use miniatures in your game, you
Statistics: For simpl
serting hit for four Healt
to hit. Hand-to-hand artacks shuuj;:l -:j:g four dice, wh

speed combat. A

o

pic. Haight has become a grand
&f8rand risked so muchto kill h
r 4 mage's magick, his fal
that Haight has become: bloated

“the Staff shouldfollow Pﬁw}fﬂ'@bl jton; 1t demolitio

ht pérﬁnna'iw.‘h{ake th
<hifethe terrain to make the ight dramatic, and keep long

Le him frightening but evasiv

are advised to let the backgroun
ling for the location o

form tricks and crazy stunts.
afi be used for the climactic struggle

confrontation on-the mounta
fomori to be “two good shot” charactets,

l-color map in this bookse
can play out the
icity, you may consider Haight's
h Levels or more. Give them a Firearms and Mele
le firearms should dos

“““The Final Conflict

TRt

ﬁgurle in the World of D
.. Whether the Skinn

should shake the world.

with stolenspower and ready to blow.
1 representsa brutal kind of rebirth

arkness. His death should
er goes down beneath the

m off for their offorts. Give them hints °
deawn-out dié rollsto a minimum.
k around to fight — mortals are not

work for it, bt pay the
e. He should not stic

d blaze away behind the player characters. Deséribe
f every bullet. Play fast and loose with eombat rolls
s win the battle;not brute force.

outside of Shaitan's Haven. 3

inside with this map.
adversaries who fall after

e dice pool of seven, with.a basedifficulty of 6
even +one per Success rolled. This will greatly

Let daring and clevernes
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::_: There's no time to give at all

| give you grief and blow my hatred
Further in your mind

You reach, I run, you fall

1 On skinned knees you crawl

N — Alice in Chains, “Confusion”

. Grimm wiped the sweat from his scarred face
as the last villager fled down the road, leaving
_ Paradise behind. Convincing the innocent Sleepers
that H-.r,l’ﬂ in all its forms was about to descend upon their toun had
been difficult, but in the end the sheriff had listened to reason
Perhaps it was all worth it if the mnocents survived. Wasn't thalr,
what Ascension was all about, seeking a better reality, striving f
perfection? All the same, it hurt. Bad. The :'nn:::rcen}ts hﬂdnge::
:;{lzﬁd but they would be innocent no longer. Paradise was going to
Does the Troupe beat Samuel Haight to the punch? Do
they arrive in Paraiso Vista before the Skinner can ﬁe;r u
camp! If so, they may save the town. If not, a viii;age {*E;
hj}'su?ndr:rﬁ will pay the price. Huitzilopoctli has groomed
Paraiso Vista over the centuries for a reason, and that rea
is at hand. If the Troupe wins, they may have}'us: r:nf;ugh tfr?;
:H;}:L::uatc the town before sundown and the arrival of

b .1h-1. E.‘.:ht‘.'r-lt_:ﬂﬁf:, the Itmwn itself will likely be destroyed.
Such is the price of destiny. Fate has chosen Paraiso Vista as
the site of a great end and a terrible beginning. If the lives of
Flme villagers can be spared, they may carry theirsmall ha .

into the World of Darkness. Whether it survive i
seen. Farte is rarely kind. e o

e B =

- - R L L -
! =]l Sl 1 % e ._"'._.-.-:I - 1- F iy
- -

R e o ot 3
- -_-_':1- 1"_!.1 oy H:‘ --.1 _;-:. LG .l.- =g
u - =

If the Troupe Loses the 4
Race ,

If Haight beats the Troupe to Paraiso Vista, he will rush

1;31 rll:; door of Huitzilopoctli’s Haven as soon as the sun sets

E Fa ) al o 3 - - : 3 l
: no I';ﬂbi_;ﬂ tostop in his plans and is fairly confident that §
the troops he brought with him can h: i | .
s o g : him can handle any intrusions. G
, y cannot, they can hold the fort for the small -
amount of time this takes. o
s

1 W a - v .‘

| 1r‘lThas is an ideal time for the Troupe (and any allies they ]
mig tdlﬁqve} to strike. Haight is out in the open, moving :
tE{T adrEd is destiny with frantic disregard for stealth or subtlety ]
& - . i : I | I

thm as h_e: is by weariness, pride and desire, Haight leaves %
Te town _Wldtl‘ open as a screen for his own actions. The e
roupe will have to go through it to get to him, and his P
retainers will ensu is isn’ 1. A ; :
re that this isn't easy. A final surprise awaits. 3

n

Bloodbath

. "G'EIi'Iht_:[hf-.r or not Haight actually reaches his destina- %
r.mrl': uitzilopoctli has decided that the time has come to -
ma ' : Vhi 5
; e his presence known. While the battle rages near the L
| I'!LrﬂﬂftllE to his lair, the powerful Kindred emerges from his i
,,jl.r to lt'llﬁh what he started. Every living human in Paraiso )
- e y L : i
) sta WEI, be sacrificed to Huitzilopoctli's master, the .
Fa L : I.
c:mn:l:i:; a'al, unless the players can stop the vampire. 5
uitzilopoctli is onl : at w i :
o e y a name that was convenient L
i red came to what is now Mexico. His true k.
m L] Fa F - .-
o .e ;sﬁ Sngtanf and he has served the demons of Hell for !
ost 6,500 years e of hi ifices i )
years. The purpose of his sacrifices is simple — o

Chapter Two: Treasure of Tears 113 :
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the power gained from the released souls is enough to
awaken his brethren, the other 12 Fourth Generation
Ba'ali. The time of Gehenna is one step closer.

The characters can see Huitzilopoctli clearly— he is
too confident in his power to be secretive. At a dramatic
point in the conflict, he will shatter the stone that blocks
the entrance to his Haven and race towards the village
below. If the people of Paraiso Vista remain, he will rip into
them like a chainsaw through rotted wood.

The carnage in Paraiso Vista defies simple description;
Shaitan tears bodies apart with his bare hands, calling in a

g
ol

" vulgar and long forgotten tongue as he dedicares each soul
_ to Ba'al's greater glory. His Celerity allows Shaitan to move
"y in a virtual blur, and bodies seem to explode of their own
_ volition. Barhed in innocent blood, Shaitan is a very
AT powerful figure, terrifying to behold. Any attempt to attack
K him requires a Willpower Roll, difficulty 8, with ar least
e three successes.

0 A devil personified walks the Earth. This devil has a
li- weakness, however; his ignorance of modern technology
o and clever magick. Though he has observed the world
3 outside through the centuries, Shaitan has no real experi-
: ence with the awesome power of 20th century warfare.
iy Knowing that a thing exists is one thing; feeling it burn
:"I vour skin away is another.

. Deep in his heart, the ancient knows fear. Even the
j:-" greatest of vampires knows the curse of the Rotschreck, the
0 fear of fire. The holocaust in Mexico City has made Shaitan
-: leery of explosives and modern magick. Paradox, coinci-
Ll dental magick and high explosives are mysteries to the
N ancient. Left to his own devices, Shaitan will slaughter the
;l.r 3 town. Confronted u.'i_rh a determined assault using fire,
: explosives or, worst of all, the Sun Lamp, the vampire will
::" i flee. For now.

r :
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- If the Troupe Wins the

L}

; Race

;E.l. If the Troupe beats Haight to Paraiso Vista, a mas-
'E sive bartle begins — the endgame of the Skinner's war.
4 In the town, on the mountain, in the very lair of Shaitan
i himself, the Troupe will collect their pound of flesh from
| the skin of Samuel Haight. This fight should be run for
L maximum drama and excitement; long drawn-out die
oy rolling or deus ex machina interventions by Storyteller
,'f characters should be avoided. The Troupe has struggled
s long and hard to get this far. Weigh the odds in favor of
:, arousing slugfest. The Skinner must die. Needless to say,
. the killer of Samuel Haight will gain great Renown
1 among the werewolves. Such glory will not, however,
:E come easily.

r: Shaitan will race from his Haven at a dramatic point
L in the battle, totally ignoring Samuel Haight. If the
) villagers have been evacuated from the rown, the mon-

ster will be furious. If not, he will ignore anyone in his
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" time has come to awaken my beloved siblings, the ¢
| masters of the Ba’ali. We are legion, and we have bidden
our time for long enoug
o little love is left, so muc
" Gehenna we were made to su
come. At last my brethren will know peace,

only destruction can bring us.

Little children playing foolish games. So easil
puppets all...

no pain,
never be able to repay my debt to you,

shall make a start. £
infants next to me. Can you..

an? Can you see the tremors’ "5

The Song of Huitzilopoctli

[ have slept for so long, waiting for this moment. The
the other

h. The world is ripe for the picking;
h hatred and violence. Until
ffer, and so Gehenna shall
the peace that

Isee them. Beyond the wallsof my Haven theysquabble.
y they dance,

immobility; there is

My body moves after centuries of ;

only fluid motion and grace. Great Ba'al, 1 shall - |

See them, the tiniest of

tee] their fear as clearly as I |
r;at shake their bodies? Let them finish their petty war. |

cial children wait
e other matters to attend to. My spe .
38 of their God and

below, believing that they are blessed

woefully in
perfect, 400 pure souls ready to feed you

Ba’al accept this offering and know that it is only the first

' : ; itiful servant s
of many. My ruse is at last ended; your pitiful o }

g.

path until he reaches his planned sacrifices — the
innocents of Paraiso Vista. Anyone attempting to go toe
to toe with Shaitan will be smashed to pulp. A deter-
mined attack, however, will cause him to flee. The
vampire has not planned and rested all these years
simply to die in a stupid pitched battle. Why should he
fight? The world is full of victims.

Haight will be furious. All of his battles have been
for nothing. He may well attack Shaitan himself in his
rage. His quarry gone, the Skinner may either stand or
attempt to escape. He does not realize that his luck has
finally run out.

There is one fatal flaw that Haight has not realized
about his Staff of the World Tree; while the staff does
indeed add substantially to his countermagick roll, it
only works against one source of attack at a time. Haight
uses the staff to power his countermagick, and to aid him
in his own defenses against any Garou or Kindred at-
tacks. There are limits to what even this Talisman can
do. Samuel Haight has built up a substantial charge on
his Paradox account; that charge is about to come due.
With interest.

F
but here at least, | 2

nocent of any sins worth noticing. They are
. my master. Great;

il

=y

§F o

The Paradox Nuke

The Troupe gives Haight their best shot; if
they succeed on their own, let them have the glory
of ripping Haight’s skin from his own bones or
draining his potent blood. If they're too battered
by this point to take him down, other factors come
into play, factors that Haight himself has set in
motion.

The Staff has become a Paradox battery, ab-
sorbing incoming magick and the Skinner’s own
Paradox leakage. It has taken about all that it can
handle. Now each use of the staff causes a portion
of the Quintessence stored inside to change, liter-
ally transforming the power into Paradox. Any
mage with one or more dots in Prime will be able
to see the holocaust waiting to happen.

When Haight has absorbed more than five
magickal attacks or has fired off more than five
vulgar magick effects, the staff deactivates. With
the next usage, the Staff cracks, and Haight takes
the full damage of the attack or the Paradox. If
Haight is struck even once more — and that
includes the impact of falling dead or uncon-
scious to the ground — the Staff explodes.

Samuel Haight is hit by raw energies —
Quintessence, Paradox and possibly others. The
power is such that the Troupe can clearly see
Haight’s skeleton before the flesh is seared away
from his body. Haight's last words are lost in a
crackle of thunder, and the entire mountain is bathed in
eldritch lights.

The Staff’s explosion is a massive thing, and only
blind luck saves any of the Troupe. The surviving Ma-
rauders, who have watched and aided Samuel Haight
from the beginning, literally absorb the brunt of the
Paradox explosion. They appear unharmed, and even
seem pleased by the experience. If Shaitan is around
when the Staff explodes, he will be gone when the dust
settles.

This does not mean that the Troupe doesn’t suffer.
10 levels of Aggravated Damage rip through the air,
tearing into the town of Paraiso Vista and warping
reality wherever the wave of power touches. The entire
side of the mountain on which Paraiso Vista rests is
devastated. The characters can use their appropriate
defenses to attempt soaking the damage, or in the case of
mages, deflecting the damage or Co-locating to a safe
distance.

Chapter Two: Treasure of Tears 115
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The Land Transformed

And if the music stops

There's only the sound of the rain;
All the hope and glory

All the sacrifice in vain.

If love remains

Though everything is lost

We will pay the price,

But we will not count the cost.

— Rush, “Bravado”

If and when the Staff explodes, the chances of any
character coming through that explosion unharmed are
very slim, and most may be near death. But the characters
should live through the explosion. What's the point of
defeating Samuel Haight if they all die in the process!?
Courage and determination have brought them here; let
the characters and the players revel in their victory; fair is
fair.

116 The Chaos Factor
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The Marauders, always good sports about rhese things,
will move any incapacitated characters to another area, not
far from the mountain. Why? Just because. They need no
reason for their actions; it would seem like the proper thing
to do.

The land has changed around them; rocks have lique-
fied and run, solidifying again but radiating no heat. Trees
have crystallized, and living animals have mutated, some
for the better, most for the worse. At the very epicenter of
the Paradox explosion, a skeleton stands, untouched by the
force of the blast. The skeleton is all that remains of Samuel
Haight. The Skinner is dead. The brittle bones are fused
into one solid lump. There is a hideous odor, like burnt hair
and stagnant water, wafting from the remains.

There is no sign of Shaitan.

The Skin Dancers and fomori are dead. The mortal
remains of Paraiso Vista's people, if they were in the path
of Shaitan or the battle, are freezing cold to the touch. As
they thaw, the bodies rapidly putrefy. The wraiths that
were here are gone as well. In Paraiso Vista all is peaceful
again. Too peaceful, perhaps.
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Aftermath
It's still getting worse after everything I tried raneous Awakenings taper off. This may be both a good and a
What if I found a way to wash it all inside? bad thing for the Ascension War.
_ Nine Inch Nails, “Sanctified” e The Sabbat have losta great many of their numbers, and
The Skinner is dead, driven too far at last the war still rages on. The Kindred of Mexico City were,
by his mad dreams. But his death is hardly the perhaps, too certain of their power base. One man has brought
end. Mexico City is in the midst of an upheaval violent change tothe Sabbat’s capital in the Americas. Which
that could shake the very foundations of the Kindred met Final Death? Whosurvived torule the area’ How
W orld of Darkness. will the Sabbat deal with the Technocracy’s plans to destroy
¢ The Technocracy dismisses the events them!
of the past days as a civil uprising, followed by blackout, * The Samedi and Giovanni just may decide to stick
rioting, and a massive earthquake. Hundreds may be dead; around. With so much confusion, infiltrating the Sabbat
thousands more are homeless. A crackdown beginsamong the could well be easier now than at any other time. But just what
Sleeper community; there must be scapegoats found and are their plans in the long run? Just whom do these Kindred
punished for the bombings. Most mortals will accept these answer to when all is said and done!
explanations and rebuild as they always have. Not everyone * The Bone Gnawers of the Sweet Water Sept have
will, however. The Inquisition and Celestial Chorus will soon suffered as few Garou ever have before. In the Blight-ridden
be receiving an influx of new believers. And journalists city that has always been their home, they have watched all
worldwide will search for answers. .. that they cared for thrown into the winds of war and chaos.
e The Underbelly of the Wyrm was held in unity because Are they strong enough to continue their battle in a city
Shaitan manipulated the leaders of the Sepulchre into trust- controlled by the Wyrm?
ing each other. That connection is gone now. If the * Pentex has survived the destruction with little damage.
Pandemonium was attacked, the servants of the entity will no The people they lost can be replaced and their factories are
longer have a place of power to call their own. Where will they well insured. True, they've lost a few dozen fomori, but there
go! How will they survive! are always more humans willing to make the same mistakes.
e The Technocracy still intends to destroy the NAFTA still holds so much potential, and the people in the
supernaturals that do not fit into their world as easily as the best position to take advantage of NAFI A are already in the
Technomancers desire. But they have a few new problems of city, planning their next move. Can anyone stop Pentex
their own. The Conventions cannot tolerate so blatant an before all is lost!
assault, even by their own forces. At least a few of the leaders e Where did Shaitan go, and what will happen if he
in Mexico City are likely on their way out. Who will replace succeeds in his plans? How much harm can the Thirteen
them, and whom can the Technocracy trust to handle their eldest Ba'ali do if they are united in their efforts to bring
affairs in Mexico City!? about Gehenna?
e Mexico's Tapestry has been badly rent; it will be The answers to all these questions and more, dear
months before the odd occurrences, “shallowings” and spon- Storyteller, are up to you.
Chapter Two: Treasure of Tears 117
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Darkness in the momning
Shadows in the land
Certain individuals
Aren't sticking to the plan

Warren Zevon, “Searching for a Heart”

Characters are the heart of any storytelling game; this
appendix presents important character information for
Chaos Factor Storytellers. Part One details Shaitan and
Samuel Haight. Part Two gives the Storyreller a variety of

quick-reference statistics for general encounters along the
way, and Part Three describes the new werewolf tribe,
Samuel Haight's Skin Dancers.

Parf One: Main Characters

Several characrers play key rolesin“The
Chaos Factor.” While important figures in
Mexico City are described in Chapter Three,
the two main figures in the story itself are
detailed below.

Shaiftan
Sire: Ashur

Nature: Architect

Demeanor: Visionary

Clan: Ba'ali
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Generation: 4th

Embrace: 4500 B.C.

Apparent Age: 0

Physical: Strength 7 (9), Dexterity 6 (8), Stamina 7 (9)

Social: Charisma 8, Manipulation 9, Appearance 0

Mental: Perception 6, Intelligence 6, Wits 7

Talents: Alertness 4, Brawl 5, Diplomacy 6, Dodge 5,
Dreaming 7, Empathy 6, Intrigue 9, Leadership 8, Mimicry
6, Public Speaking 3, Sense Deception 9, Search 5, Seduc-

tion 4, Subterfuge 9, Throwing 2
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Skills: Blacksmith 2, Blind Fighting 3, Body Alter-
ation 6, Bribery 9, Camouflage 3, Etiquette 1, Melee 5,
Survival 9, Torture 9, Tracking 6, Traps 3

Knowledges: Alchemy 3, Anthropology 7, Archaeology 9,
Area Knowledge (Mexico, Mesopotamia) 9, Astrology 3, As-
tronomy 1, Black Hand Knowledge 5, Camarilla Lore 3, City
Secrets 9, Kindred Lore 9, Lupine Lore 5, Mage Lore 4,
Medicine 5, Occult (Demonic Lore) 9, Psychology 3,
Politics 8, Sabbat Lore 9, Sewer Lore 3, Spirit Lore 9,
Theology 9 (Always know your enemy), Toxicology 6, Wyrm
Lore 9

Virtues: Treachery 5, Cruelty 5, Courage 5

Disciplines (Normal ranking; reduce by 2 when
freshly awakened): Animalism 6, Auspex 9, Celerity 6,
Chimestry 6, Daimonon 9, Dark Thaumaturgy 7,
Dementation 8, Dominate 9, Fortitude 7, Obtenebration 4,
Presence 9. Protean 7, Potence 9, Thaumaturgy 4,
Visceratika 3

Investments: 9 (Infernal Ranking)

Backgrounds: Alternate Identity, Allies 9, Contacts 9,
Herd 9, Influence 9, Resources 4, Retainers 9, Status 9

Path of Enlightenment: Path of Evil Revelations 10
(see below)

Humanity: O

Willpower: 10

Derangements: Obsession; Shaitan feels that he
must corrupt all of humanity to please Baal. Natu-
rally, he is right.

Blood Pool: 50/10

Background: Shaitan was born in 4520 BC as
a slave in what the Kindred now refer to as the
Second City. Beautiful beyond comparison, his beauty
alone elevated him in rank as a favored servant of
Ashur. Shaitan was the second to be embraced by
Ashur, and was incorrigible.

Not long after his embrace, Shaitan left the city and
traveled to the east, through Mesopotamia and into the
lands of Kala-At-Sherghat. While on his journey, he learned
much of the strange Eastern philosophies, refining Disci-
plines that had never existed before. These he taught to the
fellow Childer of Ashur, all save for Gangrel, whom he
loathed. Gangrel took the slight personally, and pointed
out to Ashur that Shaitan had been twisted by consorting
with the Children of Lillith, a direct breach of Caine’s
commandments. Word of this soon passed among all of the
Kindred in the Second City, and, against Ashur’s will,
Shaitan and his followers were banished.

Shaitan went east again, and soon built a city of his
own in Kala-At-Shergat, following his own rules and con-
quering many surrounding lands. Then Shaitan met Baal,
a powerful, greedy demon willing to teach the vampire a
few new tricks. Shaitan swore fealty to Baal, feeling that he
had been mistreated by his own kind and willing to serve
another to get revenge.

At Baal's command, Shaitan expanded his nation
even further, starting great sacrifices to Baal’s glory and
forcing many of the smaller tribes into slavery. Perhaps he
would have continued ruling the area for all time, but the
Second City fell, and with its fall, it brought a flood of other
Kindred into the area. By the time the other Kindred
arrived. Shaitan’s rule was well established, and he and his
brethren were treated as gods by the people in the area.
Although he still made sacrifices to Baal, the demon had
long since left the area. Shaitan had no support when the
Ashurians, Assamites and Brujah came to the area and
decided to make it their own.

The Baali, as Shaitan and his brethren had taken to
calling themselves, were few in number and had remained
that way. The majority of newly-Embraced Kindred were
ritually slaughtered for their blood, their hearts given over
to Baal. The Brujah and Assamite forces, along with the
Ashurians, overthrew them with ease— perhaps too much
ease. The Baali were destroyed, down to the last one... orso
it seemed.
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In truth, Baal had warned Shaitan and his fellows of the
danger that was coming from the west, and they had vacated
the area, leaw'm}_{ d{:mﬂrﬂc:;lllyaaltered childer behind to be
sacrificed in their stead.

The Baali scattered to the four corners of the earth: each
of the 13 eldest took a number of their Get with them and
began setting new goals for their plans of vengeance and
power. Baal's warmning was taken to heart, and the Baali
learned the art of subtlety. No longer conquering any area and
claiming dominion, they chose false names instead, often
those of preexisting gods. In the guise of these local gods, the
Baali guided the hands of their worshippers and grew in power.

Shaitan began a long voyage across the ocean to reach the
North American Continent. From the time of the Olmecs
(1200 - 200 BC) through the times of the Toltecs, the Mayans
and all of the Aztec Empire's history, Shaitan was there, often
guiding subtly through retainers and taking a direct hand in
the battles for supremacy. Other Kindred came to the area,
ignorant of Shaitan’s presence; these interloping Kindred
were either driven away, corrupted into service or destroyed.

For more than 2,700 years, Shaitan ruled over the area
where Mexico stands today, either in person or by proxy. He
still rules over the area — he simply has chosen not to make
a public appearance in 400 years. This is about to change.

Image: Shaitan stands almost eight feet tall. Due to his
long association with Baal, his body has gone through physical
changes that have left him as hideous as any Nosferatu. His
skin is a translucent white with a texture similar to sandpaper.
While his hair has become something akin to fine tendrils, his
eyes are slitred like those of a reptile and his face has taken on
demonic characteristics, including ram homns growing out of
his skull. A palpable aura of evil can be sensed by virtually
everyone he encounters.

Roleplaying Hints: Youdonot talk to fools. Anyone who
does not succumb to your power is not worth acknowledging,
unless he has True Faith. Ignore the weak; destroy the strong.

Notes: This Methuselah is ridiculously strong. His long
torpor has reduced many of his formidable skills, but given
time, he will attain almost godlike power. The Troupe will
have an edge when dealing with him, however; his knowledge
of modern weaponry is academic. He has been in Torpor for so
long he has forgotten the sting of fire and the might of magick.
Faced with determined resistance, he will flee and plot his
revenge at a later time. His Attributes and Disciplines have
also been reduced by his long slumber. When he awakens,
Shaitan is comparatively weak. It will take several months for
him to regain his true power.

While Shaitan fully follows the Path of Evil Revelations,
he is not a member of the Sabbat. Shaitan has been tutored by
Baal to open his mind to the possibilities of his power. His
extremely high Disciplines reflect his teachings. Shaitan long
since gave his soul to Baal, and is very much a pawn of
demons; he is effectively a demon in a vampiric body.
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Samuel Haight

This time you've gone too far,

This time you've gone too far,

This time you've gone too far,

[ told you,

[ told you,

[ told you,

| told vyou

— Peter Gabriel, “Digging In The Dirt”

Breed: Homid

Tribe: Outcast — he thinks of himself as the first of
the Skin Dancer Tribe.

Tradition: Orphan

Nature: Deviant

Demeanor: Architect

Essence: Dynamic

Auspice: Theurge
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Physical: Strength 5 (7/9/8/6), Dexterity 3 (3/4/5/5 ),
Stamina 5 (7/8/8/7)

Social: Charisma 5, Manipulation 5 (4/3/2/2), Ap-
pearance 2 (1/0/2/2)

Mental: Perception 4, Intelligence 4, Wits 4

Talents: Alertness 4, Athletics 4, Brawl 3, Dodge 4,
Intimidation 5, Primal-Urge 3, Streetwise 3, Subterfuge 4

Skills: Animal Ken 3, Drive 2, Firearms 5, Meditation 4,
Melee 4, Leadership 5, Stealth 4, Survival 5

Knowledges: Computer 2, Enigmas 4, Investigation 4,
Linguistics 3, Occult 5, Politics 4, Rituals 5

Backgrounds: Allies 5, Avatar 5, Fetish 5, Library 4,
Resources 3

Willpower 9, Arete 5, Rage 10, Gnosis 8 (Quintes-
sence 8/Paradox )

Spheres: Correspondence 2, Entropy 3, Forces 3, Life 2,
Matter 3, Prime 2, Spirit 4

Fetishes/Talismans: The Staff of the World Tree

Level: N/A, Arete: 6, Quintessence: (see below)

Special Power: Countermagick (Dice Tortal: 9)

Sphere Rotes/Effects: Divided Sight, Ripple through
Space (Correspondence); Slay Machine, Erode Matter
(Entropy); Darksight, System Havoc, Elemental Blast
(Forces 3, Prime 2) (Forces); Sense Life, Mold Tree, Better
Body, Rip the Man-Body (Life); Sense (Quintessence, Chan-
nel Quintessence (Prime)

Note: For simplicity, roll 3 dice for vulgar effects and
6 for coincidental ones.

Samuel Haight has no idea just how much power he
holds in his hands, nor has he any clue as to just how fragile
that power is. The staff is used by Haight primarily as a
device for countermagick: it adds 4 dice of power to every
countermagick roll that he makes. The staff is charged with
over 200 points of Quintessence, but each time Haight uses
the staff to defend against more than one attack at a time,
the energies within the staff are converted at a geometric
rate from Quintessence to Paradox. In truth, the staft
should not exist; it is a Paradox within itself. Haight is
about to discover this the hard way.

Gifts: Bane Protector, Wyrm Hide, Unseelie Faerie
Kin, Blood Omen, Heightened Senses, Curse of Aeolus,
Visceral Agony, Razor Claws, Thieving Talons of the
Magpie, Inspiration

Thaumaturgy: Samuel Haight knows several
Thaumaturgic paths and rituals, most of which can be
found in the Vampire: The Masquerade rulebook. These
minor magics do not invoke Paradox, but he cannot aug-
ment them with Quintessence or his staff. The Paths has
studied are Movement of Mind 3, Lure of Flames 2, Weather
Control 2 and Spirit Thaumaturgy 1. He also knows the
following rites: the Ritual of Sacred Rebirth, Donning the
Mask of Shadows, Puissant Shield and Ward Against
Lupines (he’s still a bit leery of trying that last one; it might
affect him!).
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'. Background: Samuel Haight was a Kinfolk of the = Amazon Basin, realizing that the bloody battle zone would

.:: Garou, but was never satisfied with just being Kinfolk. be a fabulous place to gather more pelts for the creation of

o Haight’s father and his cousins, the Carney Brothers, had still more Kinfolk-Garou. By tapping into the resentment |
X known the glory of being Garou, and Samuel Haight of many Kinfolk, Haight hoped to create a new tribe for |

': resented their existence. Sam tried many times to gain his Pentex, a tribe called the Skin Dancers . |
: father’s respect in other ways, but truth be known, he was While locked in Ischen's domain, Sam learned several

f; always something of a disappointment. new tricks from his host. What he did not learn from the

'y He finally found something that he was truly good at demon, he stole from the Dreamspeaker Oracle El Dorado,

" — hunting. He hunted big game the world over, stalking using the power of a fetish called the Conquistador's Sword. |

;E: and killing every type of dangerous prey imaginable. From The Sword was meant to steal El Dorado’s power, but

e other Kinfolk, Sam learned about the other supernatural shattered in the attempt, leaving Samuel Haight with a

P powers that existed. His fascination with the occult even rudimentary level of knowledge in several Spheres. Some

:-; led him to try learning from the Verbena, but to no avail; believed that Haight had been destroyed in his bartle

' he could not manage their difficult rituals. In the words of against the Garou in the Dorado Realm, but once again, he

” his teacher, his “Avatar would not Awaken.” managed to escape what should have been his death by

,:. Haight continued in his quest, eventually leading him slipping into the Umbra when the werewolves saw him

e against a vampire he assaulted and managed to kill. Samuel apparently torn apart by elementals of the Wyld. (See “In

- : took the vampire’s blood when he left. He had learned in Dreams and Nightmares” from Rage Across the Amazon

" his travels that the blood of vampires was healing and life- for more details.)

. extending. He also took all of the books of magic that the The Skinner was next seen when he attacked the

% vampire possessed. Through trial and error, bolstered by ~ Crombey Farm Chantry. Haight meant to barter for the

a1 the rich vite, he started teaching himself the art of  right to learn from the Verbena, but the Chantry’s leader,

" Thaumaturgy. Alistair Crombey, refused him. With the help of a Chantry

:: '. As he traveled the world, learning more of the member who betrayed his family, Haight was able to rip the

I':‘ Thaumaturgic arts and hunting more and more exotic power of the Chantry’s World Tree away, taking a branch

e creatures, Haight ran across a Ritual that changed his life. of the tree as a source for the power's containment. In the

:" The Ritual of Sacred Rebirth, found in the possession of a process, he murdered Crombey's wife, Allison, and gained

':: dark cultin India, taught Samuel that he could take control the enmity of the Verbena Tradition. (This has been

: of all aspects of his life. With the ritual, Samuel Haight chronicled in “The Salesman’s Tale” in The Book of

i3 could become a Garou himself... if he was willing to pay the Chantries.)

. price. With the skins of five Garou, he could become a A few months later, Haight appeared in New Orleans,

;" werewolf. (This is detailed in the adventure “Skins” from this time coming to the aid of the Camarilla. He informed

:: Valkenberg Foundation.) the Kindred of a vampiric slaving ring and gained the

e, Samuel Haight slaughtered and skinned the necessary & friendship of several Kindred. Only a few

i number of Garou and used the ritual. In the process, he -

" became a pawn of the Wyrm. Chased by other Garou,

':i Haight used a powerful fetish, Shedding the Spirit Skin,

5 which allowed him to escape into the Umbra. Faced with

1' the truth of his actions, he went somewhat mad.

e Using his fetish, Haight fled into the Deep Umbra /

b and into the lair of Ischen, a powerful demon locked into |

:; a section of the Umbra ages before by the Garou. The ;°

! creature desired a way back to the material plane andg

T.. felt that the fetish was a perfect way to escape. The ‘_

WL unintentional intervention of several Sabbat vampires }

-4 foiled the creature’s attempts and allowed Samuel 4

'. Haight back into the material world. (For informa- ?‘

" tion, see “A Quest Beyond Death” in The Storytellers E

-I Handbook to the Sabbat.) I

= Haight, now known as “The Skinner,” had }

i worked for Pentex before his “rebirth” and saw no /[

i reason not to return to his previous employers j SUggestio,

(v upon coming home. Through Pentex, Haight met B ﬁ,"a'hrs.

" Robert Allred, and the two became comrades-in- £

- arms. It was Allred who sent the Skinner to the ¥

"
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The Skinner was next seen when he attacked the G
Crombey Farm Chantry. Haight meant to barter for the B,
right to learn from the Verbena, but the Chantry’s leader, !:
Alistair Crombey, refused him. With the help of a Chantry P
member who betrayed his family, Haight was able to rip the :.-:.
power of the Chantry’s World Tree away, taking a branch -
of the tree as a source for the power's containment. In the ;
process, he murdered Crombey's wife, Allison, and gained N
the enmity of the Verbena Tradition. (This has been ¥
chronicled in “The Salesman's Tale” in The Book of :-Lf.
Chantries.) '
A few months later, Haight appeared in New Orleans, X

this time coming to the aid of the Camarilla. He informed B
the Kindred of a vampiric slaving ring and gained the 3
friendship of several Kindred. Only a few weeks prior to this '.
tale, Haight encountered a small Orphan Chantry, slaugh- whE
tering the mages inside and forcing the power of their Node P
into his Staff. (This occurs in the adventure “D'jabbic” in o
New Orleans by Night.) X
Haight has decided to end his battles. He has discov- i.'-
ered lore that will now lead him to he thinks is an b,
Antediluvian's Haven (the Fouth Generation Kindred is ;_'
actually a Methuselah, but Haight doesn’t know the differ- LY
ence). With the blood he hopes to obtain, Haight plans to "
drop from sight and expand his Skin Dancer tribe. He does p:'.
not realize that peace is beyond his reach; he has over- iyl
stepped the laws of gods, man and creation. Now his soul is : j.
ravaged by madness, his mind is drifting into Quiet, and his %
power is threatened by Paradox. Haight is running on &
borrowed time, and his final race fuels Shaitan’s awaken- ";
ing. The chaos and death he causes may very well herald 1
the beginning ot Gehenna... y
Image: Samuel Haight is a middle-aged man with hazel '-!:.
eves and brown hair shot through with gray. He is in -
excellent physical condition, but trembles with exhaus- ‘ET
tion. His muscles, in Crinos and Lupus forms, ripple beneath A
a brown coat shot with gray. His face is drawn with physical "
exhaustion and scars cover his body. To those whom he has .
battled before, he looks less in control than ever before. :-"5.
Roleplaying Notes: So many battles, so many deaths. ke
You have so much to correct, so much to change, and your i
work has only just begun. Still, it all seems worth it. You "
hold in your hands the power of God. The energies that X
throb within both the staff and your own being beckon you oy
onward; you need only learn how to harness them. For thart, :J'
you need time. In order to continue learning before you o
have grown old, you need the blood of a powerful Kindred. :;
Nothing must stop you. Your destiny is clear. ‘
Notes: Samuel Haight must die. lli.
The method of his death can be as dramatic or as "
ignominious as your Troupe prefers, but he must not be v,
. s
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Part Two: Background Characters

The Chaos Factor involves hundreds of
supernatural beings. Obviously, we cannot
present statistics for each of them; the list-
ings below will give the Storyreller some
basic background.

The following write-ups represent three
ranks of supernatural beings for encounters
within the story. Most encountered beings
will come from the first rank given below,
especially if they are vampires created by the Sabbat as
cannon fodder. Specific individuals are given in Book One,
Chapter Two.

Golems

Attributes: Strength 8, Dexterity 2, Stamina 8, Cha-
risma 0, Manipulation 0, Appearance 0, Perception 4,
Intelligence 0, Wits 0

Abilities: Alertness 4, Brawl 5, Intimidation 4

Health: OK, OK, OK, 1, -1, -1, -2, <2, -3, -4, -5,
Incapacitated

Countermagick: The golemsadd 4 to all countermagick
rolls.

Image: The golems are large, heavy figures made of
clay instead of flesh. Their skin is moist and their faces are
stern. They do notspeak and they donot change their facial
EXPressions.

Garou

The following statistics represent three different levels
of Garou: Newly Changed, Average and Leader.

Pup: Newly Changed

Breed: Any, but probably homid for Bone Gnawers
and metis for Black Spiral Dancers

Auspice: Any

Tribe: Either Bone Gnawer (1) or Black Spiral Dancer (2)

Physical: Strength 3 (5/7/6/5), Dexterity 2 (2/3/4/4),
Stamina 3 (4/5/5/4)

Social: Charisma 2, Manipulation 2 (2/0/0/0), Ap-
pearance 2 (1/0/2/2)

Mental: Perception 3, Intelligence 3, Wits 2

Talents: Alertness 2, Athletics 2, Brawl 2, Dodge 1,

Intimidation 1,

Skills: Melee 1, Repair 1, Stealth 1, Survival 1

Knowledges: Enigmas 1, Linguistics 1, Area Knowl-
edge (Mexico City) 2

Backgrounds: Kinfolk 2, Mentor 1

Gifts: (1) Scent of Sweet Honey, one Auspice Gift,
one Breed Gift/ (2) Shroud, one Auspice Gift, one Breed
Gift
124 The Chaos Factor
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Rank: 1
Rage 5, Gnosis 2, Willpower 5
Health Levels: OK, -1,-1,-2,-2,-5, Incapacitated

Average Werewolrf

Breed: As above

Auspice: Any

Tribe: Bone Gnawer or Black Spiral Dancer

Physical: Strength 4 (6/8/7/5), Dexterity 3 (3/4/5/5),
Stamina 3 (5/6/6/5),

Social: Charisma 4, Manipulation 5 (4/2/2/2), Ap-
pearance 4 (3/0/4/4)

Mental: Perception 3, Intelligence 4, Wits 5

Talents: Alertness 3, Athletics 3, Brawl 3, Dodge 3,

Expression 2, Intimidation 2, Primal-Urge 1, Subterfuge 3

Skills: Drive 1, Etiquette 2, Firearms 1, Melee 2,
[ eadership 2, Repair 2, Stealth 4, Survival 3

Knowledges: Area Knowledge (Mexico City) 4, Enig-
mas 2, Linguistics 2, Medicine 1

Backgrounds: Kinfolk 2, Contacts 4

Gifts: (1) four first level (2) three second level (3) one
or two third level

Rank: 2 or 3

Rage 6, Gnosis 8, Willpower 6

Health Levels: OK, -1,-1,-2,-2,-5, Incapacitated

Rites: (Pick 2 or 3) Talisman Dedication, Rite of
Contrition, Rite of Spirit Awakening, Rite of the Fetish,
Rite of Summoning

Fetishes: Varies by individual: 1 fetish, or 2 to 3 talens

lLeader

Breed: As above

Auspice: Any

Tribe: Bone Gnawers or Black Spiral Dancers

Physical: Strength 5 (7/9/6/6), Dexterity 3 (3/4/5/5),
Stamina 4 (6/7/7/6)

Social: Charisma 4, Manipulation 5 (4/2/2/2), Ap-
pearance 2 (0f0/2/2)

Mental: Perception 3, Intelligence 4, Wits 4

Talents: Alertness 4, Athletics 2, Brawl 4, Dodge 4,
Empathy 3, Expression 4, Intimidation 3, Primal-Urge 4,
Subterfuge 5

Skills: Drive 2, Etiquette 4, Firearms 3, Melee 3, Leader-
ship 4, Performance 3, Repair 4, Stealth 5, Survival 5

Knowledges: Area Knowledge (Mexico City) 5, Enig-
mas 4, Linguistics 3, Medicine 3, Occult 3, Rituals 3

Backgrounds: Kinfolk 2, Contacts 5

Gifts: (1) six first level: (2) five second level; (3) three
third level; (4) two fourth level; (5) one or two fifth level

e T 1 R e Y e e e e T e e e L e




T = Ty Tt i L L B T et g M T el o1, B o Y e el

Rank: 4 or 5

Rage 8, Gnosis 8, Willpower 8

Health Levels: OK, -1,-1,-2,-2,-5, Incapacitated

Rites: Rite of Burial, Rite of Contrition, Rite of Fe-
tishes, Rite of Ostracism, Rite of Passage

Fetishes: 2 to 3 fetishes and 2 to 5 talens.

Fetishes: Mask of Death (Level 5, Gnosis 8); The Bone
Gnawers of Mexico City have a special fetish that they
have designed, and each member of the Sweet Waters Sept
has one. The Mask of Death is actually a simple wooden
mask carved in the shape of a skull. Each Mask allows the
person wearing it to simply be ignored by everyone around
them. While wearing the Masks, the Bone Gnawers can be
in any form and still not worry about being noticed. It is not
uncommon, during the Days of the Dead, for the entire sept
to walk the streers in Crinos form, ready to meet any
potential threat. So long as they make no violent action
against their targets, they are simply overlooked. If a Garou
wearing the Mask attacks someone, however, the power of
the fetish no longer hides the Garou from his target.

Kindred

The following statistics are for average Kindred of 13th
Generation, 11th Generation and 8th Generation.

Generation: 13th

Clan: Any of the Sabbat

Embrace: Within the last 50 years

Apparent Age: Varies

Physical: Strength 3, Dexterity 3, Stamina 4

Social: Charisma 2, Manipulation 2, Appearance 3

Mental: Perceprion 2, Intelligence 2, Wits 2

Talents: Acting 1, Alertness 2, Brawl 2, Dodge 2,
Intimidation 2, Subterfuge 3

Skills: Drive 1, Firearms 1, Melee 1, Stealth 2, Survival 2

Knowledges: Bureaucracy 2, Computer 1, Medicine 1,
Oceulr 1, Politics 2, Sabbat Lore 1

Virtues: Callousness 3, Instincts 2, Morale 2

Disciplines: One point in any three to four Disciplines

Backgrounds: Resources 1, Contacts 2, Allies 3

Path: 1 in any Path

Willpower: 5

Blood Pool: 10/1

Generation: llith
Clan: Any
Embrace: Within the last 75 years
Apparent Age: Varies
Physical: Strength 3, Dexterity 3, Stamina 4

Social: Charisma 2, Manipulation 4, Appearance 3
Mental: Perception 4, Intelligence 3, Wits 4

!._.‘_1‘- i..i"-. ._r_._l:.._ l:-'=l-'t"1,=“...i| fj'-' I:.-. [ - 1‘_-' H'.I. .:_,-:_ E._- = -

Talents: Acting 2, Alertness 3, Brawl 3, Dodge 4,
Empathy 2, Intimidation 3, Subterfuge 4

Skills: Drive 2, Firearms 3, Melee 3, Stealth 4, Survival 3

Knowledges: Bureaucracy 2, Medicine 5, Occult 2,
Politics 3, Sabbar Lore 3

Virtues: Callousness 3, Instincts 3, Morale 4

Disciplines: Seven dots in any five Disciplines

Backgrounds: Resources 3, Contacts 4, Allies 5

Path: 5 in any Path

Willpower: 7

Blood Pool: 12/1

Generation: 8th

Clan: Any

Embrace: Anytime within the last 200 years
Apparent Age: Varies

Physical: Strength 5, Dexterity 4, Stamina 4
Social: Charisma 4, Manipulation 4, Appearance 3
Mental: Perception 4, Intelligence 5, Wits 5

Talents: Acting 4, Alertness 4, Brawl 5, Dodge 4,
Empathy 4, Intimidation 5, Subterfuge 3

Skills: Drive 2, Firearms 4, Melee 3, Music 2, Stealth 4,
Survival 3

Knowledges: Bureaucracy 4, Medicine 5, Occult 2,
Politics 2, Sabbat Lore 5

Virtues: Callousness 4, Instincts 5, Morale 4

Disciplines: Nine to 11 dots in any seven Disciplines

Backgrounds: Allies 5, Contacts 5, Influence 3

Path: 7 in any Path, probably the path of Evil Revela-
tions in Mexico City

Willpower: 8

Blood Pool: 15/3

Mages

The following statistics are given as examples of Newly-
Awakened Mages, Experienced Magesand Chantry Leaders.
There are very few mages in Mexico City who are not
described in Chapter Two.

Newly-Awakened Mage

Essence: (Juesting

Tradition: Any

Physical: Strength 3, Dexterity 2, Stamina 3

Social: Charisma 2, Manipulation 3, Appearance 2

Mental: Perception 3, Intelligence 5, Wits 4

Talents: Alertness 1, Awareness 2, Expression 2, Intu-
ition 3, Intimidation 1,

Skills: Etiquette 1, Firearms 1, Meditation 2, Research 2

Knowledges: Cosmology 2, Enigmas 2, Investigation £,
Linguistics 1, Occult 1
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Spheres: Correspondence 2, Forces 2, Prime 2 (or any
other combination of six Spheres)

Backgrounds: Avatar 2, Destiny 1, Library 1, Mentor 2

Arete 3, Willpower 6, Quintessence 11, Paradox 3

Experienced Mages

Essence: Questing

Tradition/Faction: Any (usually Nephandi,
Dreamspeaker or Technocracy)

Physical: Strength 2, Dexterity 3, Stamina 3

Social: Charisma 3, Manipulation 4, Appearance 3

Mental: Perception 4, Intelligence 5, Wits 5

Talents: Alertness 4, Athletics 2, Awareness 4, Ex-
pression £, Intuition 3, Subterfuge 4

Skills: Drive 2, Etiquette 3, Meditation 5, Research 4,
Survival 2

Knowledges: Computer 3, Cosmology 3, Culture 4,
Enigmas 5, Medicine 3, Occult 5, Science 4

Spheres: Correspondence 3, Forces 2, Life 2, Mind 3,
Prime 3 (or any combination of 6 to 12 in the Spheres, with
one or two being prominent)

Backgrounds: Allies 4, Avatar 3, Chantry 4, Dream 1,
Influence 2, Library 3, Mentor 5

Arete 5, Willpower 8, Quintessence 15, Paradox 4

Chantry Leaders

Essence: Any

Tradition: Any

Physical: Strength 4, Dexterity 3, Stamina 4

Social: Charisma 4, Manipulation 5, Appearance 4

Mental: Perception 5, Intelligence 5, Wits 5

Talents: Alertness 5, Awareness 4, Brawl 4, Dodge 5,
[ntimidation 3, Streetwise 5, Subterfuge 5

Skills: Drive 2, Firearms 3, Meditation 5, Melee 2,

Research 5, Survival 5, Stealth 5, Technology 5,

Knowledges: Computer 4, Cosmology 5, Enigmas 5,
[nvestigation 4, Law 4, Linguistics 5, Medicine 4, Occult 5,
Science 4

Spheres: Correspondence 3, Entropy 2, Forces 3, Life 3,
Matter 4, Mind 2, Prime 5, Spirit 2, Time 1 (or any combina-
tion of Spheres, 15 to 25 points. Chantry mages have little
time for trivial matters.)

Backgrounds: Arcane 5, Avatar 4, Chantry 5, Dream 4,
[nfluence 4, Library 5, Node 5, Talisman 4

Arete 8, Willpower 10, Quintessence 17, Paradox 2

126 The Chaos Factor
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Part Three: The SKin Dancers

Across the abryss

This weary traveler struggles on

Casting his eyes upon the ground, he cries out,
“Is there no end to this immortal pain that haunts

Skin Dancers are false Garou created by

¥ rhe Ritual of Sacred Rebirth, a forbidden
&= Wyrm ritual that transforms Kinfolk into
Garou by using the skin and blood of true werewolves. The
Skin Dancers can only be created from Garou Kinfolk;
attempts to try the ritual with non-Kinfolk will simply fail.

These “reborn” werewolves begin their existence at
least mildly corrupted by the Wyrm, but the path they
choose to follow after their “rebirth” is entirely in their own
hands. Created, as they are, from the bodies of born Garou,
the taint of corruption hangs about them. Some few,
however, overcome this and join the ranks of their cousins.
For any Skin Dancer, the path is there. The will to walk
away from the Wyrm and avoid its traps is within the hearts
of all Skin Dancers.

Contrary to common conceptions, the Skin Dancers
are not associated with the Black Spiral Dancers. The latter
have danced themselves to madness within the Black
Spiral, giving themselves completely to the Wyrm. They
are, with a few possible exceptions, beyond redemption.
Skin Dancers, however, can rise above their beginnings
and reject the Wyrm. Whereas the Black Spiral Dancers
suffer from insanity as a result of their acceptance of the
Wyrm, the Skin Dancers are as sane as their circumstances
allow. The Black Spirals, and most other tribes for that
matter, regard the Skin Dancers as “false Garou” and often
attack them on sight. The bastard progeny of “Skinner”
Haight have a hard road ahead of them if anyone discovers
the truth of their rebirth.

Skin Dancers do not normally have Gifts, as they have
not aligned themselves with a particular set of Banes or
spirits. It is possible for the Skin Dancers to learn Gifts, but
at this point they must be taught by other Garou or spirits.
Given the enmity real Garou bear towards the Skin Danc-
ers, this is a difficult arrangement to make. Some
Wyrm-tainted Skin Dancers learn Gifts from Banes in
exchange for favors, but the majority rely on physical power
over spirit aid. Certain Backgrounds also do not apply to
Skin Dancers. No Skin Dancer can have Past Life or Pure
Breed, and very few have the Fetish Background (if they
do, they likely stole their fetishes from a victim), Kinfolk,
Rites or Totem.

The Bastard Tribe are not, as some suppose,
shapeshifting mages. They are Garou, albeit false ones in
many senses of the word. None have displayed any ability
with the Spheres of True Magick. The only exception is

Samuel Haight himself. The Skinner quite literally stole
the ability to perform magick by severing a portion of El
Dorado’s Avatar with the Conquistador’s Sword. The arti-
fact was destroyed during the “exchange,” and no other
Skin Dancer could hope to use the powerful fetish again.
Samuel Haight is the exception, not the rule.

Skin Dancers, as a rule, do not have the strong sense of
tradition and belonging that their “legitimate” cousins
share. The other tribes, even the Black Spiral Dancers,
have codes of ethics and rules that guide them in their lives.
The Bastard Tribe have not been around long enough to
develop their own guidelines. The Skin Dancers are a tribe
of Ronin, unaccepted by the other tribes and unwilling to
bend to the beliefs of most Garou.

All Skin Dancers feel obligated to Samuel Haight to
one degree or another, but not all of them hold to Haight’s
twisted philosophies. The Skin Dancers were originally
Kinfolk, and a good number remember how poor their lives
were before the rebirth. The difference between humans
and Garou are too extreme to describe — the power to
venture into the Umbra is something that most humans
will never know. To the Skin Dancers , becoming Garou is
literally like being reborn — comparable perhaps, only to
amage’s Epiphany. More often than not, the bitterness that
had crept into their lives as Kinfolk is destroyed with the
rebirth. The Skin Dancers have achieved their goals; why
should they be bitter? How many of us can truly say we have
realized our dreams!

In choosing his disciples, Haight usually selected Kin-
folk with a degree of combat skill. Most Skin Dancers are
well versed in the martial arts, both with and without
weapons, and a substantial number are marksmen as well.
The primary Abilities of the Skin Dancers reflect their
fighting knowledge. Many are also well-versed in survival
techniques and are fully capable of living off the land for the
rest of their lives if necessary. Haight chose carefully during
his screening process; he understood all too well the risks
that his Skin Dancers would have to take.

Most Garou will not hesitate to kill a Skin Dancer on
sight. Five Garou have to die before one Skin Dancer is
created. Members of the Bastard Tribe have learned quickly,
though, and none will openly admit to being a creation of
Samuel Haight. The charade is not difficult in these last
days. The decent ones, however, feel shame and guilt for
the Garou who died so that they might be reborn. As time
passes, this new tribe may feel the weight of Harano more
deeply than the Thirteen Tribes ever will. Then again, this
new blood may shift the balance of the Apocalypse in
Gaia's favor if enough Skin Dancers join their cousins in
battle. It is still far too soon to know what the fate of the
Bastard Tribe will be.
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P i A Paradox runs rampant throughout the Paradox Backlashes for increased difficulties. The Story-
o ' second half of “Chaos Factor.” The mages go teller should remember that these modifiers are intendedto
al out of their way to try to capture or kill add flavor and suspense, not to punish player characters for
u | L k i
i § Samuel Haight, while the Technocracy pulls using magick. Use judgment and empathy when determin-
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¥ | out all the stops and attempts to contain a ing modifiers.
l'h | situation that is beyond control. Even worse, Dav of the Dead Effect
p: t.'hﬂ Paradox bpl{lﬁ' must work overtime to Day 1 Nothing unusual occurs.
- ix the problem before too much damage is : ; : v
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L4 cast in Mexico City during the crisis. These difficulties, £
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Optional Rules for Using Wraiths:

The Restless Dead play a small but significant part in
"The Chaos Factor.” If the Storyteller does not have the
rules for ghosts given in Wraith: The Oblivion, she may
use the guidelines given below.

These powers may simulate the abilities of the Restless
Dead. Like Disciplines, Gifts and Spheres, wraith Arcanos
vary from individual to individual; the abilities below are
common, but not universal. Story and circumstances can
dictate whatever powers and potency a certain ghost might
have.

o Wraiths are effectively invisible unless they want to
be seen. Obfuscate can take the place of this power.

e Wraiths can possess others; Dominate or the fourth-
rank Mind Effect: Possession can take the place of this
POWCT.

® Wraiths can walk through walls, and are often
intangible. The Matter Sphere or Protean 5: Gaseous
Form can be used in place of this power. Wraiths, however,
can actually attack from their gaseous form.

® Wraiths can inspire chilling tear or other emotions
in their targets. This ability can be replaced by the Mind
Sphere or the Dominate Discipline.

A Sociely of
Supernaturals

The supernatural residents of the World of

Darkness come fromdrastically divergent back-
grounds. Few of them can really hope to
comprehend Awakened beings from unusual
backgrounds, and sometimes just understand-
ing how they think can be a difficult task.
Mages do not really understand the Kindred,
and the Kindred certainly do not understand
the Garou. Many supernatural beings believe
they understand wraiths; many of these “experts” are quite
mistaken.

However, the supernaturals all exist in the same world,
and despite their best efforts, they must occasionally deal with
one another. A great deal of their interactions Himi‘n!‘,’ take the
form of business transactions, and a substantial amount of
what each group believes about their counterparts is nothing
more than propaganda.

Remember, a character does not necessarily know every-
thing a player does. Players can read a variety of sourcebooks
for all the Storytellers games, but a character cannot. She is
restricted to what she can learn in the confines of her fictional
world. If she has no experience with vampires, if there is no
library where she can find ancient scrolls speaking of vampiric
traditions, then she does not know about those traditions,
I'L‘:_Lfl;,]]'dlf:}i:i. of whether the pIu}*-fT has read the Book of Nod.
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*.; Infact, the more a player reads in different sourcebooks, the
L . d
% greater the roleplaying challenge becomes. A skilled
[ roleplayer plays dumb when her character runs into a
I situation where she would have no clues, even if the player
L) ;
o has read all abour it.
"r‘l T L T

4 ruthis Hard to Find

] i

b Remember that each faction in the World of Darkness is
::'-' trying to hide the truth from every other faction. Many Kindred
iy deliberately reinforce the stereotypes portrayed in Hollywood
e movies, primarily as an added layer of defense against their
l'l' i a . =y 5

! potential enemies. If a Garou believes that a stake through the
':r' heart is enough to kill a vampire, that Kindred is likely to havea
p chance latertoescape. Notsoifthe Lupine decides totear him limb
1 - . ¥ . : '

! from limb. If the Garou believes that a crucifix will drive the
I} Kindred away, all the better. Later, the vampire can retum at
% leisure, and preferably with a large group of friends, to finish
1 whatever business was interrupted by the nosy werewolf.

) ; - : . .

: Likewise, if the Kindred wish to believe that a full moon tums
i all Garou into ravening beasts, let him. While the Leeches may
Yl g I
2 think they are dealing with nothing more than a blood-thirsty
- savage, a Garou can use its keen instincts and combat savvy to
o destroy the “agents of the Wyrm."

[y . . | .

I And if the Kindred and Garou wish to believe that mages are
i all-powerful, whoare the mages todisagree While it'strue that the
kY Awakened can indeed become nearly godlike in power as they
I " » i
kL progress, they are still stuck with the fear of Paradox. Paradox can,
. and often does, humble even the greatest of mages.

e However, Paradox and the spirits that shape it completely
" ignore the Kindred and the Garou. Why!Many mages believe that
1 y . i i &

" vampiresand werewolvesremainapartof staticreality. Despitethe
) Technocracy’s best efforts, the undead and shapechangers of the
o pasthave notfaded from the beliefsof the Sleepers; racial memories
" of the Impergium strengthen the Delirium of the Garou, and
- ' " ' H M ¥

ol Kindred can use Disciplines to prey on the collective unconscious
" of the Masses. Mages, however, push the limits of static reality,
often breaking the rules in an effort to redefine those rules. The off:
e the-cuff reality-bending of True Magick contrasts with the static
" ] .o - ' a —y 5w i f

my LI VAINPIric LASCIPUNES an Arou \siits, which work imna
%) effects of va Discipl d Garou Gifts, which work
eull 1 i k i ' . . .
| redetermined way every time. Giftsand Disciplinesslightlyripple
K edet ed way every time. Giftsand Disciplinesslightlyrippl
o the Tapestry, while magick radically alters the pattern.

[ ¥ P

1 ; :

! Mages, in short, suffer from major flaws, so they'll take any
W advan eycanget. lfthe othersupernaturalschoose tobelieve
: dvantagetheycanget. Iftheothersupe lsch bel

I that sorcerers are nearly omnipotent, so much the better. There's
5 less chance that they’ll be proven wrong. No Garou wants to be
by turned into silver by a mage, and no mage in his right mind wants
] to risk the Paradox that such an action would cause. If the
l " » .

% werewolves believe that mages are obviously capable of such
j+ incredible displays, the Awakened intend to keepitthatway. Ifthe
; werewolves knew for certain that the mages could be killed by
a7 ; 3 - . ¥ .

- something as simple as a sharp set of fangs, they just might decide

that the time hascome toremoveall those annoyingsorcerers from
e g Gaia's reality.
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A Disparity of Vision
parity of V

Despite the propaganda on all sides, conflicts are almost
unavoidable in the World of Darkness. Too many of the
supernaturals are too set in their ways to accept another
creature’s perceptions. The Kindred and the Garou are almost
entirely set on different courses; vampires need larger herds of
humans, while most Garou would prefer fewer humans and
more untouched nature. Even among their own kind, each of
these groups has a set way of viewing the world and a set belief
inwhat will make the world a better place. How can they hope
to live in peace when their desires and beliefs are so opposed
to one another? Simply put, they cannot. Some factions of
each group can work together for a brief time, but probably not
for long. There’s too much spilled blood in their mutual
histories for them to all agree — most of these groups don't
even get along with each other, let alone potentially threaten-
ing outsiders.

When you add the magickally aware into the equation,
things only get worse. Most mages want to bring about the
Ascension, a time when all humans will have the power to
shape a better world together. Sadly, most other supernatural
beings see Ascension in a different light. The Kindred cer-
tainly don't want Ascension; without the Sleepers, they would
have noway tofeed, and the Awakened just might not like the
idea of being used as a food source. The Garou are truly
opposed to most of the ideals of Ascension, as the humans
have caused more than enough grief without the added power
of “enlightenment.” What sort of madness would the humans
cause if theyall had the power to change reality whenever they
wanted? Who would suffer if any one segment of humankind
could remake the world to fit their own beliefs of what reality
should be! How with this affect Gaia, and what would happen
to Gaia's warriors! No, alliances between the various factions
of the supernaturals simply do not last well; their visions are
too different for long-standing cooperation.

With Great Power

For the Kindred and Garou, these rules of avoidance are
long since established, but for the Awakened, the rules are not
set in stone. The world is a nasty place to be if you have no
power, and a nastier place still if you only have a little. Power
means that you get noticed. Getting noticed means you canno
longer avoid conflicts. Mages should not actempt to fight the
Kindred or the Garou on equal grounds — they will lose.

Even a strong member of the Akashic Brotherhood has
little chance of besting a werewolf in hand-to-hand combat.
Garou are killing machines, and more than capable of beating
a talented mage in a fist fight. Frankly, the average Garou can
take the average member of the Akashic Brotherhood and
beat him to death with the mage’s own hands — directly after
ripping the mage’sarms from his sockets. Coincidental magick
is the best way to go. You don't run the risk of Paradox, at least
not as heavily, and you can simply avoid being hit while you
arrange for a live wire or two to fall on the monster’s head.
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Ina magickal battle, the Garou can use their Gifts against
the mage's Spheres, and can soak most outright damage a mage
tosses at them. All of the Garou's Gifts fall under the heading
of Spirit powers; they are taught these Gifts by spirits.
Countermagick is tricky, though possible, if the mage in
question lacks knowledge of the Spirit Sphere (see The Book
Of Shadows for rules about countermagick with alternative
Spheres).

Because the Kindred do not have to worry about Paradox,
they pose areal threat to mages as well. Each of the Disciplines
can be countered, but the power of the mage must be compared
with the power of the Leech (see below). Vampires, because
they are practically immortal, make very poor enemies. No
mage in her right mind would dare face a powerful elder
without a few non-Paradoxical weapons, so being armed never
hurts.

The World of Darkness and the Storyteller system do
have a certain balance, even if that balance is not automati-
cally noticeable. Mages can be extremely powerful, but they
also have strong disadvantages to counterbalance that power.
Again, Garou and Kindred need not worry about Paradox
when they use their Gifts and Disciplines, while mages must
beware.

Example

A Nosferatu vampire has Obfuscare 3 and is using Obfuscate
Garou nearby is attempting to

tofind any cotruption in the
area. The Storyteller knows the Nosferaty bears the scent of the

hasalow Humanity). Ifthe vampire is using
arou sense him?The GarouisRank Four, and
Ineratingisonly 3, so the Garouhasa chance

2: Unseen Presence. A Rank Four
use the (level one) Gift: Sense Wyrm

Wyrm (the Nosferatu
Obfuscate, canthe G
the Kindred's Disci pl
of detecting him.
“Hasachance” is the o

not override the existin

any other Garou using Sense Wyrm); if he has

Nosferaru.

o

Now, what if the Garou were Rank Three? He would have

power equal tosthe Nosferaru’s Obfuscate 3. The resul
depend on a resisted roll. The Garou would
Oceult, while the Nosferaty wouldroll Wits + S
other Kindred using Unséen Presence). Wh,

successes wins. If the Nosferany wor, he woul

i:,fﬂ to the Idefemier; in this case, the Nosferatu would remain
uddlen. Since the Garou is the one actively searching, the
Nosferatu gains the benefit of 4 tie. | |

What if the Garou was only Rank Two? His Gift

E_::e powerful enough to penetrate the Obfuscate. Ho
Storytellershould let the player roll an

senses nothing,

would nor
wever, the
yway and simply tell her she

perative phrase here. This system does

words, the Garou mustsnllmflPercqa[IDn+@{,:U|[{juﬁt“ke

erG nosuccesses, then
corruption is not detected. With one success, he will detect the

t would
roll Perception +
tealth (justlike any
>ver has the most

. d remain unseen and
undetected. If the Garoy won, he would sense the Nosferaty, Tit:s.
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; rossover Kruies
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.:"' Some sugpested default rules to use in
g crossover Storyteller games are given below.
i These are general rules. Particular rules should
F

] supersede generalizations, but should still
1 3 2 )

: take these guidelines into account. The de-
I tails given for any particular Discipline, Gift,
1-+ ~ '

; Sphere or Arcanos should override any state-
2 77 o  ment made below. Storytellers should use
45 Wil their best judgments in such matters, realiz-
Ll ing that their decision overrides any rule. Use discretion,
| .

W and let the story be your guide. The Storyteller should be an
;{ artist evoking a consensual reality, not a tyrant armed with
: rulebooks .

U

5ol

a

! 4 I

: Power Levels

L

l' When one character uses a power against another, and
. :

the issue of whether the character is powerful enough to

[ i
". pull it off comes up, use this scale: compare a vampire's
a Discipline rating, a Garou’s Rank, a mage’s Sphere rating,
.: or a wraith’s Arcanos rating. The supernatural with the
i highest score “wins;" her power is more effective. In the
. case of ties, a resisted roll is then made.
o Note: The scores compared are the being’s own abil-
:: ity, not necessarily the level or rating of the power used. In
. other words, a Kindred with Dominate 4 will use the level
';,: one Dominate ability Command the Wearied Mind more
g effectively than a Kindred with Dominate 1. Elements like
. duration, damage and range do not change, but the effect’s
3,1 potency over other supernaturals does.
L]
9 Discipline Garou Rank Sphere rating*  Arcanos
X 1 1 (Cliath) 1 1
'. 2 2 (Fostern) 2 2
X 3 3 (Adren) 3 a
4 : 4 (Athro) 4 4
;‘:.". 5 5 (Elder) 5 5
" G+ 6+ (Elder) - -
'. * In the case of conjunctional effects, use the highest Sphere i
. rating of the Effect that mage is attempting. 5 |
’ Ll ¥ L - $ ;
A Diificulties J
) Sometimes, one game will call fora character ro defend e |
..,': with a Trait she does not have. For instance, some Garou ; |
i

Gifts have the Rage of the target as the difficulty for the
activation roll. Mages don’t have Rage. What does the
character use instead!

When all else fails, the default difficulty is 6. If the
target is actively resisting, the Storyteller can choose to use
the character’s Willpower rating instead. Willpower is
another handy default in the system: it is a Trait shared in
all the Storyteller system games. Use common sense; your
games should be evocative stories, not math tests.
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Direct Magick and
Hitting Your Target

Book of Shadows, which uses a point of Quintessence each
time it hits, does).

e ...the natural weaponry of supernatural creatures.

e .. .Spirit magicks that summon spirits to directly

Opponents don't always stand still. The targets of -
: : artack a target. k-
direct magickal attacks should, therefore, have some chance : _ i vy
to dodge incoming attacks. Direct artacks— lightning * f"ﬂt[ﬂd{s using vulgar Entropy magick to affect a ;'-
bolts, explosions, transformation spells, magick bullets, body directly. | .
blasts of holy light— are often vulgar and usually visible. If In all other cases, damage is n”“"‘igl%'r'f‘l’*'ﬂt‘?d' Mag.ick ¢
an opponent can see or sense an incoming magickal Effect, ~ MaY heal the damage normally. As a special note, Mind .
she can elect to dodpe that Effect as if it were some normal magicks never do aggravated damage. -
missile weapon, falling building, etc. If an Order of Hermes One clarification about damage and casting magick ";"
mage begins screaming in Latin and waving his arms, should also be made here: a character who is injured does =
sentient beings should take precautions. have his Dice Pools for Attribute + Ability rolls reduced n,
Mind attacks may be likewise “dodged” with a Will- because of injuries. However, Health Levgipcnalticashﬁuld e
power roll in place of the usual dodge if the subject isaware ~ M°" subtract from rolls for Lastiang mag:ckr (such as rolls &
of the atrack. The difficulty to resist is 6 (yes, this is a against Arete). Using Arete is a state of mind, not of the .'I:q
change from the Mage rulebook, made for simplicity’s body; having a broken leg or fractured rib will not prevent 2
sake): each success removes one of the mage’s successes. you from drawing upon your understanding of the Spheres. ,'
Physical dodges roll against difficulty of 6 and subtract Ql] 165 TO ic S X
successes as usual. The magick, therefore, can still have an p A ',
effect, but it may be much less than what the caster The following entries cover specific situations that ;_
intended. Some Effects may be dodged completely with a might arise during a Storyteller crossover game. i
eood roll, such as a falling boulder or an attacking spirit. 3 g
Willpower cannot be used to actively “disbelieve” physical Mind Control e
attacks. Various supernatural factions of the World of Dark- _,i.
Any attack that does physical damage can be soaked. ness have the power to cloud minds, and even control "
Atracks that do direct mental damage cannot be soaked. them. However, most people get the chance to defend A
This set of rules makes aggressive magick more chal- against mind control using their Willpower (see the par- e
lenging for the caster and less lethal for the recipient. ticular rules given with whatever power is used). Some I.
Mages fighting a HIT Mark with a Force cannon now have characters even have the ability to magically defend against i
options other than countermagick. Likewise, a mage at- this form of attack. Use the default rules for power levels '
tempting to turn a vampire into a lawn chair would be siven above. Mages must use the Mind Sphere for defense. ’
better off trying some other tactic... A Garou must have a Gift thatallows him to defend against :-
such artacks (the Silver Fang Gift: Mindblock is one ":'f

Damage example). Kindred have no common Discipline that allows 5

: them to defend. n,

There are two distinct types of damage in Storyteller !
pames: aggravated and non-aggravated. Most forms of True Faith '.
magickal at’rau:]cldf:- regular (non-aggravated) damage, but Vi Pt caavievisid che fstohbil with v iy ;::
there are exceptions. Sf‘:me supernatural creatures, such as lous abilities-and some:clects thit are faithy relinble; such -
werewolves qnd vampires, take 'T]ggravatc:d damage from as the power to ward againist vampites, However, Trie 2
attacks like silver or fire in addition to the types below. Baith o _ S N “ e 4
aith cannot necessarily ward against werewolves. In cer .

Aggravated damage for mages can occur from... rain circumstances, a believer may turn a Garou with a sprig !:

o ..adirect vulgar blast of Prime or damage done from of wolfsbane, but this believer must wholeheartedly sub- &
vulgar Life magicks. (Because vulgar Life magicks directly scribe to this belief, and it is rare to find this in the modern -
wound a target’s inner life-force, they cannot be healed world. Let’s face it, most people are embarrassed ro admit L';
through normal means; hence, they are aggravated wounds. they believe in old wives’ tales. Simply discovering the true 7
These types of attacks can be used against ghosts by using existence of werewolves will not mean they believe all the ::'
Spirit in place of Life.) hooey told about them throughout the years. In other Ef,
o ...magicks, such as Forces, augmentred with Prime words, most player characters are just too savvy to be able ""‘.
(including weapon Talismans that utilize Prime in their  to summon belief in the effectiveness of wolfsbane. -
damage). This does not include Forces, Life or Matter Sometimes, True Faith can be used to ward against the pv
created with Prime, only attacks utilizing Prime to “ener- hauntings and harassment of ghosts. The departed dead "i'.
gize” damage. (For example, Spawning Minor Forces does l:'
not incur aggravated damage, while the Talons rote in The "
i
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can sometimes be sent away with a prayer of deliverance —
and sometimes they can't.

As stated in the Book of Shadows, True Faith can
sometimes act as countermagick against mages. Rules for
using True Faith against vampires can be found in Vampire
Players Guide and Hunters Hunted. ( Admittedly, which
version you use can depend on whether your chronicle is
centered on Kindred or hunters. Always give a hero a
chance.)

Clarifying Thaumaturgy

Thaumarturgy is a word in the English language refer-
ring to magic. Some dictionaries define it with more detail
than others. The term shows up in many different contexts
in different Storyteller games. To help navigate through
the sea of confusion, use the guidelines below. If the term
“thaumaturgy” does not appear in any of the contexts
below, then assume it is just a euphemism for magic in
general. If the term is capitalized, assume it refers to
vampiric Thaumaturgy.

All three forms of thaumaturgy work in a static fash-
ion— that is, thaumaturgy works the same way every time.
These variants of magic do not invoke Paradox, but the
effects that a such magician can use are very limited. True
Magick reworks the fabric of reality; the new pattern risks
Paradox, true, but offers a mage much more flexibility than
a static ritual.

¢ Vampiric Thaumaturgy: This is the most common
usage in Storyteller systems. It refers to the Discipline of
Thaumarturgy usually practiced by the Tremere clan. It is
also known as blood magic, and it seems to derive from
some special property of vampire blood. Only Kindred and
their ghouls have been know to use this type of magic. For
details, see the Vampire rulebook, pp. 168-171.

* Hedge Magic: This form of ritual magic, as given in
the Vampire sourcebook The Hunters Hunted (pp. 63-
64), is sometimes called Thaumaturgy. It is not to be
confused with the vampiric Discipline. It is a more limited
form of folk magic. More guidelines for Hedge Magick
appear in Ascension’s Right Hand.

* Dark Thaumaturgy: This is demonic magic, as
practiced by some members of the Sabbat sect of vampires
and non-mage Diabolists. Those who would use this type of
magic must either sell their souls or do something equally
stupid. See Storytellers Handbook to the Sabbat, pp. 50-
58.

Magickally Creating Sunlight

A mage may want to perform this effect to destroy
vampires or drive them from the area of effect. If done
during the day, the mage must simply figure a way to shine
the existing light onto a desired target. This can involve
causing windows to break and allow shafts of light in, or
creating a series of mirrors to reflect the sunlight down an
air duct to a deep basement where it normally never shines.

The Chaos Factor
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If performed at night, it invariably involves conjuring
sunlight from nothing. It is most certainly vulgar magick
and is a conjuctional effect requiring Prime 2 and Forces 3.
Without Prime, light can be created, but it will lack the
necessary reality, or Pattern, to make real sunlight, which
will affect vampires. Simple ultraviolet radiation is not
good enough.

If it is a direct magic effect, then use the normal rules
for damage, based on Sphere level and number of successes,
and the rules given above for direct attacks. If it is not
direct, use the rules for sunlight damage given in the
Vampire rulebook, pg. 194. Needless to say, this sunlight
may temporarily blind people other than vampires, but it
will not harm them.

Breaking the Blood Bond

A vampiric Blood Bond can be broken through magick,
but potent magick is required. How well the player de-
scribes the magickal effect will determine whether it is
coincidental or vulgar. A conjuctional effect of the follow-
ing Spheres is required: Entropy 3, Prime 1, Mind 3, Life 4.

In addition, the mage must have some knowledge of
the nature of the Blood Bond. He cannot destroy what he
does not understand. Thus, a character will need to re-
search lore on the Blood Bond, or possess the Kindred Lore
Ability (and succeed on a roll of Intelligence + Kindred
Lore). Medicine, Occult or Leadership could work as a
complementary Ability.

Multiple Actions

Vampires with Celerity may take more than one ac-
tion per turn without splitting their Dice Pools. Garou may
take one extra action per turn for every Rage point they
spend. How can mages equal this flurry of activity! The
Accelerate Time Effect (using Time 3) allows for extra
actions. See p. 218 of the Mage rulebook.

Draining Caerns

Garou do not like mages: they often accuse them of
draining their sacred caerns. How does a mage do this, and
why!

Caerns are incredible stores of Quintessence. Mages
may at some point wish to “recharge their barteries” at a
nearby Node. This is not much of an issue in Mexico City—
the poisonous Quintessence of the Underbelly would taint
any magicks used with its assistance. Sometimes, however,
this comes into play elsewhere. Werewolves consider their
caerns to be sacred ground. Few non-Garou visitors are ever
permitted within the bawn of the average caern (urban
caerns, obviously, are often an exception to this). Even
fewer visitors would ever be permitted to draw off of Gaia's
holy energy to fuel human magicks. Some bargains have
been struck from time to time, but such alliances are quite
unusual.
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Rank Three Prime magick is required to tap into a
caern’s Quintessence; strong caerns (Level 3 and above)
must be “broken into” using Spirit 4 to sunder the
spiritual protections of the place. This latrer Effect will be
violently opposed by any Garou in the vicinity! If the
werewolves have granted the mage permission to access
the caern, the Warder will help her tap the caern’s
energy through him. Again, this is not lightly done; a
very compelling reason must be given. “Hey, he’s my
friend... he’s cool,” will not suffice.

Once the Quintessence has been tapped, assume
that a caern has a maximum pool of ten points of
Quintessence per level of the caern. If you don’t want
to worry about such numbers, just assume that one or
two mages can fill their Patterns before the werewolves
call a halt. Tass can be gathered at some caerns (see
The Book of Shadows), but the werewolves will not

be amused.

Harming Others Magickally

A mage cannot simply hurt a supernatural being
with a mere flick of the wrist. It requires magick (or a
hefty gun with silver bullets, or a stout wooden stake,
afalling building, etc.). Use the following guidelines
for direct magick aimed at supernaturals of odd con-
stitution. (Garou are considered human as far as the
normal magick rules apply here.)

Vampires: A conjuctional effect of Matter and
Life is required to directly harm a vampire with
vulgar magick. They are not wholly living or dead
(inert matter), but incorporate a living element
(blood) in their system. Any aggravated damage
Effect must usually use these Spheres.

Wraiths: Life magick cannot harm a wraith.
Instead, a conjuctional effect of Entropy and Prime
is required. Spirit magick affects a wraith like the
Life Sphere affects the living, but Life and Matter
have no effect whatsoever. Note that, unless a
wraith is Embodied, mages must use Spirit Sense
to see a ghost in the first place. A successful
Perception + Awareness can often alert the mage
to the wraith’s presence. The difficulty of this roll
will usually be 6, but may vary with circum-

stances.
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Samuel Haight, arch-enemy of all Garou and target of the Verbena, has e
latched onto a secret that could begin Gehenna! All over the World of 3?
Darkness, mages, Kindred and Garou rush to intercept him. Some would b
kill him. Others would aid him... o
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From Mexico Clty to the deserts of Jordan, Haight and his allies race to
uncover the secret to ultimate power. But will this power strengthen Haight,
or lead to the end of the world as we know it?
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The Chaos Factor is a multi-level crossover for Vampire, Werewolf, &=
and [Viage, and includes: \ k=
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~* - Amini-sourcebook for Mexico City, backwater of the Technocracy, G
. - headquarters of the Sabbat. . o

* A horrific secret that could usher in Gehenna. et

* The last stand of Samuel Haight!
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