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IN THE (OURTS, ON THE BATTLEFIELDS

It is the Year of our Lord 1230, the hour is midnight, and
all is not well. In the courts, princes thirst for territory. In the

gardens, ladies twist acts of love into games of life and death.

In the cloisters, zealots and heretics turn on one another. In
the shadows, vampires hunt and feed, but at great peril. There
are stranger things than themselves in rthe Dark Medieval
world, and the dawn that approaches is heralded by the
Inquisition’s torches.

Che LONG NIGKHT 13 OVER

Faith and Fire is the revised edition of The Long Night,
based on Dark Ages: Vampire. Here is all the new material you
need to play, laid out in one place — the High and Low Clans,
their strange Disciplines, the roads they tread, the courts where
they play their games, and the fields where they do battle.
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Prerune:
Co Tre Vigror,
Che JPOILS

Hauknefr rwisted his blade roughly, and the body before him
crurupled to the ground. With aflick of the tip to his ready stance, he spun
ta survey the bloodied battlefield. It was silent for the moment, barring
the sound of the waves that crashed abmost to his feer. Their eternal
rumbling had masked the cries of the guards as they fell.

“Fhat’s the last of mine,” he grunted, tuming to look at his
compantorn. “Are you fin—— Must you play with them?”

“Every one of them that you kill is one less than | can question,” his
companion said. Paulo had a survivor held in his gaze, his will locked
firmly about the soldier’s mind. His left hand coiled about the soldiet’s
throat, and his right index finger idly twisted a strand of his carefully
curled hair, “Tidy up after yourself, if you would be so kind.”

Cracking his knuckles, Hauknefr set about hiding the corpses he'd
strewn about. A few sparse bur hardy bushes dotred the ground here-
about, bur the cracks between the great rocks afforded sufficient
concealment for his purpose. He hoped the sea would wash away most of
the new red poals. In years to come, the bones would grind away, their
powder sinking to mix with the sand far helow.

Paulo finally gave an exasperated curse. "So much in there. Hopes
and dreams. .. but there’s no time now.” He quickly snapped the soldier’s
neck berween his hands and said, “Come.” Gathering his wool cloak
about his waist, he stepped into the tiny hut that clung, limpet-like, o
theside of the cliff. Within stood a wicker cage. Ropes and spindles would
bear the cage aloft with two sturdy men sweating at the winch above.

- Hauknefr disposed of the last hody and wiped his weapon clean
before clambering in alongside. He watched as Paulo concentrated,
sorting his new memories, then serammeda partern on the thin ropes that
connected the basket to the heights above.

A tense minute passed. They shared a glance. No clamor came.

igori has done his part in this, at least,” Hauknefr said. “No
bove. Let us hope he has completed the rest of his duties. |
s foolish to rrast him.”

“afpwas he who infiltrated the monastery and uncovered our target’s resting
ace. Think of the glories the prince shall shower upon us when we unravel his
mystery for him! Now get that over-muscled frame working for alt of us. There's a
gﬁod boy.”

Hauknefr grunted, then rabbed false warmth into his hands.
spe Paulo indicated, he then began to haul them both up into the darkness.

Gripping the

“Silence!” Grigori had hissed in warning as he reached out with his mind to
cloid them from the minds of others. By this point, he was nearly cursing aloud
himself. They had not yet made is across the treacherous rocks rhat jusred like the
Chroken teeth of a giant out to the blunted fang of the monastery’s foundation.
~ Thrice already, Paulo had cried cat in faux-panic when his foot slipped or his hand
“inissed a grip. Thrice, Grigori had adimonished hin in fisped whispers (drawing
- humorous looks from Hauknefr) of the perils beyond and instructed him in the
Cneed for extreme caution. Thrice, he had patiently rewoven the concealment.

Now rhe MNorseman bore his joad with ease, the hefry bundle draped across his
Ushoulders. When they reached the cover of the foresr at last, he dropped his burden
and pl()pptd it against a trec.

“Careful!” Grigori snapped.
“What's the problem?” Hauknefr growled. “He's basically just bones — he
" doesn' feel a thing.”
. “Have you ever heen in his position? Staked, left to dry? Do you know what
»that feels like? Whar thar can do to a Cainite! Some say it drives you mad being
just hel pless, pathetic mear. he might. .. fect
“and hate yer!”

-sovainerable. He might be awake. ..

“Indeed he might, so we shall keep him this way until we have the information
we want,” Paulo sneered. “Alrighr, Hauknefr, What now!”

Hauknefr crouched to sest the hindings on the buadle, “I've arranged a sire
“~near the port. We'll hide him there for the duration. Remember, once we retum,
¢ Uwe must continue 1o o about our nightly business, or the others wight suspect
- we'te up to something.”

S "Suspect and try to steal our glory,” Paulo added. “They'll find out evencually,
but not untif we're ready. Oh, I can almost taste the accolades....”

“You're too focused on yourself, and not enough on the mission.”

“Dion't presume that I'm as blind as you are. You sally along on your ignorant
path of self-righteous ‘nobitity,” but you're blind! A Cainite survives on his reputa-
tion. This will make mine. e could make yours as well if you would only tegit”

As the two exchanged plans and barbs, Grigori sat to one side, playing a game

- inhismind. He envisioned his place in his world as 2 juncture on aspider’s web and
Ivoked out at the neighboring threads. Straddling each was another Cainite, some

local, some distant. Fach had something to offer him, and cach posed a threar.

Sometimes, those threads thrummed with excitement, and if he puc his ear near the




sticky cable he could make out these voices. Those voices were the guides he had
heard and followed since befare his Embrace. Sometimes he even bear staceato
thythms in reply. He hoped that they could hear him as he heard then, He hoped
lihc}y approved.

Paulo shook his shoulder and broke his trance. “We're moving,” the Spaniard
insisted. “I's still tour miles back to the city, and the sun’s not going to stay down
forever.”

“Your abservational skills astound me,” Grigori said, climbing to his feer.
“Perbaps when we get to the city you can astound me once more with your capacity
for silence.”

Almost all the vampires in the city had heeded the call of the prince. His
ghouls had visited as many of his subjects” haunts as they knew and asked those they
met 1o spread the word that Prince Salvating had matters to discuss wich his
domain. Such a summons had occurred rarely, and several rumors were guick o

“form as to the reason for such a gathering.

A score or so were in attendance, and they milled about for an hour waiting
to see what the prince considered so important. Hushed conversations rook place
fndim corers; louder ones echoed in the gardens beyond. At least one Cainire
rook the opportunity to rough up another, but few cared to intervene in such. ..
personal matters. There would be no death — fear of the wrath of their prince
ensured their adherence to that rule, and athers - but severe heatings were well
within rthe Timits of Cainite law. Elsewhere in the gardens, vampires argued
philosophy, compared ales of barle and tried ro manipalate cach orher to their
own ends.

Eventually, ghouls asked each group o join the prince in the dining hall, so
they gathered with nervous haste. The room had mostly been cleared of its
decorations, and Prince Salvaring scood hefore a row of five simple chairs, his being
central. Behind him sat his four closest advisors, all powerful elders in cheir own
right. He waited until his subjects had sertled before he spoke.

“My valued friends,” he began, * have news of grear importance.”

Susurrations rose — young and ancient voices alike mixed like sand then
sifted away as Salvarini raised one hand.

“You all know of the untimely demise of my sice at the hands of wiknown
assassing.” He paused and nored the heads thae nodded and the heads thar shook.
“Aloyad coteric has recently brought me information that ene of those assassins has
dwelled amongst us for many years.” He paused again, noting the shocked looks,
genuine and carefully feigned alike. He saw his rarget our of the comer of his eye.
“Cometorward, Paulo, Hauknefrand Grigori. Present your case tomy people as you
have presented it to me.”

The tric made their way forward (o their prince's side. Grigori remained aside
trom his companions, seemingly distracted and glancing into the dark corners. The
prince stepped back, waving for them o speak. With a grand bow, Paulo began.

“Honored Cainites,” he said. “Ours is a rale grand in the celling, of danger and

- daring! Such were the intrigues and battles that brought us here ro where we seand

“tonight....”

“Cut it short,” Hauknefr grunted. “They'll die of old age at this raze!™

Humorless laughrer scartered about the room, and Paulo blanched, his
moment stolen yer again! Hauknefr stepped in front of him before he started
another tirade. “We hunred dewn and caprured another of those responsible for
the death of Lord Damiano,” the Brujah said. “We gained from him the knowledge

" that the murderer yet walks among us.”

All the audience saw shadows gather behind the chairs, a miasma coiling o
sttike. The darkness paused. Waired.

Prince Salvarini stepped up heside Hauknefr and addressed the crowd., “All of
you know my laws, and they are simple ones. 1f you cannot abide by them, you have
the choice: feave or die” He then turned back to Paulo and said, “Make vour
accusation that all may hear. Quickly.”

Paulo inhialed, waited amoment ro extend the rension, then spoke. “Primogen
Madeline is guilry of the murder of Damiano.”

“Madeline has sar at my right hand for many years as my advisor,” Salvatini
said like a seasoned acror. “We all consider her the very paragon of loyalty 1o our
state. What evidence can you present to me that she was complicit in the deach of
my sire?”

Paulo ooked back 1o where she sat stunned and furious at the gall of her
clanmare. “Madeline,” he purred. “T have a message from your accomplice: Mars
is in Scorpio and the moon Joth shame the sun!”

At this, her eyes opened wide, and blood rears streamed down her cheeks,
“Yes! No... Tdid not know Thad! 1. dear God! 1 did it! The raste. .. sweer still
She broke down sobbing in confusion.

31

The shadows solidified and struck. They hoisted Madeline from her chairand
carried her high over the assembly, At this cue, Salvatini’s ghouls stepped 1o the
edges of the hall and snuffed torches and candles until the room was only barely lic.
The tension among the crowd grew apace. No one noticed Grigori slipping toward
the side door.

Madeline now hung far above them all, blackness holding her crucified in
mid-air. She atempted to conrinue her denal, but a blob of shadow shified o fill
her mouth, muffling her cries. Salvatind’s eves glazed as his Beast pushed him
further toward brutality, He felt the rush overwhelm him, and he went with it

Paulo rumed his head to Salvatini and sneered, “ believe a confession should
be preot enough, my prince.” [e could nothelp rhe smug smile. He was still smiling
when Salvatini’s stake enrered his heart.

A second thereafrer, Hauknefr found he was entangled in the same darkness
with which Madeline was held alofr. “What in Hel is this” he roared. The captives
struggled against the hlack bonds, but rhey would not vield. All Hauknefr's might

could not break these strands that pulsed with the puissant power of the prince.
“Kalen! Brother!™




If Kalen heard his brood mate's cry, he did not answer it. Perhaps he wag
absent, Perhaps there were other reasons,

Sabvatini controlled himself long enough to turn on the Norsernag, “Did Your
idiots expect a reward for what you did? You're fools! You let one traitor ger awa
in exchange for information about another! Grigori told me everything!” _

He then gripped his fist, and the arms abour Hauknefr rightened, snapping -
ribs. The Brujah bellowed, straining harder against the tentacles, They began tq
thin under the strain. Other Cainires, cither fervent followers or curriers of favor
had begun to surround and restrain him. Another stake found its targer, and he
struggled no longer.

Madeline fell from the ceiling, landing with a crunch, and was swarmed by
Salvarini's ghouls.

“Take them away!” the prince cried. "If | ever sec them again, vou will all suffer

their fate! Now come, Grigori, and let us hunt the traitor yo
potl, ¥

Grigori, .2

ur comrades ler free.”
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Playing Mind’s Eye Theatre is like being in a movie. You and your friends are
the characters, but there is no script. There may be a framework or setting that
determines the parameters of the world, bur you and the others around you are
creating the story as you play. The “director” of this movie is the Sroryteller,
assisted by Narrators, The Storyteller creates the stage and the minor characters
with whom the players interact to telt this story.

Most scenes in Mind’s Eye Theatre are played out in real-time -— an hour in
the make-believe world is 60 minutes long, and it takes up 60 minutes in the real
world — and always in character. Players always remain in character during the
game unless a rules dispute arises.

ChARACTERS

When you play this game, you take on another persona, most likely that of a
vampire. Your character can be almost anything — from any walk of life, age, creed,
race o sex. The only limit is your imagination. When you create this character, you
decide what she says or does. You decide where she goes and what choices she makes.
Dnaring the game, you speak as your character, unless you're resolving a rules dispute or
ralking to the Storyteller. Because most of what a Mind'’s Eye Theatre player perceives
around him depends on the other players, all players must be vivid and expressive.

While the characters direct the plot through their actions, the plot reacts in
wiys that direct the characters. For example, a character decides she wants to
create a tavern with space for people to perform, and she invites another vampire
to sing for an evening. Here, the characters are directing the plot through their
actions. The plot reacts to this direction, however, as the Staryreller rells the
characters that the performance has aroused some suspicious attention. It seems
that the performing character reminds someone of another famous human singer,
who also just happened to die at the same time the character became a vampire.
Thus is a story built in Mind’s Eye Theatre,

Creating a character for Faith and Fire is easy, and it takes just a few minutes.
Only a few things become necessary to define the basic capabilities of a character,
and when they're done, you can start playing. There’s another phase to creating a
character, though. A character is, by and large, like a person, and people aren’t just
flar cardboard cutouts with a few numbers to represent whar they can do. People
have pasts, likes and dislikes, geals and dreams — ail the intangible things chac
make a person into what other people see when he walks into a room or talks to
them. [t's not much different from all the care that an actor or author takes when
creating acharacter. Soas you're crearing your character, think a little about where
she comes from, what she wants out of her existence, what she’ll do to get it, what
she loves and whar she hates. Does your character love thunderstorms and watch
them from the window, or have they frightened her ever since she was asmall child?
Does your character want to build a business o replace one that was tost several
years ago — one he'll bargain with the Devil himself 1o get? While certain
personality quirks and details will emerge as you play, it’s a goed idea to have the
hasics in place for the first time you walk into a room and meer the other characrers.

Characters are the heart and soul of the story, Without them, all the efforts
of the Storyteller would be for nothing, and there would be no stories eo reil.

w0 Dark Aces: VAMPIRE AND FarmH ann Fire
ok is based on the tabletop creation Dark Ages: Vampire.
While it is not necessary to awn or know Dark Ages to play this game,
some players might firid it helpful formore setting material. There are a
number of Dark Ages-related -hooks with material that can be adapted
for live-action play. I N Ll
© - This edition of Faith and Fire has been created to update the setting for - '_
the live-action adaptation of Dark Ages. Thase who own The Long Night
r_'llE"_fin'_d some significant differences between the two -~ not the least of 7
: vis advised that a Storyteller rule which -

Elarity and consistency,

ChE $TORYTELLER

The Storyteller is the one who creates the waorld through which the players
move. She creates a skedetal framework of setting 2nd plot, then tuns the
characters loose to put flesh on its hones. More than that, she acrs as an impartial
judge when the rutes are questioned, describes scenes thar can’t be staged and even
plays the parts of antagonists or other people with whom the characrers interact.
The Storyteller is usually assisted by Narrators, who play their own characrers but
are ready to answer rules questions when necessary.

Storytelling is a demanding (and occasionally exhausting) 1ask. A Sroryeeller
must oversee the events to be certain that peaple have a good time, that the rules
are being followed and that the story is running smoothly. Sometimes she must
create plot elements on the spur of the moment or adjudicare between several
guarreling players. In spite of all this responsibility, there is something immensely
satisfying about watching the players create something remarkable with the plot
elements given then [t really makes the headache allb worthwhile.

More on the Storytelier's role can be found in Chapter Six.

CLEGANTLY $1NPLE
This game was designed ro be easy ro play and easicr to start. Character creation
takes only a few minutes. The basic rules are simple, and they cover maost of the
encounters that a new player will enter. Even new players who have never played
Faith and Fire or LARD before will find that this game takes little effort to pick up.

HOU) TO USE THI BOOK

This book gives you all the basic rules that you'll need 1o start playing or
storyrelling Faith and Fire,

Chapter One: Introduction and Setting --- The introduction 1o Mind’s Eve
Theatre, the World of Darkness and the Dark Medieval,

Chapter Two: Clans and Bloodlines — A complete overview of the vampire
clans and bloodlines available for play in the World of Darkness.

Chapter Three: Character Creation —— Everything that you'll need to create
a character o start playing.




Chapter Four: Disciplines — Descriptions of the mysterious powers granted
with the Embrace.

Chapter Five: Rules, Systems and Drama — The chapter starts with the
basic rutes you'll need for play, followed systemss for combat, derangements, health,
healing and more vampiric issues, such as the blood cath,

Chapter Six: Storytelling — This chapter speaks to Storytellers and Narra-
tors, both old and new, containing al the ins and outs of how to craft stories and
deal with players.

Chapter Seven: Allies and Antagonists — This chapter provides a basic
overview of some of the other denizens of the Warld of Darkness, as well as ways
to incorporate them into stories,

CThE RULES THOU $HALT NEVER BREAK

These are the most important and immutable rules of MET, the ones thatkeep
yout game and your players safe from folks who either don't care that you're playing
agame, or who take the game way too seriously. Always adhering to these rules will
also keep your game amenable 1o law enforcement and other non-playes folks.

NO TOUCKING. NO JTUNTS.

That means none whatsoever, 1t's far too easy for things to get out hand in the
heat of the moment. Save the stunts for your imaginacion. If you can imagine you're
a centuries-old vampire, then you can certainly imagine you're swinging on a
chandelier or leaping across rooftops.

NO WEAPONS.

No matter how careful you are. Whether it’s to prevent some fool from
skewering himself on your new dagger or to make sure the police don’t think you're
a threat, weapons of any sort are forbidden. Even fake or toy weapons, trained
attack gerbils or laser pens are not allowed. Use item cards instead.

10 DRUGS OR DRINKING

Well, duh. Drinking and drugs do nor inspire peak performance, and players
who are so impaired are a threat to other players and the game. Ie's one thing to play
a character who is drunk or tripping on hashish, but it’s another thing entirely to
actually come 10 a game under the influence. At best it’s tasteless; ar worst it's
illegal. Don't do it

TS ONLY A GAINE
[f 2 character dies, if a plot falls apare, i a rival gees the upper hand, it's just a
game. You and the rest of the players are duing this for fun. Taking things too
seriously, or taking character issues into real life, will only spoil everyone's
enjoyment, including yours. Remember, playing a game should be fun. If you're not
having fun, it's time for a reassessment.

Remember to leave the game behind when the session’s over. “Soft” roleplaying
{i.c., conversing in character without challenges) can be fun, and there’s nothing
wrong with talking about the game alterward at the local diner. On the other hand,
demanding weekly clan meetings or trying to rouse your prince to discuss battle-
plans at three in the moming signifies the need for a change in perspective.

Be MINDRUL OF OTHERS

Not everyone around you is playing the game, and it’s in extremely poor taste 1o try
to feed off passers-by. You want to ensure that your game and your players are welcomed.
Frightening pecple and getting the local law enforcement called on you is not the way
todo it especiallyin these tense times. This is particutarly true if you're playing in a public
arcay, such as a park. It can be a very good idea to atert local merchants and police before
you play so that they'll be prepared. Ifyou get curiosivy-seekers, try to have some business
cards on hand and offer to speak with them when you have more time.

DO WHAT WORKS ROR YOU

We ar White Wolf often call this proviso “the golden rule.” Your game might
have special circumstances that require a few extra bells and whistles to the rules,
or your troupe might find a way to handle something thae works beteer for you. As
lonyg as people are having fun, go ahead and run with it — it's your game.

Likewise, if yousee something that you wanr in your game that doesn’t appear
with an MET system, then sit down and cobble up something that will work for
you. If Mind’s Eye Theatre is all about telling stories, then here’s rhe part where
the Storyteller improvises,

HAVE RUN

1 5 -
Not "“Win.” Not “Go out and conquer everyone else.” Just have fum, because
. o
in MET, it’s not about how the game ends, bus whar happens along the way.

ATWORLD LIT ONLY BY FIRE

The Dark Medieval would seem ro diffes firtde from the one you can read about in
history books. Peasants toil for indifferent lords, keowing only lives of cold, hunger and
hard labor, yet hoping that obedience to God will grant them salvation. Priests exhort
theirflocks tofollow God, describing the torments of the damned in groesome detail, and
irseemsthat salvationisall too rare. Across Europe, feudal lords from knight rokingsuevey
their domains, seeing their positions as birthright and privilege. And when the sun sinks
befow the horizon, men of every rank retreat to theirhuts and castles, fearing the creatures
of the night — witches, goblins, demons and vampires. In the shadows, though, this is
& workd of horrors, where the varapires, witches and demaons are indeed real,

The WORLD BY DAY...

‘ It is the Year of our Lord 1230. The 13th century begins with the badly managed
mertiﬂ Crusade (1202-1204), directed by Venetian interests into destroying
(;4)115t£111ti11(.)1)1e, which was considered the greatest of the Christian cities. At home in
England, King John signs the Magra Caria ar the “rging” of his barons, establishin gthe
dl.ll'.i(;‘S and responsibilities of a king to his subjeces, Powerful barons frequently challenye
P}ls heir, Heney 111, drawing his attentions from France. In response, King Philip 11 of
France reclaims most of the territories held by England in France. With the Bartle of
Bouvines in 1214, Philip establishes France a5 one of the century's major powers,

It the east, in Flanders and Germany, Emperor Frederick ITunifies the Holy Roman

Empire but quarrels with Rome and the pope over the question of choosing bishops for

- the empire embroil him in intrigue and conflices. To the south, in Eberia, the kingdoms

of Castile . )t i i
of Castife and Aragon encroach on the Moorish stronghold of al-Andalus it a venture




called the Reconguista, secking ro retiirn the peninsula to its Christiagi roots, wilkingly or
not. One city afteranother falls— Majorca in 1229, Cordobain 1236, Sevillain 1748 —
until only Granada is left as the sole Moorish city on the peninsula. Ie stands unti] 1492,
butitswealth andscholarshipmake itone of the continent s treasure citics, Ghengis Khan
diesin 1227, but his heirs ride into Europe, overrunning Persia in 1231, southern Russia
in 1236 and even reaching Poland and Hungary in 1241, oo
The century also sees the birth of the papal Inguisition as the Church deals with
enemics both mundane and supernatural: The Cathars are one of its fist challenges,
resudting in their citys destruction to o man. The Tewtonic Knighes march under the
back cross into Eastern Europe, battling pagansand other thicarsto God. Four different
crusades enter the THoly Lands during the céntury, and despite the lack of success, the
popes continue to make the callto “free” the Holy Lands. The Church proclaims rhat
the signs of the Apocalypse are everywhere, that demons wait in the night, and that
oaly Mother Church knews what is right and best for every man. '
.. AND DIGRT . . _ .
The Dark Medicval is ruled by superstition, religion and monarchy in equal
measure. The people are well aware thar the Devil and his minions lurk in the
shadows, waiting o rempt the faithful into sin and thereby dooming them ro
eternal misery. They also know that there are things in the forests. They have seen
stramge marks made on scones, heard whispers of sweet music on the wind on the
nightofthe full moon and believe wh olcheartedly in ghosts, demons and vampires.
The people might pray in church by day, but then they make offerings to appease
the usurped old gods, because they know and believe that the old ones still have
power intheir former havens, Cities are ereated o suggest safery and freedom, but
theiralteys and politics are just as imprisoning as the isolated vitlages in the woods,
And through all this, the vampires walk. ' '

Che€ DAMNED

“The nighs of the Dark Medieval belong to the vampires. They believe that
they are descended from Caine, son of Adam and killer of Abel, and they
sometimes call themselves Cainites. They rule without fear and drift through
mortal society and lives without thought or eare. Some carve out kingdoms for
themselves in the wild places of the world, while othiers hover around the ciries and
roval courts. They wear guises from priestly robes to kings' crowns, but wharever
they wear and wherever they go, they must accept the one face thar they are
monsters who stalk the night and crave the blood of the living. Fach one is cursed
to linger throughout endless nights as a parnéi_tc on humankind, pursued by a
terrible hunger that drives them on. Worst of all, by their change, they have lost
the promise of Heaven and salvation that is preached by the Church

CAINE

Chaine is considered the progenitor of all vampires, and he is worshipped as
' Crc:';t_t.or_and_dcstmyer. In these times, Caine carries three faces — the Dark Father,
- the Wanderer and the Dark Tyrant. The Christian symbolism is not universal —

- Muslit, pagan and Jewish cach consider Caine through their own lenses.

- Caine the Dark Father is the one whose sin reaches through the ages to curse
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his progeny, but he is also their link with God. Cainites look to Caine as proof that

- God exdsts. I Cainites are cast into the darkness, it was by the will of God, and
~further, there must be light in which God exists. -+ 7 S

- Caine the Wanderer is the mystic of the trinity. The Wanderer helps Ca_inirles
t¢ cope with the foneliness and isolation of their curse. He shows them a path in
rthe wilderness, onte that might lead to redemption, S .

Caine the Dark Tyrant strikes fear into even ancient vampires. The Boo‘h of
Nod speaks of a night when Caine witl return and sit in judgment over vampires.
Maost will fall to ashes; others will be consumed by the hunger of their su"cs: and
when the ashies settle, Caine will rule for a thousand years of daz‘kz_\es.s'. S_mme
Cainite mystics ¢laim that that night is close at h.and. '

CHE ENDLESS DEATH

- Through the Embrace, vampires becorne ailuring, capricious, powerful ::111(1
terrifying creatures. All gain gifts, called Disciplines, upon their transformation,
which allow them all the powers of legend —— to cloud men’s mi‘nds, toy unthorse »
knight in full armor with a single blow, to command the dead, fade into shzllc‘?.ows
or transform into wolves, bats or even mist. They can shrug off almose any injury
that would normally kill a man, But for all their power, they still have wcakr}@ﬁ&s
that can end their unlives or make those unlives an endless torment

CHE EMBRACE

Perhaps the greatest pain of the Cainites’ existence is loneliness, au‘d the
greatest cruelty is their ability o force their existence on others. ‘Thc creation of
another vampire, the Embrace, is considered an act of great hubsis and cruelty by
many. All vampires eventually crave compan 'u;mship for vari('n';s Teasons ——a n_f;cd
for worthy heirs, a kindsed soul who shares their cutse and pain — imF 10 Teason
could ever justify giving the Embrace. And in the end, no matter why it was done
or how a vampire tries to ensure otherwise, his childe will be a hunter and predator
— a bloodthirsty monster of the night, just like himself,

The Enibrace itself is moge than a simple bite. A Cainite must gain permission
from the local prince to create a childe, lest he risk being slain in retalis?tifm.
Further, some high-generation vampires discover toe Eatc-ﬁ:hﬂt their blood is too
weak to pass on the curse. Only if all is in order may the vampire proceed. _

. First, the vampire must drain the would-be childe of bleod to-the point of
death. Some childer claim to see visions of angels shutting the door of Heaven as
they die, while others see a rush of memories of their old 1ivc15. The sire then lets
some of his own blood fall into the childe’s mouth, The Embrace takes hold,
allowing the Beast toenter the chifde’s spirit, twisting it into the new mockery that
he must endure for the rest of his uniife. The childe awskes with a ravening hunger
thae desperately needs sating. Some sires provide a store of rodents or a hapless
victim or two, but some may cache their childer’s mortat families or friends, the
better to cut off ties from their previous lives. Afeer the first hunger is sated, the
childe emerges from the throes of Embrace one (_}f._thc TDamned. -




DESTRUCTION

Vampires are not as indestructible s they would have others, including
themselves, believe. Final Death, the ultimate destruction of the vampire body
through decapitation, suntight or fire, haunts every one of them. No one knows
what happens fo one of the Damned when they meet Final Death. Some claim ehat
those who have sought God's forgiveness and lived righteously will see their souls
released from Caine’s curse and welcomed back to Heaven. Others insist that only
Satan and the Pit await the Damned.

There are many myths abour how ro destroy vampires, but most are just ¢hat. A
stake through the heart only paralyzes & vampire. Crosses, rosaries snd other holy items
are of littke use on their own, but when wielded by those of grear conviction and faith,
they become devastaring weapons. Salt, parlic and roses are only trappings with little
merit. Vampires can injure each other with case, sometimes unto death, and enough
mundane wounds can send a vampire into the Final Death. More likely, the injured
vampire suffers a deathlike sleep called torpor, which can last for a few nights or a few
centuries. The length of sleep depends on the age of the vampire, which is why the
Antediluvians sleep for centuries or longer. The very ancient ones can still communi-
cate with their childer in torpor, but the majority of young vampirescannot. Some even
seek the steep voluntarily when plagued with melanchaly.

All Cainites fear fire and sunlight, two of the greatest instruments of
destruction. Even the merestglint of sun or a candle’s small flame can cause painful
wounds. Some are driven by the pain into a panicked terror in the face of certain
death. Others hate and despise fire and sunlight as the gifts of the Children of Seth
{i.e., mortals). Sunlight only reminds Cainites of what they have lost with their
Embrace, and many find that their last memories of the sun haunt them as a symbol
for everything they've lost.

hUNGER AID ThE BEAST

Vampires crave the blood of the living. It is the basis of Caine's curse and one
of the things that drives their existence. The hunger s insatiable, and it can make
even the most noble and pious into ravening monsters. Cainites must feed —
there’s no way around it. However they seek and sate their hungers, though, they
often bring dearh with them. Many fledglings are shocked by the first fow deaths
they cause, but time will inure them 1o the idea.

For many vampires, feeding grants one of the few physical pleasures a vampire
can experience, The Kiss — the act of biting and feeding — induces an ecstasy in
the victin that makes her submit to the Cainite’s feeding, while the Cainite enjoys
the rush of warm blood and pleasure that some have described in carnal terms.
Some vampires, however, have lived for so long that human blood no longer
sustains them. These very old vampires usually crave vampire blood, and some
whisper that the elansare merely stables of milch kine for the Anredifuvians ro feed
their hungers, but many younger vampires scoff nervously at such tales.

The ravenous hunger that leads all vampires and warps their desires is known
as the Beast. It comes with the vampire’s Embrace, but no one is quite sure what
it is intended to be — a reflection of the original curse of God, or even something

. of the Original Sin inherited from Adam and Eve. Whatever it is, the Beast howls. .

for bleod, Toves cruelty and violence, and represents every base desire, rageful
cenper and foul need a vampire has. As long as there is a Beast, the vampire is
doomed to be beyond redemption, for the Beast will taint everything she touches.

The Beast perverts the flaws in a vampire’spersonality upon the Embrace. She
who was impatient may become violent with too much waiting; he who was
righteous hecomes blinded by his set ways until he excuses his own misdeeds. The
Beast wanes Cainites to sin in the hope of being released to follow its own bloody
urges. The weak who give in hecome mindless ravening monsters who are quickly
put down by their fellows. The strong survive, sumning to dark feichs and philoso-

" phies in an offort to learn controlling techniques.

As troublesome as the Beast is, it provides many of the closest approximations
to emotion that vampires have had since their Embraces. Its efforts aliow them to
live in what should be shambling, rotting corpses. Without the Beast, Cainires
could not exist as they do.

The Beast also represents the animatistic instinets of a Cainire, including the

_primad fear and rage that comes with survival instinct. A vampire who is crazed
“with hunger or rage loses herself to a frenzied blood rage. If she is panicked by fire

or sunlight, she may fall to the terror of Réeschreck.

- DIBCIPLINES

Legend claims that Adam’s first wife, Lilich, raught Caine the blood-magic

inherent in his veins — what Cainites later called Disciplines. Lilith is revered as the
~Bark Mother, complete with cults devoted «o her worship. Like the Marian cults of the

medieval world, each congregation focuses on a particular sspect of Lilith. Because of
Lilith’s power and role as Caine’s teacher, female vampires are usually rreared ais equals.

“The current patriarehal Chiristian climate means that some Cainites do not acknowl-
-edge the role of a woman, especially Lilich, in teaching Caine his Disciplines.

Thereare almost ascore of Disciplines known, granting abmost every conceivable

“power over mortals, the elements, the wild beasts and even the Cainite body, spiritand
Beast. Some secretive clans and odd bloodlines boast unusual powers that they claim

10 have developed themselves, powers that they do not share with outsiders.

- THE ROADS

As terrible as the Curse of Caine and the threat of the Beast might be, rhere
sstill hope. Vampires are denied Heaven, but between salvagion and damnation,

there are the rouds, mystical beliefs developed by Cainite scholars to help vampires

rein in and channet the urges of the Beast. Some roads organize themselves like
‘f.l.“ll‘ches, while others are closer to cults in outlook and practice. Roads are not
mterested in denying what a vampire has hecome or claiming that she’s something
er than what she is. Roads teach belief and philosophy, giving the Cainite a
tans to anchor herself, understand her curse and eventually accept herself.

Unlike the Church, there is no monolithic road that every Cainite follows.

~The roads change and adapt with the times. In the 13th ceneury, there are five

Aot roads rthat most Cainites follow.
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it The Raad of Sin focuses on a Cainize’s darker side, urging the vampire to
e her Beast’s malevolent urges, lest they overwhelm her.




* The Road of Humanity teaches that vampires might be cursed, but they were
once human, and humanistic thoughts and weges are the means to combat the Beast.

* The Road of the Beast calls on Cainirtes to embrace their predatory natures
as the supreme predarors.

* The Road of Kings teaches that vampires are clearly superior to humans, and
because of that, they are destined o rule over humanity,

* The Road of Heaven teaches tha while Cainites might be cursed, they are
agents of a higher power, with adivine nature and a mission to help fulfill God's plan.

Che GENERATIONS

Blood is whatties Cainires together, Abel’s blood cursed Caine, and Caine’s blood
now curses every vampire on the Earth. This blood, transformed by the Embrace, now
bears magical qualities that grant them theit inhuman abilities and Disciplines.

Vampires trace their ancestry based on how far removed they we from Caine, how
many generations they are down the family tree. Those whoare of low generation, removed

- two or thaee steps from Caine, are accosded more prestige than those who are nine o 10
timesremoved. Only 13 generations are known in the Dark Medieval, with those of greater
generation considered mostly legendary, With each generation, Caine’s blood dilutes in
strength, so high-generation vampires are weaker than low-generation ones.

* Caine — Firstamong vampires, Caine vanished from history after the Great
Flood. Some vampires claim to have met a strange wanderer wearing a cloak of
night, and some mystics fear that this wanderer might be Caine, returning to bring
the judgment prophesied in The Book of Nod.

* The Second Generation — These are the three childer thar Caine
Embraced, the sires of the Antediluvians. History claims that they either perished
in the Great Flood or the upheavals of the Second City.

* The Third Generation — Legend claimns that only 13 vampires (the clan
founders) belong to this generation, but only Caine and the Second Generarion know
for sure. These are the Antediluvians, who survived the Biblical flond. Most slumber
the centuries away in torpor, and it s said that their awakening will herald Gehenna.

¢ The Fourth and Fifth Generation — The Methuselahs ase almost as
powerful as their sires, and their Disciplines and age make for o dangerous
combination. Some while away their time by scheming; others fall prey to the
ennut of the ages and seek to cure their boredom by playing games of intrigue.

* The Sixth and Seventh Generation — Many of these vampires are the
elders of the Dark Medieval, and the oldest vampires most Cainites will meet.
While not as powerfal as Methuselahs, they arve still forces to be reckoned with.
Many rule vast kingdoms as monarchs.

* 'The Eighth and Ninth Generation — These vampires are rhe most visible
in the Dark Medieval. They stand on a razor's edge, Their blood is stronger than that
of the younger generations, but they have nothing of the age of the lower generations.

* The Tenth and Eleventh Generation — Most vampires created in the lase
few centuries belong to these generarions. Many have only recently left their sires’
care and come into their own. They burn with conviction and passion, not yet
dulled by Caine’s carse like their elders.

* The Twelfth Generation and beyond — These fledglings are the children

of the present nights. Most were Embraced in recent decades, and while they might

not be as obd or powerful as the lower generations, they understand the world much

“hetter, and even their refative weakness sets them leagues above mortal men.

Rumor claims that those of the Thireeenth Generation are so weak-blooded

Cand far removed from Caine that they are not even full vampires. Many fear that
“the 13th-generation vampires who survive will be the heralds of Gehenna, so most

12th-generation vampires are forbidden to sire.

- CThE $0CIETY OF ThE NIGHT

Cainite society is a dichotomy — vampires are solitary predators without a

“true need for fellowship, vet they crave the companionship of their fellow

ceeatures. Like other predators, the strong lead, and rhe weak hope for their

_protection. Few Cainites are so solitary thar they can go without any form of
campanionship of their hrethren, and those who do are distrusted and eventually
“himted down in the belief that something must be wrong with them. While
‘Cainires are monsters, they are also refined creatures who enjoy beauey, the arts
“and learning. Their society is sirictly governed to prevent a collapse into anarchy.
“Untike l:he.socicr.y they came from, vampires learn that birth station means
“ nothing — enly blood and age elevate one above another.

Al vampires can trace their lineage to one of 13 clans or a handful of

= bloodlines, which are usually offshoots of one of the clans. While each vampire is
s unique, she inherits certain legacies from her clan, such as Disciplines and one of

the strange curses that Caine pronounced upen the Antedituvian founders of the
clans when they displeased him.

THE BIGH (LANS

The High Clans reign supreme in the night. They arc the most likely to be the
nohility and princes. They believe thar their progenitors were the first Embraced, and
that the deeds of the Low Clans in Enoch created strife and eventual destruction.

* Brujah — This clan is known for fiery tempers and deep passions. Stunning
defeats and amazing accomplishments checker its past. In these nights, the clan

“wars with itself. Elders are lost in melancholy for the clan’s great past, while the
“youth seek action and chafe under their sires’ philosophical wairing.

- * Cappadocian — The Cappadocians are revered as scholars and mystics.
Manyare found in courts as advisors to princes, but they prefer to remain aloof from

the schemes of the High Clans in favor of quiet contemplation of their favorite

subject: death.
- ® Lasombra — The Lasombra are some of the most skilled manipulators, and
they are convinced of their own superiority. They rule church and crown with

shadowy hands, and they love power above all else.

i ® Toreador — The Toreador are the Cainite muses, poets, artisans and lovers
of beauty. Only the foolish believe that their love of beauty implics that they are
weak or empty-headed. Their creation, the Courts of Love, has become a powerful

Jactor in the War of Princes.




® Tzimisce — The fiends of the Carpathians rule over frightened peasants as
dread voivodes. Their inhuman crueley and afien thoughes make them the most
distant from mortals.

® Venteue - The Ventrue are rising to challenge the Lasonibra's hold on the
night. While the other High Clans are lost i their ows schemes, the Ventrue are
forging ahead ro create new empires in Brizain and Crermany wnd to secure their
place as the leaders and defenders of all vampires.

Che LOW CLANS

The Low Clans are despised by the High Clans, either for their foreign ways
(suchas the Assamites and Ravnos) of for the depths of their bloodlines curses which
make socializing almost impossible (Malkavians and Nosferaru). Despite being shut
out of the ranks of the proud High Clans, the Low Clans have been gaining ground,
as they are more in tune with the times than their isolationist brethren.

® Assamites — Vampires of this proud clan come from the Middle East,
believing themselves o be judges of the night and soldiers of Caine. Warriors,
mystics and scholars 11 their ranks.

® Followers of Set — This clan rejects the legend of Caine, claiming to be
descendents of a dark god from Ancient Egypr, They take pride in peddlingsin and
damnation, following the Crusades into the new hunting grounds of Euzrope.

e Gangrel — The Gangrel reject the chains of lord and vassal, choosing
instead to roam the night as hunters par excellence. The vampire is a predator no
more evil than any other. The only question left is wherher one is a wolf vr a dog.

® Malkavians - These madmen are cursed to see the world as » shattered
mosaic, never quite able to discern the whole picture. Once they were revered as
aracles, but now they are cast out in fear that their madness is CONagious.

¢ Nosferatu — Hidemusly deformed by Caine's curse, Nosferuru are despised
asvisible signs of the evil within every vampire. Still, they seck to aceept their curse
and repent in hopes of redemption.

* Ravnos — These travelers carry a wily Beast that revels in sinand vice. Few
are trusted in Burope, and the smaller number that are accepted travel as
messengers and spies for rthe courts, in between their own agendas.

* Tremere — Many vampires refuse ro acknowledge the Tremere as a clan,
sifice these thieving wizards gained their status by genocide. Their eldest is said to
have slain Saulor, the Antediluvian founder of the Sulubwi, and commirred
diablerie upon him. The crime was compounded by the wholesale hunt and

staughter of the Salubri. The warlocks command powerful blood-magic, bur they
are beseron allsides by enemies. Still, as the War of Princes grinds on, many pringces
putaside their distaste in the hope of gaining an edge through the Tremere’s magic,

THE QOURTS OF PRINCES

Since rthe First City, vampires known as princes have ruted over their kind.
Princes do not rule for altruistic reasons — they do so to feed their own need to
- dominate others and provide for their own security. There is no democracy, only

the strong who rule us prince. The titles and duties of the office have changed as

. . s . LI PP T IR T i "
civilizations changed. A “prince” may be known as “king,” “duke,” “archbishop

and others borrowed from human history. Women rule as prince, gender be
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damned, or they may be known as “queen” or “duchess,

1t is traditionally the eldese Cainite who rules, his age conferring the honor.

.. zin the Dark Medieval, though, age does not necessarily transhate into power, a.nd
“only the strong rule. In the War of Princes, many younger vatnpires are smzng
= Jomains from complacent elders, and the clders are choosing ro either hcqucat.h
“their titles to the young in the hopes of hiding in the shadows or defending their
“domains with talon and {ist.

Predators are territorial, ane domains mean power. Without d{)mu{n, aprince isnot
aprince, Domain may mean a university town in Englanclor astretch of plainsin cenual
Furope ruled from astronghold. The farger the domain s, the more power and influence

the prirce holds, Usually a prince rules a city and claims domain over everything within,

which forees ather Cainites o acquiesce to his rule by fealty or brute force.

THE ORRICERS

No prince rules completely alone. No single vampire could enforce his will

_ncross vast sererches of domain without vassals to act as his hands and eyes. Wise

princes court influential, talented Cainites when making ¢heir bids for power,
creating a cabinet of advisors to assist them in handling some or all of the duties
of a fiefdom. The following posts are most often seen at courts:
© e Sheriff — The sheriff handles matters of security and jusisdiction, keeping
the neonates from raising too much hell and keeping unwanted visitors out. Inwar
titne, sheriffs may hecorne sergeants for the warmaster, assisting in cuo.rdinnting
‘defenses for the cisy when the prince and warmaster are on the baetieficld.

s Warmaster — He Is the general of the prince’s army, and only to a prince
who can muster enough forces to be called an araay. If the sheriff is concerned with
city security, the warmaster is concerned with the domain asa whole.

s Seneschal — The seneschal is the prince’s right hand, the one occupied

~with the dry business of governance, It is he who chooses (with the right bribe

occasionally) which complaines will go before the prince. In some domains,
seneschals are mere lackeys. In others, they wield considerable power and are
perhaps the true power behind the throne. ‘
* Keeper — The keeper is the prince’s spiritual advisor and counselor, Some
still use the older Matkavian and Nosferatu oractes, but most calt upon the ashen
priests, the teachers and leaders on ane of the roads of enlightenment. Keepers advise
their princes on matters political and mystical and may lead sacramenss of the roads.
¢ Chamberlain — She is the social heart of the prince’s court, organizing tl}c
feasts and tourneys and welcoming visiting dignitaries. She is also askilled gossip
and rumormonger, able to take the pulse of the subjects and discover detractors.
¢ Scourge — The scourge acts as the prince’s privare exceutioner, pattolling
the domain for unwanted visitors — Cairiff, Autarkis and other undesirables —

~and either bringing them to the prince or destroying them outright. T'h.c seoutge
~need not worry about the political ramifications of his acts or the sniping of a
- prince’s critics, as the sheriff often must. The post is not one to encourage friendty
.. telationships, and many Cainites fear and distrust the scourge.




irse Took to this Tradition in hope that Caine’s ways will lead them
Princes and lords use it to tegitimize their rule, citing Caine's
qof.of their right to lead.

ond-Tradition: Domain

- RIGRTS AND REIPONSIBILITIES | |
N There s no universal code of princely conduct. Aside from the Ol{i Wiy,
prince may govern as he sees fit. Still, aprince is measur?d by the powerand [11‘{1._1_1._(‘ :
he wields over his subjects. Some princes are mere figureheads, powgr[uss €04
without the support of the elders, while athers rufe like tyrants, destrc rying T.W “.rl
darespeak outagainst them, Most princes lie somewhere ber.we@, k no-\?r:lniz l ?.dt- o?
the threat of violence and censure is enough to keep most in linie, hl.ll a ny; withy
weather eye for the woublemakers. Princedom grants a prm.c‘.c]cr:;.t;?l? ‘1 ig 1?" )
privileges, but it also demands that certain expectations and ¢ uties m. altowe;
Princes who ignore their responsibilities often find themselves without SUppOLL

dmthe master of Nod, thy domain is thine 01n concern. Thow art its master,
spect this or suffer thy wrath. All will present themselves when enteving, angd
tect-them in turn. By vight, thow art allowed to hunt within the boynds of
blood thine own. Acceptits responsibilities, minister iy
s réspect thou expect.”

domain and pay

econd Tradition has long been important to Cainites, especially during
cudal relations. Domains indicare influence and protection, plus they
e15” feeding prounds. A Cainire who holds domain can continue
Hay protect it by keeping orher vamapires out,

“holders - prince or neonare - are bovnd to offer haspitality o those
seitt themselves, While in the domain under hospitality, a visitor can
Twith respect, protected from threats and permitted 10 feed there.
sresponsible for her suest'ssafety andwell being. Those whoabuse
faci penalties. When tensions flare in the War of Princes, some close
catirely, sentencing unwelcome visitors of any kind to death,

onieof the pillars of prineel
ore domain, which she o
shiet power and atrraces me
sasionally claitned dom

* Destruction — Only a prince may destroy (or order the destruction )
another vampire, The power of Final Death over vassals is the ultimate proof:of
:

prince’s claim. ‘ o
* Siring — Only a prince may sire freely, while other vampires must gain
permission, Those who disobey are destroyed along with their childer. _
* Domain —— Any vampire in a prince’s domain becomes his vassal: The

prince may bequeath domain as a reward or offer it as a bribe. e
o, Feeding — The prince establishes feeding grounds ;11‘1(1 m“f, rukes gnvcmm% e : 111
* Upholding the Old Ways *Tl‘.l(') Traditions grant a prince the ci;a.ll Et:l- tr(;]';c

but enly if he upholds the Traditions. Only the complacent l”t.lll} duj(mg 1shee
* Protection — The prince must be ready ro defend hlﬁ. subjects ;.lt]m,]?’ f’.“'r;;

A prinee who does nothing when a vassal is destroyed by a rival or anather y

y rule. A prince exrends her influence
wn parcels our to loyal vassals, which
rre Cainites to her banner. Some Cainire
ain over individual vampires and demanded

supply them with tithes of blood and victims in return for
tomain:

isks losing his credibilicy. :
ks 10;111;)]1erding the ‘r}lock —The prince must make sure Fi;zf{ rl.wr{e ‘;u u:(::lg
humans to sustain his vassals. As much as he sets hunting limirs ;111]( (,;R.{'ll-n.l--
feeding grounds, the prince must also make sure that the morral floc ren;

hcairh-y, fest his vassals be ar each other’s throats from hunger.

THE TRADITIONS 5
A prince’s authority is largely derived from the Tl:udétions nf (,3:1i%1e, toé tlz::{
called Old Ways, the largely oral tradition of vampiric g)dgs of Imﬁ! and o
based on the Traditions. The Old Ways are the unde;‘pmmng of ,alu]ut’e'th___e 1
and the only real social compact that the monsters Of_ tl.u: mgh'r h{.)‘ ¢ “”l[‘];e'.
other. Most obey out of tradition, with a little fear of L'?I\’ln(: 1‘ctr1b%m¥<.);1:d h‘“‘f-
Ways are the remnants of Caines rule at Enoch, making them I.Lthp.tfitar'm;, :
always strictly followed. The Old Ways form the compact t'l.mi pm;L[LL b
to legitimize their claims and rights. Many elders .do not considerac hi [ (: o
untif his sitc recites the Traditions to him, sealing the covenant with Cait :
The First Tradition: Covenant ‘ thei

ird Tradition: Progeny
It only sive another widh the permission and blessing of thine elder. To

'deﬁ_ce of thase closest 10 me, for they shall be accountable. Brealk this,
th¥ progeny shall be slain.”

this Tradition, only the
shave held this right for

eldest can grant permission to make
as long as many can remember . the
iinite population in their domains. Too ANy vampices can
A0S Fesources {especially for feeding) and limit the ability of a
for his vassals, 1y’

: also a means of keeping rivals from amassing
Iy created vatapires

: . as shack troops. The right 10 sire is often given
TVice or 1o obtain favors from another Cainire, Vampires who
ermission face the destruction of their

an be impossible to monitor wh
tlthe time is right. Prince
T u_bjécts' begin to question their authoriry.

rth lez_id_ition: Accounting

Orereaie are thirie gun blood unil velogsed from thy charge. Unail thae
s, the r biood and theiy Punishments are thine.”

uns Cainites 1o choose
b_(i h-educare

childer and perbaps their
o is siring, many sires send theis
s must deal harshly with those who are

n
Renounce me and venounce all hope. - o
) : Y2 c e -, TS a
I this Tradition, Cainites recognize Caine as the lord of the night ¢ -
their lineage ro him. For them, the Old Ways and the covenant indicate 2 sp

their potential childer with care angf
< present in the Old Wavs, Tho
tink with Caine. Caine is not myth — he is present in the Old Ways .

and protect their childer. To do atherwise brings o




penalty — thesire paysfor her childe’s indiscretions. Those siteswhaouse too fre
with their childer eventually face the wrath of the prince. Some sires seck 165
byforcing theirchilder to rake the blood oath, thus guaranteeing loyalty and ok

The Fourth Tradition also institutes a custom of presenting the childe to the pri
approval. The prince decides if the childe is worthy to join the Cainires or if

be desrroyed. Some princes keep their vassals im check by granting the right of Erishes
then destroying the childe, citing improper tutelage.

The Fifth Tradition: Destruction

" Forbiddern art thew to spill the blood of another of thy kind who is elder - Th
belongs enly to the closest to me and wone other. Tt is fm bidden for those of ueake bl
to rise against their elders. This is my final covenant.” ;

Princes guard the Fifth Tradition jealously, the beteer tokeep their vassa
and deal with troublemakers. This right is the final pillar of a prince’s authority
prince may punish any offense with the Final Death, In the Dark Medieval, the
may confer this right upon his sheriff or warmaster as a gift, the better to en
prince’s rule. Princes are generally cautious about destroying the vassal of anotly
or prince. While some donot pause, the imore careful send the offender back toh
lord for punishment. If the offender is not dealt with, it coutd be grounds for w

The Sixth Tradition: The Silence of the Bload

"Never shalt thou veveal thy true nature to those not of the blood. Doing 50
renounce thy claims fo my covenant.”

Cainites depend on a certain amount of secrecy and deception to ke D
nocturnal realms secure from the mortals around them, Most medieval mortalsk
that there are things stalking in the night, but they generally prefer to avojd
mostly out of a lack of knowledge of how to deal with them. Should humankii

understand the weaknesses and customs of Cainites and realize haw fully the Cat
had infiltrated their society, a great purge could be possible. Princes enfore
Silence of the Blood with varying degrees of strengeh. Some hold ic sacrosan
especially in large cities. In other places, it receives lip service and little els
vampires attend mortal courts and rule openty through terror, but they do ) ot
long before the Church arrives. Generally, Cainites allow manifestations thatk
the mortals cowed, but they ban those that would bring organized resistang

CRIME AND PUNIFBINENT

Princes rule through the Lextalionis, the vampire law set down by Cain
described in the Teaditions. It is rooted in Biblical teadivion: “An eye for an ey
atooth fora tooth.” Those who break the law are slain. With Lextalionis, a prince,
strip a Cainite of domain, exile him or order his destruction for the most gHes
offenses. Any Cainite may invoke Lextalionis to air a grievance, but only th
can enforce it. A prince who abuses Lextalionis may find herself vicrim of her
punishments, so she must walk a fine line berween strict justice and leniepcy: 1t
privilege of the prince to decide how serictly she will interprer the law, what (:on'S&C_
an offense, the puilt of the accused, and the seyke and severity of punishment

The Blood Hunt

The blood bt is a death sentence that few escape. The prince must for
announce the hunt, and the accused has until midnighr 1o leave the city. On¢

aio

is) vamplre snay hunt and destroy the accused, though the sheritf
fe hint-Some princes offer rewards to the vampire who destroys the
hice prizes such as domain can inspire the formation of & bynch
SFher (u,tualg,mll the accused vampire will find very few to help
dldlﬂg + and] abetting the fugitive is considered an accomplice

ped Poht lL'll enemies are the most common mu,;.te., but any(mL
e may find herself targeted.

nfractiohs (theft or trespassing in domain) are punished with brand-

h{.lr crimes visihle toalt. The gutlty party receives a mark burned

i oF somewhere visible, which is then rubbed with salt to slow

're ‘nfraceion might see the brand reapplied every few weeks to
ully hesling.

es are hot serious enough for the blood hunt, but serious enough to
he protection of the city and prince. Such vampires, called
mc'i'u and cast out {)f tlm domﬂin Wirhnut 1‘i;,hrs or pmreu‘ion,

moré entertaining to the cowrt than fair to the Cainite on trial.
beii'cves th:-lt those Wim are 'mnncent‘ will survive thi‘uugh [’hC grace

v has found its fullest feudal flowering, which vampires call

“This is at the heart of the War of Princes. The system is tied

d of Kings, which is concerned with proper distribution and

thority. Not al{ rulers follow the Road of Kings, but they at least

ice with the help of knowledgeable advisors. Unlike mortal nobility,

0o batricr 1o power — men and women alike fill every rank. The

b male Cainite might ¢ling to his mortal conceptions of the
ex, hut he usually does nor last long.

_‘1152,}1 Clans enjoy many benefits of Feudal Lextalionis, the Low

ﬁ}rti:natc. They rarely receive the same treatment that High Clans




. she must work ewice as hard and endure 2 lot of suspicion and second-guessing from
her supericrs. The low-blooded are more likely ro receive a posting at court that

selves on the battlefields, winning title and domain for themselves.

who grew powerful in the vears between Rome's fall and the end of the Long Nig 1;,11{

appearing, the better to inspire their lords.

knights and rule territories that run along similar borders to medieval kmg,d_om&_,.
Most lords hold thetr own courts onee or twice a year, spending the rest of the timi
traveling to their vassals’ courts, settling disputes, and attending ceremonies.

* Pri

system. Princes who ruled fiefdoms before the First, Crusade are called counts.
dukes ro distinguish them from the younger princes of these nights.

© Barons/Baroncsses

fl(,fdom and bu,omc a prince.

who have proven themselves worthy and sworn fealty to a baron or princ
Knighthood is still a noble rank and one that puts a vampire in the chairi ¢

' FEALTY

thL km;,hrs to the l‘ﬂ()ll’ll(,ilb,

althow!h the War of Princes has seen this last vow dropped occasionally. In return
ppe ¥

are’ g,wLn gaverns or nmg,hborhoodq wlnk bdl()ﬂ‘; may rule barg g,u estates or {;ull{iq

:z_

carties rio noble rank. Still, the War of Prirces has begun ro blur the lines between -
the High and Low Clans. Some low-blooded vampires have distinguished Ehnm«_

* Monarchs — Monarchs are the regents of Cainite kingdoms that :ap(m g

| ‘ '(}ficn hold ﬁcfdu1n~. that were bequeathed o them, or because they pay cnough
fcross Europe and into Qutremer. Most are Methuselahs, and all were once loxds

tithe to prevent the lord from invading them. M any princes ally themselves with

In the War of Princes, monarchs goad lords and princes into battle, seeking €0
expand their domains and secute their uncertain futures. Some monarchs prefer o
rule in sccret; while others, such as Hardestadt of Germany, are not shy ah(mt_'_-

LB ords,n'i_,uhu — Lords and ladies command-vast armies of princes, imron:s an(i B undet banners and crowns. Cainite society has always had its blood fainilies and
s

“Prince” is a generic title for any vampire with domain overa
Y

: néverhe 4 e
alg,i}lf;mmly largjc and strategically valuable terricory that is tied to-the ﬂ,udal card from again. Rumor has it that these vampites lair beneath the cities,

_ \’Uldmg_, thcu mistakes, while others are vengeful and wish uniy for all o suffer as

_they did in Rome, Sorme beli el Wi
s o the e licve that the sect was responsible in part for the fall of

of princes and lords, Barons and haronesses serve as sherifls, warmasters, chamber:
lains and the like, posts that have been granted to them due to their talents. and’
services. With enough good service, a baroness may eventually earn her-own

* Knights — The lowest-ranked C ,duut{.s, but also some of the mast :mpor("
rant. It is they who fill the armies of night and clash on the baitlefields of the War
of Princes. Many serve as spies or messengers for their lords, or they might be
granted small domains ro test theie worth, Knights are usually low-ranked vampires

vassalage. The knights are the most likely to leave only their ashes on the
battkf ields, bur they ha\ft]usl asmuch Gppormmty rogaindomainsasspoils of WA

Feudal Lextalionisis gjowrnud by anerwork of oaths and atliances thqr tie the
courts of Europe ro their lords and the monarchs, called fealty. When one vapnpire
admnwkd res another as her superior through fealty, she makes a pledge of loyalty
in return for protection and support. This chain ties the nocrarnal nobl]m fropmi:

- In swearing fc;xity, the vassal — imig,ht punne or lord - offers loy'}Ety aﬂd
support. {politicat and military) to his liege. He vows never to attack his liegéi

the liege may grant the vassal a domain to rule, the size based on his rank. Knights

T admons of Caine cement ti)e mlc of the §1egg by '1[10w him to protect-and offer
oingin-and gifts to his vassals, as well as give him authority to pimnish teansgression.
Mdny princes require that a tithe be paid as part of fealty, such as a percentage of the
income a domain generates, or to raise an ariny of ghouls or vampires in time of war.

I’rmus are vassals to tords or monarchs, but the fealty isnot as strict., Prmgo,

ord to present a united front against a mutual enemy, and rivals consider very
31(,{ully before starting a war with a prmcg who is ,llilcd with a tord or monarch.

$€¢CS

‘Whife feudalism dominates the Dark Medieval night, not all vampires rally

€u1t§ who gather vampires sceretly in the shadows of princely thrones. -
Cf)(‘] ingonnu '
Many old, powerful (,Almru of Rome simply vanished after ies fal] apparently

ratching their y younger brethren. Some attempt to guide them from afar into

on dntmopk Ifso, then the sect has changed its tactics recently, deciding only
watch but not interfere. The Inumnu are also. believed to be lcadmg the
servation of old, precious manuscripts as the War of Princes rages. Most princes

lic y discount the Inconnu as Cainite folk legends. Behind closed dnu:s
huy are less budstﬁli

qunsicwf th iS4 {)i‘dcfhetk the redemption of God that Caine rejected so long ago.
O one quite knows when the order began, but it has spread through Burope and the
1dd.l' Fa The ng}m believe that it is their duty — a mandate from Cheist
tofind and protect relics from falling into the wrong hands, be thiey Cainite
oital, %omedmm thatthe kmghtsrsdc ghoulstallionsandbatrle the infemal, while
el that thcy have drunk Chrise’s blood and been freed from the Beast.
] uniately, tine has not been kind to the order, and its power is waning, Much of
oidings are'in ruiiss due o the Crusades, the Albigensian Crusade, the Reconquista
i squabbles. Irg headquarters in Scotland stands fast, but who knows how
ik st Many knights ave being baited by princes into fighting eheir wars, fored
(;h 0.0 elics, Still, the Ashen knighss hold fast to eheir mandatc and continue
nd protu,r those wozihy of God's redemption.

e are powerful people, there are malcontents and outlaws. The
sidered rebels and handits, refusing to how to the Traditions of
U,f the elders. Unlife should be a gift, not a shackle of eternal
. tj“?)i[lrli # u)mglz;& vampires of both Low and High Clans who
i hm o L;;mcs dirty by carving out kingdoms amid artisans,

: e g:omng cities and middle class. Still, as outlaws




under Cainite rule, the Furores often face a nightly strugple to survive, whether in
colonies outside the cities or in using the guilds to hide rheir movements.
ThE PROMETHEANS

This sectrermembers and longs to re-create Carthage as it was before it fell into
infamy. Naming themselves for the god who brought fire o humanity, these
vampires want to enfighten both Cainites and kine in a “new Carthage.” The sect
has adherents from the High and Low Clans, who hope that rargeting rhe lower
classes and the new midde class will bring better results than trying to change the
minds of elders. Prometheans have influence over the criminal elements of the
cities as well as merchants and guilds.

Che ¢AINITE HERESY

The Heresy is one of the worst sezins upon the Dark Medieval. A strange brew
of Gnosticism, carly Christian thought, Cainite beliefs and ontright lics, the Heresy
has used blasphemous teachings, coercion and evangelism to spread across the
Church and Europe. The cult’s most influential priests, the Crimson Curia, lead the
Heresy by setting doctrine and ateempting to coordinate its movements, The Curia
maintains that God’s mark upon Caine shows that he was God's favorite, and since
Caine was touched by God, hisdescendants should be treated as prophers and angels.
The Heresy hasslithered into the Catholic priesthood, and even influenced the Road
of Heaven, sending would-be pious Cainites into a spiral of further damnation.

Che AR OF PRINCES

The fragile peace of the Long Night crumbles, and Cainites rally around the
banners of their lords and princes, vying for power or in the name of long-held prudges.
This“war"isfirstaconflict hetween anamber of very powerful, veryactive Methuselabs.
The princes, who control discrete domains, are considered the most valuable DW=
they may swear fealry to others, but eheir domains can still be usurped through force of
arms, treuchery or even from within if a prince can be persuaded to switch sides. As
princes have the mose 1o lose or gain, it has become cheir war.

Waramong Cainitesisnot new—the Second City, Carthage and Constantinople
all bear witness. Bur fike those condlicts, the War of Princes has overflowed,
becoming a general state of strife. The war has spread across Europe and into
Qutremer. Even the most conservative Cainires must reactor he swept into the pyres.

ORIGINS

The War of Princes had been brewing long before it received its name. Like
all wars, it hegan with a series of smaller events rhat fanned the flames into what
now rages in Europe — a withdeawal of support here, a conflict there. Bur many
point to the slaying of Saulot as having perhaps the greatese impact. Almost
overnight, Tremere changed the Cainites forever, and even the Antediluvians
shuddered in their sleep. Never hefore had one of the Ancients fallen, and the
event continues 1o have repercussions in the Dark Medieval.

The rise of the Tremere wassoon fotlowed by the rising of several Methuselahs
from torpor. While some had remained active through the Long Night — Michacl

“of Constantinople and Montano of Sicily could be noted
“rise, stitred by mortal events. The Ventrue Methuselih Mithras awoke following
* the Norman Conguest of 1066, When the First Crusade took Jerusaleny in 1096,

even more began to

Caliph Jamal of the Assamites called on his clan to push back the Eun_)pcfa.n
vampires who came with the crusaders. Montano exerted influence over his
Christian clanmates in lberia to expel the Moorish vampires {from the peninsula,
heginning a “Shadow Reconguisia.” High Lord Hardestadt of Germany movgd east
into Tzimisce lands to acquire domains for the Holy Roman Empire. French
Toreador, perhaps in response to France’s position between two powerful Ventrue
in England and Germany, withdrew support from the Ventrue prince of Paris.
Some Methuseluhs preferred to remain in the shadows to make their moves. All
created new kingdoms from the princely domains that had been part of the Long
Night. As each bumped against the other, old rivalrics were rekindled and new
ones begun. The Fourth Crusade proved the final spark to set things blazing.
The sack and destruction of Constantinople by the mortal crusaders was
devastating enough, serving no fnterests beyond those of greedy Venetian eraders

" and petty French nobles, For the Cainites, things were far worse — no faction could

seem o influence the crusaders, no matter what measures were tried. The loss of
Toreador Methuselal Michael the Archangel and many of his powerful subjects
only deepened the loss and chaos.

The debacle that woubd be called the Bitter Crusade was nothing unusual on
its own — empires had risen and fallen before, vampires had met Final Death
before — but the current tensions put things in a different light, The mortal herd
was growing angry enough ro tura on the vampires, and that ne one was completely
safe. Michacl, a powerful Methuselah, had been reduced 1o ash. If a vampire

- wanted o survive this coming time, he needed to cement his power and move

against his enemies before they could move against him.

FIELD$ OF BATCTLE

The fronts of the War of Princes are many and various — some subtle, some
obvicus. The fast 40 vears have seen a distinct change in the intensity of conflict.

* Where Cainires were once content to use mortal cat’s-paws, honeyed words and

political intrigues, they now marshal noctnal armies. The time for the subtlety
of the Long Night has Eargely passed. The games are now a shadow war of murder

~and betrayal.

The term “vampire army” s misleading, though. The largest vampiric force on

- thebartlefield rarely holds more than a few dozen Cainites, but they can bring great
- destraction. Add o them thralls, ghouls and mortal cat’s-paws, and one has the
“makings of a true army. Forevery prince who leads troops in the field, there are five
“more who host ambassadors at their courts and make new alliances every night.

The following are the most active fields of conflict:

Each new crusade brings more and more Cainites into its grasp, despire its
initial appearance 25 a mortal concern. The Fourth Crusade marched on
Constantinople, the Fifth travels to Damietta (Egypt) and the Sisth goes 1o




Jerusalem. In Burope, the Albigensian Crusace hunts the Cathars in France, and
the Livonia Crusade sends German knights inte Prussia and the Baltic to battle the
pagans of the East. Some Cainites attempt to ride the wave of whatever the crusade
brings, while others use the battles to claim domain and hunt enemies, which leads
to retaliation. The rest must deal with armies marching across their domains and
shifring borders.

Che CASTERN MARCHES

Ever since mortal magi used Tzimisce blood to change themselves into the
vampiric Clan Tremere, the veivodate of Easrern Europe has made it their mission
towipe out the usarpers, Called the Omen War, their campaign has shown nosign
of surcense, and 200 years of fighting has only deepened the hatreds on both sides.
The Tremere seck out allies, using rhe Fiends® traditional isolation against them,
and they have found that many princes are quire willing o offer covert support in
exchange for a little blood magic.

The Omen Warhas provided agreat deal of fuet for the fire of the War of Princes.
Trimisce and Tremere envoys across Europe play games of cat-and-mouse while lords

“of other clans try to take advantage of the situation. The Ventrue of Germany and

“Hungary see things as the chance to make greater intoads into traditional Tzimisce
terricory in Prussia and Livonia. Rumor even whispers that other mortal wizards are
joining the fight or using the chaos to cover their own activities.

Che INQUISITION AND THE CAINITE BEREFY

The Albigensian Crusade, aimed primarily ae destroying the Carbuar heresy, is
but the first glance of a greater papal directive to hunt all threars against the Church.
In 1230, what will become known as the Inquisition has not yet fully appeared, but
Cuinites are reporting shadow operatives who are apparently the footsoldiers of this
coming wave, Ranging from monks and laity to knights of holy orders, they seemed
to be armed with faith and some impressive powers and resources,

The Cainite Heresy blends Guostic tradition with Cainite apocrypha, and it
worries about the Chureh's hunt for heretics, The involvement of the Heresy's
Archbishop Narses in the Foureh Crusade has only further convinced princes and
ashen priests that the Heresy must be destroyed. Not all do so for benevolent
reasons — many are envious of the Heresy's weatth and power. But those who
prepare to move against the Heresy are aware of the depth of its influence and
power The Crimson Curia, which leads the Heresy, has become divided by the
Fourth Crusade, and the sect suffers internal strife.

ThE $HADOW RECONQUISTA

Al-Andalus, the last Muslim stronghold in Burape, stands against the com-
bined mighr of the Christian kingdoms of Aragon, Castile-Leon, Navarre and
Portugal. Cordoba and Seville suffer the brunt of ateacks, but Granada braces for
its turn. Despite the troubles, al-Andalus continues to remain a center of learning
and the domain of many Muslim Cainires. But while the mortal kingdom of Spain
steagples to reunite, the Reconquistt is rearing the Lasombra apart. Divided over
which side to support, the Moorish and Christian Lasombra fall into undeclared
civii war,

- ThE LOW CLANG
?gm.)red and spat on, the Low Clans are heginning to plan thf:ir move :.1;jainst‘
‘the arrogant High Clans. While princes look elsewhere, preoccupied \V'lth .thc War
of Princes, members of the Low Clans grow their own power s bandit kings and
guildmasters. Many are members of the Prometheans :‘111(% Furores, ‘ and_‘the?r
whisper of a great revolt that is apparently in the making against the High Clans.

LEXIEon

Cainites use a variety of terms to define aspects of their existences, especiatly

i

“* omes that they could not have imagined as mortals. What fotlows are some of the
Most common,
Amaranth, the: The act of destroying another Cainite by drinking his blood

© to the point of death and then assimilating something of his spirit. )

ancilla: A vampire between 100 and 200 years old; considered an “adoles-
cent,” a5 he is no longer a neonate, but not yet an elder {pl. ancillae). ‘

Antediluvian: A vampire who survived the Great Flood, one of the Third
' Generation. . ?
. ashen priest: A vampire who offers instruction on one of the Roads of
Enlightenment, especially one who teaches on the Road of Heaven.

Autarkis: A vampire without status in Cainite society and barred from all
domains. .

Beast, the: The instincrual, destructive drive that (:reates_‘l'&?e.mc)st hasic
effects of vampirism, such hunger for blood and fear of fire, Many (_‘amm.‘.s stzzuggle
" to control this drive, considering it a devil and hindrance in their nightly

. existerce.
Becoming, the: The act of changing into a vampire. “ i
N Bitter Crusade, the: The Cainite struggles that followed the Fourech Crusade
(1202-1204). The conflicts began the War of Princes.
| blood oath: A supernatural loyalty created when anyone dtin}cs the blood of
o vampite theee separate times. This can be performed on a vampire or morm.l.

Book of Nod, The: A collection of texts supposedly detailing the earliest
nights of Cainite existence and the story of Caine. Many consider it to be asorcof
Cainite Bible.

Cainite: A vampire, one descended from Caine, the first murderer.

Caitiff: A vampire without clan affiliation, due to an anonymous Emhmc'c,
banishment or very weak blood. They are considered to e lower than dust in
Cainite society.

childe: A vampire’s created progeny. Also, one wha has not heen released
from her sire’s responstbility or presented to the prince. .

clan: One of the 13 vampiric families founded by an Antediluvian. Clans

- share certain aspects, such as Disciplines or weaknesses.

consunguineous: A vampiric tineage, especially that of sire and childer.

coterie: A group of vampires who work together to accomplish some task, such
as maintaining a large domain.




Damned, the: Vampires.
diablerie: Another term for the Amaranth.
Discipline: A supernatural power that comes with the change to vampirism,

such as great speed or strength, communion with wild beasts or the ability to cloud

others' perceptions.

domain: A fiefdom claimed by a vampire. Tradition holds that the vampire -

has the right to feed in his domain and gains other powers of authority.

domitor: A vampire who feeds blood 10 a mortal in order to ghoul her.

elder: A very powerful vampire at least 300 years okl.

Embrace, the: The act of changing a mortal into a vampire by draining her of
all her blood, then feeding some back to her at the point of death.

Erciyes Fragments, the: A collection of fragments found at the Cappadocian
temple of Erciyes in Anatolia, supposedly an apocrypha of The Book of Ned, or
perhaps another version altogether. Caine supposedly penned some of these.

fledgling: A newly created vampire _

Gehenna: The night that the Antediluvians will rise and devour their
descendants. The vampire equivalent of the Biblical apocalypse.

generation: A measure of how far a vampire is removed from Caine — thus

a ninth-generation vampire is eight steps removed from Caine, The lower a

vampire’s generation is, the more powerful her blood is and the more powerful she ™

can become.

ghoul: A mortal (human or animal) who has drunk vampiric blood and been
granted a measure of the vampire’s power, such as ceastng to age and a litele bit of
her supernatural abilities. :

Golconda: A legendary state in which much of the vampiric curse is allevi--
ated, including the hunger for blood. It is now considered a lie promulgated by

devious pagans.
haven: Where a vampire sleeps or finds sheler.
kine, the: A contemptuous term referring to mortals. Its original meaning is
cartle.”

Kiss, the: A vampire’s blood-drinking, which creates an unnatural ecstasy m -
mortals, Occasionally used to mean the Embrace. '

Lextalionts: Vampire law, based on the Traditions (end traditions) of Caine.
European Lextalionis is feudal in nature, but it also emphasizes the Biblical concept -

of “an eyce for an eye, a tooth for 2 tooth.”

lineage: A vampire’s family tree, traced from sire to childe.

Long Night, the: Considered the period lasting from the fall of Rome to th

burning of Constantinople.

loed: A vampire with a vast domain and several princes as vassals. Some are
independent, but most are vassal themselves e a monarch. '

Lupine: A wercwolf.
¥

Methuselah: A vampire of the Fourth or Fifth Generation. Very few are %twc _

on ¢ nightly basis, as they frequently slip into long periods of torpor.

“monarch: The most powerful vampire in the European feudal system, one who
ks domain the size of a mortal kingdom, with princes and fords as his vassals, -

“ieonate: A young vampire, usually not more than 25 years from her Embrace:
Once she is presented to the prince and released from her sire, she is considered a

uli wember of Cainite society in spite of her “youth.”

2Od Ways, the: The Traditions of Caine and the body of Cainite [aw. The
talionis.
“prince: The leading vampire inaregion, such asa city or coungry. Prince isthe
st common and rraditional term, but duke, earl and queen are also used to
o'n'v'cy' a particular sense of seatus,
= 'pwgcmtur A vampire who founded a recognized line of vampires; the

“Antediluvians are the progenitors of their clans.

“regnant: A vampire who holds another in the blood cath
revenant: One of a ghoul family born with vampiric blood in her veins. Clan
Tritnisce breeds revenant families as servants and soldiers,
road: A Cainite sysiem of belief and hehavior that keeps the Beast in check
and-aliows a vampire to exist without devolving into bestial urges. There are five
najor roads cureently followed by the majority (Road of the Beast, Road of Heaven,
Road of Humanity, Road of Kings, Road of Sin) and wmany smaller paths.
Sometimes called a road of enfightenment or a via (pl. vige).
sire: The vampire who Embraced another, or the act of Embracing another.
.'Thﬁumaturgy: Literally “the making of miractes,” it is a form of blood-magic
racticed by the former magi-turned-vampires of Clan Tremere. Thaumaturgy’s
power and versatilicy grants the small clan a potent weapon,
Third Mortal, the: Caine.
thrall: One who is bound to a vampire by the bload oath,
‘Traditions of Caine, the: The six luws of Cainite calture that structure their
ciety, They are Covenant, Domain, Progeny, Accounting, Destruction and the
Silénce of the Blood. Sometimes they are simply the Traditions ot the Old Ways.
_ifes_sei: A source of blood, especially a human.
vitae: Blood, especially vampire blood,
War of Ages, the: Called the Jyhad in the Middle East, this is the legendary
atile bLtwu,n the Antediluvians, said to be fought through subterfuge and slow

Wai' of Princes, the: The war among the Cainite princes of Europe. While
archs ave the ultimace leaders, princes and lords do battle on many fronts on
I 1tly basis. -
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2 LOW CLANS
e d by vassals and peasants

e 1] svstern assunes that Tules are supported

fie feudal systent assui Y als and ws

«t to serve and maintain their lords. These are genesally parncred frmgnq 1

ring clans, These Low Clans comprise the Assamites, Iollqv;ft,rs (1 E
1 Malkas Nos emere Slans do no
2ol Malkavians, Nosferatu, Ravios and Tremere. The Low Clans do-

-&ngfﬂ»u ato l( ”l ¢ vassal, but they exist outside of the tevdal system for a
: into the role of vassal, b st ¥ n for

I tye reason, it is this lack of acceprance that puts them

clait

(rarcer Twio:
Crang anp Broonrines

The Embrace into the Endiess Darkness is a traumatic experiency
Becoming a vampire ends old ties to family, friends and, in many case
faith. These ties are quickly replaced with the new family of blood an
clan. The Curse of Caine forges bonds stronger than those of kfe with
blood literally heing thicker than water. Blood conveys a history,:
heritage and an inheritance for the supernatural powers passed dowi:
trom the clan founders. Acceptance of the childe into the new family is
vitally important, as the clan is the only safe place for a new vampire tg
learn and grow during these rimes. Each clan confronts the world in'a
completely different manner, suited ro the histories and legacies rhat
clan has created for itself and continues to fashion in the fune.

ChE bIGh CLANY

Through the centuries, Cainite society has mirrored the evolurion of
the mortal civilizations around it, albei more darkly, warping principles as
necessary to fit its own needs. Like mortal society, Cainite society insists
that some are more it to rule, indeed destined to rule. Those clans with a
propensity for nudership — through exerting influence, dominating rhose
around them, or outright enslavement — are known as the High Clans. In
the Dark Medieval, six clans have embraced the feudal system of the era
— Brujah, Cappadocian, Lasombra, Toreador, Tzimisce and Ventrue.
Cainite feadalism is based on the mortal variety — a vassal swears fealty
to a lord or lady, who swears in turn to protect and care for the vassal and
provide stabiliey and security within the domain. The Tradirions of Caine
lend themselves to this overall political establishment, but with the
constant intrigues of Cainite society, this stability is even more strained -
than that of the mortal city-stares around them.

ficty of reasons. Whatevert
d the outside. |
..']ilt,jix?:glncs of the Curse of Caine, which of ten rigk the Silence r\_?f tﬁ]*lcj%loo;]%,
Clans being ostracized from the mz.nne.r.rc,xm.
rat's hideous visage prevents even casual 'mclflsion in gﬁll?lji;} sucmxt:,rl :{:;
 authursts and disturbing bebavior of the l.\/hll.kavmns are ?(;tjn-,.?lf ::lm;on;;,
he Gangrel freely scom the trappings of Ci\,’th'&tl()H,. and thc'uix:ri(‘;v :‘;,n resont
éﬁ.rvj.e tor remind civitized Cainites of the Beast that lics beneatn thelr o e 5 Y
Other Low Clan vampires are seen as foreigners anld donot p(_‘,\tﬂ};ﬂ}ﬂl‘l‘lv :, )t.r :)111:
within the domains of Western Eur()pc;m s?cicty, csp.ecmirlfyiwhj\r: :;l;ﬁ)t ;feﬁ,ll{;& [ll ;C-]r
s the causes for crusades and orher miseries. Lhe Ass s and thet
assgcg;l;}:; u(f: i :t]\ Muslims are akien, if not outright heathen, to ]':,ull"n‘l]ﬂe‘ﬂ;\} (aizlz;zl
The Raynos, linked with the Roma Gypsies of India, have no estab 1;1&( ?t).“of‘g(,[
.aﬁdlitrlc to commend them, excepl as thieves and cozenets. Th'e : 0 :m{aiihici.l h
“claim that they are not even Cainites but dcsccr}damts of u L.{mk: E)(t;g‘élin %i:h’ éxn,em(;
heresy among Cainites of nany stripes. The Tremere are \;m,u-(\ x;z -
“distrust due o their questionable origins and commancl.of blood magic. Indeed,
ainites believe that they should be culled as aberrarions. o
many of these Low Clans seek togain influence
dosoin theirown ways and

Cﬂ[lt{ibll[(l fO some (){ ThL‘. Low

Even with theirstatusas pariabs,
and advantage just as their “higher” brethrendu,bu?.tl-my e et
slaces. Only the young or foolish believe that the divide bct.wcen 1.11;_,{1:1. o -‘;‘;c.i
instone. Individual achievement holds more sway than pmhgrcc,am S(.‘v‘t.rc‘l.}?lll
ACTOSS Burope and Qutremer are (Cainites of the Low Chn?s. In i‘snv)m(’: pl‘ilLf,:\ :\:::Ll
d_ans who hokd the greatest sway are not necessarily the bigh"bm l‘lA Frlfit H’\L .mm;
of the Levans would B;;ppily point out), and elders recall rimes in history whens

“High Clans were treated as foreigners and scoundrels.

"THE $EVENTH BHIGH CLAD ‘ o

Many in the High Clans lharle back to their lincag.cAiﬂ the .E.ka‘(;(‘){\d’ ( ‘1;\,;‘( ;:1;}
some recall thar a seventh High Clan once held a position of respect m)ui ‘ ][ et
‘there. The Salubri was one of the original founded clans, led .h\,r the AI\}I\L(I 111\ iz "
‘Saulot. In recent times, this clan of fierce warriors and mystic healers aF-d .[’n(;b:‘.
no one quite seems to know why, Rumors range m.m the
at the hands of the

Loyalty within the Cainite feudal system & based on a constant re-
evaluation of power and oaths of fealey. Cainires are wiltful, independent -
monsters who need the constantattention and assurances thar the feudal
system has allowed to foster on the swiface, The High Clans have
pecepted and integrated this feudal structure the most, and many hold
tions of power throughout Europe. These clansare the first to support -
drhe feudal system, knowing that the legitimate path to power -
1 that their rise will eventuaily come.

se High Clans seem to benefit the mo
e curses th

ompletely vanished, and : !
clan heing infernalists, to the destruction of their founder : ands of e
“upstart Tremere clan, Although this last s scoffed at hy- the ymmg‘f ‘li:‘b. § _H :
“in the Tremere’s fortunes has a number of elders watching them very carciutly.




Thc overall cause of such aruinous fall isunclear, buthkeallgreqtrhulgs i
will gither expose the rruth for all to see or bury it completely in legend.

ADVANTAGES AND DISADVANTAGES

Each clan carries certain particular serengths and weaknesses, gifts {or cug
from Caine and their founders. These characteristics pass from sire to childe. In
some rare instances, these characteristics do not manifest fully, but a child
generally holds the same potential as the sire {limited, of course, by veake
generation).

Bound rogether by blood, each clan member shares certain predilections;
Though the Curse of Caine bestows a wide range of capabilities, the specialized:
powers of vampires manifest in different propensities among the clans. Thus, each’

clan or bloodline has three Disciplines, powers that are most common among

members of that line and that come more easily than others. Conversely, each clan

also passes on certain weaknesses and frailties to its childer. This effect might.
manifest as faults in personality, temperament or disposition. In others, more:
raystical traits or even physical alterations appear. These weaknesses often tie to”

some apocryphal story of the clan’s founder, usually some personal failing or a curs
bestowed by Caine.

Many Embraces happen because a potential vampire shares certain predilec
tions of temperament or knowledge with her would-be clan, so therefore, mos
vampites of a clan share certain abilities or benefirs. As aresult, a vampire’s clan
offers particular advantages that are common to all members. Even those individu-
als who are Embraced outside of a clan’s normal tange are instructed or assisted

quickly in developing these benefits. It is always the choice of the individual

whether or not to follow such direction.

Clan advantages and disadvantages can never be bought off with Experience,

permanently alrered or negared through Merits or Flaws. Most Cainites would not -
dream of tampering with them anyway. To dose would be to flout the natural order

of things — Cainite society, Caine, even God,

3pujah are warriors, but always warriors with a
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forever prey to the rage that had dnvtn him 1o thes

The new Antediluvian assumtd hls fflian sire’s 1gine {1111
W vieh souihe
aught to remake the et : .
hevterment of theworkd e n"on;,hlhc pawonau,e,mhma ofgea ol )
The clan respondcd Lnthusmmm!ly culmingring in the creatiot cof Carthage, ¢

ety where vanipie s anid morals lived alongside each otherin: dlknowledge of the

‘other, each benefitifg the (ﬁthcr For some reason not quite knbwn, though, Troile

1L[Jdl’it‘d Carthiape. Soiiie claim he was disappoinired by therage thathis clanmates

: : : ; 1l
“somerimes feil to, whic nfth dcstloyed theirworks. C Lhay. dLg,e.nulltufl ur "
. o ¢ el

the Baali were welcomedinto uswdls rr.suh,mg insomgny | urnbk acts that tinaty
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The failure of Car dmge confinues to bath g(md the Zealots into pursuing their
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oy DO
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achieving it has been steadily splintering the clan. Elders and younger (,(um{es
clash, sometimes violently, over the method the clan should follow. Elders prefe;
debate and chservation, the better to determine how society falls before actin

while the youth heed the passion in their blood and demand actien row, often
through force of arms. Some youth, despairing thiat they will ever achieve their

do whdtcvcr itd k Sared brmg y(}ur cadise to frul iony 11’1@ better to return tl;c WOt ld

to its first state of giace.)You use whatever skills‘are at your disposal in whatever
_arena you are thrown'into. Perhaps yoirmanipulate the courts, perhaps you debate
_in the halls of lgarbing;or pﬁ_lh'i_ $you szmply hope to beat into the thick skails of

your oppumnts' \X/hcn you'uife with your clan‘overa single ¢atse, no one could

hope ta smnd inyourwiy. When the fight B ovei thoug,,h you FEELIN TO YOUT Cause:

with the samg fiiry, no marter, wi" yiis’ g,eltmg_, inyour way
Dlsuphne ¢ c’lcmy, Patcnca, P;esence :

Advantage: Many Br u}'lhoﬁul rérais {ILS to thur hn mer hvm g anting them -

two free Tiam ofAllies or Contacts.

Brujah. band together miore tightly than mos( clins i in hgbr ot past defeats. If_'_
a brother gr sistet fs in need and calls for aid, he or'she can expect. the other Brujah
inthe aren to;,wc lsﬁlstdn(,c mg,ardlusofpersondl fLLi[llgH. Those who refuse risk!
rhe scom and censure of the clan, The ine who callshad bcqr have a very g g,nod :

reason for.doing $o; lest he risk: tosmg thi: 3 dof the elan. -

Disadvantaget Brojah tunpusdr _ em}wnu? forth fury ready to boil over
at a moment’sfiotice. Alrhough pqqsmn is lauded within thé clan, others find it -
difficult to deal with’ th Brujah’s emotl(mdi 1113&113111{ ' 31}_1];1__[1 suffer a two-Trait

penalty on ch alltngu o resist fiemy .
Qngg,cstLd V:ae ng,s, ileavm llunnmfy

“{)r.(fappndo(_i,ms their bloodlines are both philesophy and
neage, The vast majority of Cappadocians are fascinated with |
cuth and undeath — particularly with what remains when the
ubleaves the body. Some were scholars in theirmortal lives,
Hhile others were clergy or phitosophers. The E 11 ice dot

i duil mqms;lwc narures, and Lappfadm,

that- thcy continue the

“H tory sug,gﬁuts that the clan was ONCE MOore comion, ims mmr_

: ‘3p=-ld{)(.!cln‘- ate. uthu n mtpm or have ‘

Thc (,appdd Scians revere rhc (ILL]HI‘ :
Et. nof ?mowlul‘g ) and thLy uftcn meet in ta,mp]r:s, llhldi’lcs .md

tur : rlu, cians _pn tus
mAndtoln, wh ' thefmg,m(,nl’s ofThe BookﬂfNud wuu,olh,ucd and where the
’Jd(. Oyrsiders are not \w_lc.om(, o I:myu, which leads some
,dppad(}um neonates claiin 1o have heard f;_t(n ies about
tinder sands or lmusmg_, nu_ropuh older than many

nsl‘mvc }"mh dced dimmd .muy m{o Liacu" ddn tjl‘l{, primary
i i wave hailed
nres 0[ l'hc

enice. Tim Llfm hds been takmg, great interest in a mercharit family Lalh,d the
(Jld\.’ﬁnm, who have been making great inroads in nigrimancy.
 Most clans see the Graverobbers as unhealthy and secretive, which is often
tue. Their resenrch requires fong, patient rescarch without interruption and vast
liantities of dead flesh o work with. Many Cappadocians closet themselves for
ears 1o follow a single line of inquiry, leaving only to find sustenance and




experimental subjects (often the same thing). Tt hough they are cold and ve

to many Cainites, they delve into mysteries few have the stomach to fol O
Roleplaying Hints: You have a fascination with death and unde:

though many see this morbid curiosity as untrustworthy and unhealthy,

yoi Iy
folmd secrets into youn um(ht[(m th at memhus of the ()Ehc;‘ cl

ans thl ncvu f

tion than the livin;.,, and conversation ca
comfortable working in solicude or in deb'
paehs of research and theories.
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The tndst spiritval (andimorbid) members

he Night).

ted, b Hes;tic mdttui oW it chibloud they drink. The

o 1nu1 ( lan of Shadows sees itself as first
uals 2 superior bloodline among the
s Whereas the Low Clans are meant
he: burden of Caine's curse, the High
. d by tlm ? mhmt among 111.em, of

in me ( hu1ch periaps. thL greatest power
nedleval E um'pau Thc C husch ' s with the clan and its [‘[1(;1‘[ ad
ands at alt levels, and power in the C humh ofter lead .L'u powu.‘wtlhm the clan.

. The spread, of Islam, thiough: Thetia lias, créated o great rift among the
Mdgl‘atus Many Mushm LdbOllel’d claimed vist donaiss ih al- Andalus, igniting
shadow wars with Christiah clanmates dll(}’ldy it residenice. Even'the clan's secret
tiiking council, the-Amici Noctis, contd notkeeppeace, as it Was split internally due
to religious differences. The Reconguista only added fuel to the fire. Christian

. . N reir” ooy a1 sli SOURnUeTrpares
Lasombra mounted a “Shadow Reconguista” against their Muslim ¢ parts,

sir favor W claims
nid recent mortal events have begun to turn the tide in their favor. Rumor clair

‘that Moneano has made sceret accords with Muslim Lasombra, urging them to

' im allies i v clans in return for
accept Christian victories and abandon Muslim allies in other clans in retur

keeping their domains. If it's true, there are Muslims who reject these de
outright, no macter who they come from.




Whi 1twcr the clan’s feclmga areon Theria, they are imired in'th irha
crusadeagainst the Cainite Heresy. The heliefs of the Heresy rankle ¢ cven th
“egotistical Lasombra. Lisombea Heretics comprise the majotity of thc_( _
Curia that rifes the Heresy, and their blood and breeding has made them powe
Ustbtle fe 1d<.rs indeed. The Heresy has scen troubled rimes recently, thotigh,
‘many plous Ldsnmbm of i many fdlthb are uniting 1o Lrush it once and for ';i it
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. vcarmg, togas and speaking senatorial Latin! The Tme&dor s ties with the mort l
. world allow them to interact and adapt with the changing times.

The Church has long been a source of Toreador fascination, patronage 'md
: __'ch1EdLr Its continued growth is both rthreat and promise for the clan. Many
Toreador become involved with the Church at some point during their unlives.
-~ Bome were Embraced from the ranks of clergy, some patronize the are aid

¢ scholarship that the Church preserves, and others see it as a potential source of &
- redemption. Where they do not patronize the Church, the Artisans follow the

roble courts, both vampisic and moreal. The Caurrs of Love continue to be one of
Ctheir g glmtcsl 'mhlevemtmﬁ, partlcuiarl since what beg,(m as suuai galhus hdvc

rln L.Xp{,l HENCC.

| ()ut wh‘(,fhu f()r your

: Lunnnuu roﬁmcmdrc L, dnd y(}ilhnpmhmugh your wcnk(md mlcmu on wa%? hmor tals '
~that you can fmn .md ku,p S0Me Sma ﬂ Hp«ll‘k of what yeu 02‘:(,(, werL snEl hummg, within.

* ordevastating oua[mmlmnmry I*vcn 1( onc hasno p uc.ul(u'taient baytmd hcr

physical beauty, she quickly learns how to patronize he ares and make witty -

“comments. AH Foreador begin with two fré Traits of Atademics, Crafts, Pexfor-
" mance or Subterfuge ('my com ation or, rwo of ane Ablhty)

_ Toreador tend ro 'mmur m()rrals iore readily timn ogher'Cainites — some -
with their p{.ls(nhtlihis, some w;th eir abiilities, some w:th their bes wty. Conse- |

“guently many Toreador have an easier fime gaining blood They may have Herd,
but by expending the above-mentioned bilities, they may gain a Bload Trait (“1

would be pleased to see your studio, motisicir..."). Each Traic gained requires 15

minutes out of play and expending one lwd ()f Ability.

Disadvantage: Caine's pronouncement on Arikel continues to plague th
clan, and all Toreador confronted with beaury risk distraction. "Fhis beauty may
come in the form of a piece of art, a person, music, sature of even an intetlectual
idea. Whenever the vampire encousters & piece of artissic work created with
Crafts, Expression ar Performance at three levels or greater, or a person who strikes
her fancy, she falls into a reverie of studying the work. This reverie can be broken

by winning a Self-Contolflnstinct Challenge against four Traits, by an attack (the -

vampire is considered to be surprised), or by the object leaving her presence.
Sugpested Vide: Humaniry, Kings.

N s one seems 1o remembera time when
the Taimisce diddn't lair in Eastern Eu-
i When the gods of Egypt warred
ng themselves, the Fiends were
ng \\!omhlppui asgods. When
Ventrue of Rome at-
ppted to  demand
omage from the
tthe Tzimisce
ytook the le-
ons and lackeys
hat had been
cand A

¢ rled
iopposed: in the
night, as thLy be-..,

inmsclf lL{t ihL St,c ond City':
squa%bhng behmd
: Ldte"nis ciwn cle

The Dark \fiu mvr\l sees, the szmLc nlgmkc _ ,rom (;11 sldL, imlh w1{hm and
without their own camps; The tise of the Tremere: asa viampiric clan—an cvent that
ocevrred by the theft of Tritnisce bloodand domatn has provoked a war the fikes
of which has not been seen singe: Car shagc TheCermanic Ventrue take advantage
of the clan’s war with the Tremerg; invading pag_,( n enclaves in Lithuania and

fvonia, and undermining Hungary with' commt,r(:(, Within the clan, pecty power
squabbles and hereditar y feuds subotage attempts to unify against cither foe, ancd the
085 of koldun to such bickering means loss of precious old knowledge.
“The Fiends would rather be rortused to insanity than admit any failings to
nose not of their blood, and they do not admit it o themselves even now. White-
hot pride blinds them to their personal failures, including the fact that the forces




arrayed against them might actually defeat them this time. For chea;
continues as it always has — elders rule the childer, childer scheme and sery
curry favor, and childer sire wore childer who will be rufed by them in Wi g
scheme in the same way, Tzimisce values will not change, no mateer what
might — respect for (and submission to) elders, personal honor, abeyiig
demands of the family, and deep devotion t the homeland. e
The Tzimisce belong to the land ke no one or nothing else ever has or:
will. Some call themselves the soul of the land; but sies of blood and earth wil
“suffice in the coming nights. Survival for thé Tzimisce willmean yielding persol
arrogance and ambirions beneathy the hand of 2 single leader who can shape th
as they shape themselve AL S :
Roleplaying Hints: You were raised o the traditionszof the old ways
honor, respect for the land hospi ¢ y

something iry'yey ce-tl wiavs One fiight you were Embraged ar
given the sacred-funeral rites, creating your hon S'earth. Your strengthh
in your honot; yout blood and your ties 16 1 andswithouf them, yoi'a
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of Metamorphosis {sce Laws of the:Night). .
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theend (;fall thingswill beanighewhen twoarmies faceeach
Aeawnswords, and the hartte that follows will determine
vedindwhois Jdarmned. Caltit Gebennaor Armageddon,
téafnes, the true warriors and knights — the Ventrue —
#éady, wilting and very abhle. These ate not the empty

standl. ! :
anwhelp'sposturing.

efBruj%11'113111311;1&{')610ursomeLuw(')l :
e the king-makessand empize-builders of Caine,

. . o aie deséended from the first
Froch, eldest of the Second Generation: Theyare destined
heburden and mantle.of leadersbip, o unile (_:_;_1_'11'1it__es and

m to face what'come : 3

y ofwarriorhaod isnoaly

ify with the

and even theircombined vietory
wad becomé is notguite enovgh to
sall the Ventrug

ourtiers and sedo LR
- of es hag changed everything and th

d, fauiiliar way, Seyeral
Jaitn kingdonis of shadow.
& warrioi-lord bound by
bl ideal made manifest, The
of chivalry, When' they call”
{:msel\}es Warlords, it is no empty boast, But the clan does
tunite under a single banner. Many warriors clash with
h ather as often as they do outsiders, cither under the
nier of a Ventrue faction ot in personal quasrels. Some
_"i'efused to retuin to warrior ways, if they ever were
irrions, prefercing to remain as merchants and courtiers.
The Ventrue splinter in several factions, cach with its
o-ideals and poals. The Norman Ventsue foltow Mirhras of
land, and are known as highly organized and very mikitaristic.
destadt of Germany seeks to draw power away from Patis and the Courtsof Love,
biit the Courts of Love maintain position as a neutral ground where warring factions
may come to deal. Merchant-princes build empires around systems of cooperative
guilds and money-fending, to the consternation of traditional elders. Other warlords
include the Arpad brood of Hungary {who have supposedly begun to adopt some
zimisce customs) and freelancers who fight in 1heria under the Lasombra banners.




. Régardiess of their differences, certain traits are constant among Verifiye

* possess asense of destiny to unite and protect Cainites from the coming apb};al_yp
honor and a personal nobility of spiriv and bearing. Childer are chosery witly

and power. Mast childer are exrensions of their sires’ power and philosopiiy-.,_\ff

such tending. Many Ventrue are Embraced from the ranks of nobility, maintainis

their fineage as carefully as mortal nobles might. Others are chosen from powetf
mortals, whatever their profession might be — military leaders, merchants;

knights of holy orders. : o ;

duty. It is both your right g
the B ights and Géeher

}d they s
5, or theyare|]

vat thietary restrig

s-and might be Englishm
like. A Ventrue who feeds from.
reflexivelyiregurgitac

tage can be suppressed long enough to create a childe, and it has no bearing
Cainire blood. :

Suggested Vige: There are Ventrue on every major road, bur they most

“strongly identify with the Road of Kings.

MICES

1o Cainites of Europe know them as
fanarics, assassing and diablerists.
catl hemselves the Children of Hagim,
they who are the lords of the night in the
ant kingdoms and Qutremer. While Cainites
Jnined Hagim as a traitor who abandoned
nps, Assamites recall him as a warrior] udge
sirned against the squabbles and machinations of
i of the Third Generation inthe Second City. The-
nites trace their lineage to,dangierit Pe :
[ and el - thie Cainité powet be

ane found lacking, With the collapsgof;
b has-gssociated with-the tribal-p

divided
ors following:

v bloody
unified ifoily to saféguard
ieclan is n"ow_asanciatcc'i
orities call themselves Ghristian, Jewish,

oroastrian and ether, more ghscure faiths, - .
“~Faith s not the only differc" (..'c-é'mo_ng LhL Saracens! Thé clan is broken into
hree castes — warri()rs,'sf)rceru. viziers — ¢ach following Hagim’s laws in their

oW way. Warriors have not always been the dominant caste, hut the death of the

Prophet Mohammed has brought the caste to prominence, an§ many are .flcrceiy
divored to Islam. Sorcerers practice some of the oldest forms of blood-magic (orso

‘they claim). Many use kalif, hashish thar has been watered with hlood which is

smoked by mortals and their blood drunk by the sorcerers as a means of focusing

théir consciousness. Many sorcerers have developed mystical means of communi-

cation, atlowing the clan to remain so tightly organized. Viziers spend a great deal
f time in other Cainite courts as diplomats and sages. The most successtul are
considered wise counsclors and objective third parties for Cainire negotiations.




The last crusade left a number of cities, such as Acre and Jerusalem, in the

hands of Christians, and many Saracen efforts o assist their moreal brethren and

~ drive the Frankish vampires from their lands have grown both more patient and

more desperate, Some Assamite princes have been attempting to leverage g grcatcr
stability in the region, with varying success rates.

Assamites honor the eldest among them not in toepor as the “Otd Man of th(,

Mountain,” the leader of the clan who dwells at Alamut. Unlike European

vampires, who grow paler as the nights pass, Assamites grow darker with age. Thul _

elders are noted by their lustrous, chon skin.

Roleplaying Hints: You survived atong apprenticeship both before and after

the Embrace, and you have been found to embody the fegacy of Haqim — faith, -

dedication and loyaley FlhOVL atl clse Othiers might havé iwee;} found wanting, bur

not you, Wh(,ﬂ.\_ r yoti ave Senit, you know with absolute ¢el azmy that you act in”
the best i interests Of the LIWS of Hagim mid the faith: The gamies and maahmauon _

of the infidel are.not fol-ﬁy e e the favws of Hagim ate your. guide:

Clan Dlsuphnes. Ce damy, Ob_{uscatc Quidetus warnos) .Au\f)m‘ L_wetm
T haumatwgy (qon,nrcr Ampu (,clcnty ,Qwetu\ (\'121 '1)

sare casily identi
1 1i1mh‘<; £ dt,tcrm'mc Heic

higher- shnuid rhe sorcerer w1sh T3 C()n{ut ‘them. Vlzt
Obscssum/ G ()mpulslcmdu'tng_um.m1e1atu§t ﬂ](‘lil’l‘lighb ;
Ability. ‘)hmild their Ablhry levels dmng(,, the fo
dmngu as we[l

Suggested Vtae- Hcaven, Humdmty, ng,s. Vtry trdc‘htlmnl Assamites
follow the: Road (}f Blsod- (ch Laws of tht, ng,ht)

"R{_u)gmz(‘ Eden by its serpens,” the priest telis bis flock.
And the serpents among the garden of the night are the
Foliowers of Set, a clan of Egyptian : and Bastern vampires

sisiared to practice every ignominy under the night sky.
Thesc vice mcr(,h(mts truck in all manner of du.i ¢ and

V quc thmu;,h 10 thL
: 111 nmunmms

mdicmg }mu%df a g,od and his Lhildrcn thc "lle_'Il’s <)F hl‘s

.dwmlty Cainites claim that these were comrupt 'md

“debauched times, but the %u:t o5 rununbmrti ;
)f ummsmcd f;LLdum . ¥ againsi
¢ k its toll.

A(,u)ums vary as to 1hL victor of this bloo

‘the I*()Howusd timin g, sthe up per hdhd 'md

WhtrL lhey perfcuul ihur i
: ()al(mmy str ud( rlgam in thc ca;ly nigh

: Folluwcrs of cuLt dtba eithe gma‘"hf thieird

a greater interest in the world. Once they hmlsul their activities _
to the shores of the Nile, but they now wander the known world, spreading Set’s
wisdom from dark curavan tents or in shadowy chambers over wines and hookah.
The Followers cuybrace misfortune, disease, tragedy and disaster because such
conditions create those in need of their services. They cherish unmitigased
freedom, the chaos of fulfilled desive and the satisfaction of want, any want. They
revel in sensation and pleasure, twin connections with their god, but times are
anging. The Setites spread heyond the Nile out of necessity, but rthey chose to
kLCE’ Setsblood mostly to Africans and Saracens, the better tokeep their traditions




t}uiving. Only occasionatly did they Embrace Desheru (“the red on *";’)
Franks with the prized red hair {which is helieved to he a mark u;:\ (-)’T. g]ms
however, some Desherubreed without care and establish n(:sl':s;in E:um )eh -Ltv‘ f .
the comtrol of the traditional caste of ancient Serite pricsts 1{1.1(}w1‘1 ‘1511111(]1:;?;1:;?
: & - nants

}cs? mongrel Setites are an abomination ro Set’s gift. They ignore tradition aixd
sp - ucenmibi i - ' e
pend more effort succumbing to their own vices than cultivating it in others. This

s creating friction among traditional Setites and the Deshery, who say thatidl
legends of Egypt are fading: g sohan,

serve Set s bring them to the tiath by ensnari
rades ehat feed the hungers of others
3 vith deeds, with scerets or perhe
vfew favors.” All mus '
world‘more secure.
an Disciplines: Obfuscate; Presence, Seﬁpént
Adva tage: 1 .:\ L ; i b
ge: As peddlers of vice, Se s.soon becaine acquatnted with both the-
secdierunder : halls of power. Others prey on the weaknesses of others
: d ways to acquire contaces.:Followers of Set start with one free Trait of Couit

.;l 2et o1 ] Teinsportat l[ s " +
. ]:‘l UERCE A [ (ﬂ wanerce or subterfuge
CE ¢ 21 C\U 2YCe O 5 & 5y

Disadvantage: Setites’ conngction with nd darkness causes them to

uffer twice the spgravated

damage when expose - [N REgEIIRE
1}{( Lrg;l wilcnq exposed toff he sun. Even bright lights (torchlighe, bonfires) can:
affect them. Serpents suffe; | po : " .
A alty in all challenges under such
attect then v 0 allenges under such

¢ _ rthodox of them folle .
Road of the Serpent (sec Laws f the Night) e follow dhe

The natural tendency of humans o create OWNS
d3ive together has been 2 boon to Cainites. Most
_e'-'m follow their prey into the towns and cities,
té the feeding is easier. The Gangrel are the excep-
 to-this rule. From the Tarears and Tuaregs of the
st to the Dedouins of the south and the barbarian
os.of the north, the Gangrel make their homes
inong the wild people and places of ghe witkd.
2 Higtory has seen cities and civilizatio
ilds are always there, and those wha'tan surv
i survive whatever fate throws their way. 1¢ thé;z 3¢
fies are traps where strong Cainites groy
;itGangreibelicvcthemseivcstobedc_: o 1ot
In the dlays before history before the world bie
st gods chose many tobe their chiildren.

L ﬂS (_,’)1‘1' .

g Lm.Th'(':_ broods warted for many years, il

Ennoiis most trusted children.to leavethe 7 0%
battlefield ar a crucial moment. Enraged, Bonota déereed that thechildren of both twitks
ood of others for their lives. The other gods appoved o

ihe childien of Enrigia, came to be;

The Animials believe that their mother wilk call tipion ther £ fight for-het

. more some night. Only then, will Churka and his minions finatly suffer thie
‘them since the of time. Teds thie duty of the Gangrel
hardy and skilled join theirnumbers, so that they may
ihat final confrox tation cotnes. & nly then they will be
: - A F

Civilization isatrick of Churkato ensure that those whigdeceive are berter suired

tothefinale nflictthan thosewhofight: The Gangrel refuse tof I into the trapof theix
ancicng enemy, and instead choosiig to recruit and huntamong the nomads and witd
peoples of the world. The chains of master and slave, of lord and lackey, are anatherma
1o them, and hierarchical European socicty repulses them. They see the ability w0
sutvive and prosper inder all conditions as the greatest test of an individual’s worth.
Their condition is almost a gift, one that constantly reminds them of their need to be
‘the greatest warriors and survivors the world has seen. They value simple but proformd
“concepts such as bravery, honor, martial prowess, curvival skills and knowledge of the
Tand. They respect only strength and deeds, not empty hoasting.

Necessity forces the Gangrel to spend long streeches of titne on their own.
'More than one vampire preying on a particular group of humans quiickly reduces
‘the number available to feed from or rouses suspicions enou gh that aconfrontarion
is inevitable. A good hunter knows not 1o wipe out the prey. Many Gangrel learn
to survive alone simply because it is all they have ever known. Sires often leave




their childer to fend for themselves, to see if they have the mettle of trie Gan;
Solitude cannot last forever, though. On apracrical level, there is value in
if only to form hunting packs. But even then, unlife is hard aw;
and Gangrel face constant dangers. Lupines

die .dl- folk fear the mad. It |
ouched by God, the Devil or hoth: .
nfectious or that t 1 touth

ay from the tigs
stalk many woods, and few- i
vampires escape direct confrontations with them. It requires cunning
to eatch human prey withour alerting the whole group to the v

and st
ampire’s preseng
Most Gangrel spend ar least some time among other vampires, T
themselves against humans and animals is well and good, bat the
from challenging those like themselves. Tha t meansspending
in the cities, learning the ways of the atherclans. A few even live in cities full ¢
lurking in the hidden corners and prowling the f;igﬁr when most prey are locked
up inhouses, trapped for casy feeding Timespent
faithin their own view of unlife. The weak;disenses
with manipulative vampires that feedofy
most of the clan, unlife is a series of s D
among the massed herd-and riva }
oleplaying Hiu_ts: You were picked for yoi
Since your rebirth, youhave feverte

trucst test comy !
n npi tfearedinth
6 ke these vapires apohg the inost feared | \
iy Ffov “anelder
Medieval, Al fow simpl ; ar e

at least a litrke time

thing in one grani
meself. .. bur only for

1 _p__aik:s
perfect,

f thiesvilds < youare ¢

Mrotear

in their unliving heéar
ngrel are hardy creatures; capable o surviving it jus

nee of Lupines makes living in the
1gerous, bt Gangrel aie wel aware of how 1o tiavel f )
derers, they:choose where they go, whien the
-Most princes find i éisier to et them CNECE 5

Cainites remeiriberth
ritefy. The: pr :

the moment of his own curse.
Aallcav's affliction, few ask the

the' ‘welcomes its so-called hm@y
2y Bﬁ\_nt, Creative force in their otherwise
block on their insights, but the cause of them.

ility Traits of Anipial

_ e same Ability.or from two different ones ;
dvantages The of's-affinity with nature atid their animalisti sid
makes them more susceptible to the inner Beast. When a Gangrel frenzies, the:
inner Beast invokes a physical change, tramsforming her outward features to match .
her inner nature. The player determines these anim:

cause, at the very leas
dead and decaying worli

istic features (catlike eves; of Creation creates a commuon frame .(‘)_frefc Blem is that their vision
clawed feet, etc.) at che time of the frenzy, Wolflike features are common, but just: Communicate ina secret language all their oy 1’_’[:_[1 pr)o) L-Hrti‘om(of'the picture
abour any crearure known can visit irs features upon the vampire. » o h.-ffcrc(:;tolsl(zers 1f (Snly topain a

Inaddition to the physical change visited on the Gangrel, the character gain feeption - i
a new Negative Social Trair of Bestial, Feral or Repugnant to represent this ne
alteration. These Traits can never be bought off or removed without some sort o
assistance (such as Obfuscare or Vieissitude). No more than five Negative Traitscan
be gained with this disadvantage. '

at the same time, That is why they prize t
sense of the landscape beyond thetike A

: Malkavians are social, passionate creatures. Some say tl;at: 111aL-1ne:§,s ‘1..511()? “\ff
ctermined in company, but the truth is that Malkm./izms :xppgc;ﬁf ]l he m:i ; (])S
thers and adore unique perceptions. Perhaps this is whw‘,f they - n.a.l : mul(hmu{q
ily ‘as they abandon them, or why they enter seemingly fruitless alliances.

Sugpested Vige: Beast is the most common, but a few walk every major _1‘0_;1{1'



Unforeunarely, much as the M
their company for very fong.

admen love companionship, few can appre
An ambitious lord or lady might colerate an eVenin
with them, gleaning some preater truth to his or her predicament, but it is ustafh
avery disturbing nipht's entertainy it."'it'l_;i arely clear-— usually when it far iy
late — when an individual Malkatiags hilS.CIOéﬁSéd th

A1 the clans, the
asferati feel Caine’s curse most
i LE?l?. Upoen their Embrace,
& can's tainted blood burns

sage to fiendish devil- Trying 1
to different powdets, irying to
What frightens Cainites MOST
share their insanity through't] _
or desperate court a:Malkaviin

¢ boundary between strap
guessthe maduess o{ a Madn}_a mwislike taking flame
ét.eﬂii‘in_c_ wﬁj_kh is incerise and which is explosive
not the Matkaviansiawn dature, but that theycan
s_-g.;' linie of: ")émenmtié_n i
attentionfor forg.

R x . . SEEN I ake as ionoas
- Only the courageous ¢ the change is complete —which can r_akL as long as

¢k - even the blind could not mistake them for

petiduluin ;
between status anddisgrace When' they ai
Malkavians are advisors

nging between respect and teiror
in the graces of their brethies;
015, Seers ;_;r'{d_(')_ifa:__dcs of Cainite society. Inevitably, tolerance
becomes wariness, then fear. N wthe Madiei hav Josttheir mantle asone of th
feading clans of Imperial | They dire dursid for inting that grear enrerprise,

: t'hest, Cainites in the Dar

and they are said to'he'ser ants of dark powers, A
¥y t_o{[_ie'supprﬁcd lpinfirmtlan. At WOrst, Malkzwiz_m

reatiires, sin incarnate, nothinglike h
nned to live apart from it

1ys tO
cwly

ience. Ma

Ly 1y
d ' Nosferatu turn their anger on:the-anpin

Medieval pity and offer charij
must face persecution, tortyse and cven de (Tuction.
' Roleplaying Hints: Sis you wcrL brotight over, your madness has deeps
ened, as have the visions, T‘ru_th of the' DIVQ e fy.reveated in the most obsciir
locations. When the visions aré po_fbiifh_dhig you to your surroundings you flock:
to destruction, ruin, chaos, because in the. brj_o['(en'-'pzitr erns one may discern ordes
You see with a clarity thﬁr__' ) i5 it your insanity? '
Clan Disciplines: Ausj s Obfuscate’.. ... g
Advantage: Thc admen seem i‘?}_t;ésed w1th-ﬂ-sm‘;nlg@_i_ﬁsighr into the secre
workings of the world. They follow patterns that few othe
through casting augury with human enirails or u}éié(.jhing the
font’s water. Once per : tto

ndér the wings of their sired, but"thw hurry tc
nickly as possible. This hatred is gaid tost rc.t__(-:h_l?‘ .
e very firse of their ling, aecording to legend..

ol

bsimilliard, w

thase arpund you,
eriito)

ever see, whethé
pples of a baptismal
session, @ Malkavian may attempt to pull some clue or | it
of wisdom from t{]_'CSL.:pdt't__t‘.l’l’ls__b.sl su_céi—zeiﬁng _:'n:':i‘Mcmélﬂ_:{fhailcnge. What the
Malkavian learns is up to the Srorytelk “Milkaviais also |
Traic of Oceult or T ”_f'félqg)j_,;which many learn something ¢
their visions. J ‘ oy b

drwith. the removal of that \\_fli_iij?) he -
eld mast dear. Which was worse. th hifi—his

begin play with a frec
f'to betrer understand:

similiiard” (urned his anger on his childer, and
> whisper that he hynts them through his pawns.

Disadvantage:. Caine-suppc edly offered Malkay the grear sraths of his
existence, and the answers maddenied the Asntediluvian:so thoroughly that his
descendarnts share that madness; Not every Malkavia s Jnad upon Embrace, but’
the blood quickly charn, '

Outof necessity, the Nosferatu have leasned ways ro cp'nceu? their o
furse. They are masters of hiding, deception and .‘Tsuijl'erﬁ;gc, both :mpcmamra ,1“n<.
Inundane. While some of their abilicies allow them o appear normal for s while, 1.hc:
Pai thae surges through them from rheir Embrace never en_tirely feaves. Etrreﬁnntn.ﬁ
constant reminder of what they have become. Cainites of the Dark Mcdlex- al see
these afflictions as visible signs of the evil within every v:impér? and their 0\\?11.s.u.lv{:s,
0d they shun the Nosferatu, lest they think oo long on their ()W%‘l .dzmm:-lr.um.

~ TheLepersdeal with theiraffliction immany ways. Some tumn to religion, ?1({;);113 rlh(.{t
od will forgive their sins, heal them and grant them salvation, They queb;i as 11}1;5 ;fta,
seéking tode gooddeeds, or they mortify their undead flesh in penance. Thﬁt ;_,1111T;: ) \1 ¢ )l Li
of univers] forgiveness through Christ draws many seeking redemption. Oihc\m ind imt
ne-of the many heresies offers a lifestyle and a set of strictuges that pleases them more.

gesthat> All Matkavians begin play with one derangement

that can never he curedhOr vercom ' '
Suggested Vige: There,

remains the most popular

re Malkavians on every major road, but Heaven




- Nosferatu for advantages in the War of the Princes. These Nosteratu often gu'th.er'
~small groups, concealing their numbers from their vampiric neighbors.
Metbers of the last group see their visages as an irrefutable sign of damnat
Their soulsare dearly co::ruptcd b_cy_cmd rcdcmption, SO why should rhcy makc—: a

Rﬂlnpiaymg Hints: You mnght
person for it. Having lose your hur
of marrality as well. You are’g
“airer” brethren, so who are'yoy

brothers in arms, so treat your fellows .-wwh uwlity and grace. Aftr ali w1thnu -

them, you are even more alone in the world..
Clan Disciplines: Annnalum, -bfusmtc Potencc

Advantage: Nosferatu begin th game wit hione free Trait of Sirvival and a fre

Trait of Stealth, to reflect theit expérience’ar hxdmg hemselves from society atid.

~avoidingunwanted atteneion. Maby become expertsinleqming all the hyways nnd
hidden cellars of the tinderside of whvnvct they.dwell,

Disadvantage All the Nosfemm are hi(leously deformed from the moment of

their Embrace:No Nosferaru may possess. the Social Traits Allurivig, Gorgeous ot
Seductive, and hc giing th(, Negative Social Traits Reprmant x 3 MWhen his trye
* form is visiblé, he may not initiate any Social C hallenge ¢ except for, the purpose of
intimidation; These Negar lVLTl.«li[‘ﬂ!ldy never bmumwcd not may | the

toue foim ever be “cured.”

-'S_u;gt.st(.é Viae: Beast, HC?IV{,R Sm

Y 1[0 vemof vice and discord, misunderstood members of
v that cannot grasp the potency of the Deast that
them, Clan Ravnos's gmnpuinon to sin breeds dis-
vhuuc.r itsimembers . w ksmwn by

gven o 1hL
in'E fOp(, trace thur

weakness causu, ‘ygrea
s of Europe. Each’ Rdvnus is ddd:c ed
' )f'fh(.{‘lrlﬂdl{) mguscd ofsprn xdmgf.h o5+
kehe
e of_the ulgmgs of 1he§ ]
\ ' (A foolish punu,' __smght

quemc for domj, so. Such
icrim sja;t u_pon the one

,aﬁd [hu,r dlstnht one another nearly
ing thunsdves oo well. Bastern and

nd tempc‘ < flare when epposing philosophies
- I
abh. \Xﬂ'hcrcver they go, their téputation for deception precedes them. 1 \/ia;n
a % msider
Ravnos excel in chicanery and legérdemain, £ and those they deal with must e
hether they are seeing something true o merely some fantastic trickery.

™~ o E e L] u# b 5
Bonds of family and caste provide a unique security for Charlatans. Ravnos

Téap to defend members of their own jati, and i the closer the blood selation is, the

Swifter the response will be, A common cautionary tale wsnong seneschals ‘zmd
courges is that of a Ravnos who was wrongfully punished bya high-blooded plmcic{
the details change with the telling). Secon thereafter, the prince found himse




- besieged by “requests” from the victim's jati: her sive, her fellow childer, hier prog
and soon, Ravnoshave no interest in open warfare, prefesring to bring a city torig
by corrupting it from the inside. Leaders must carefully weigh the risks of a Rav'
guest against th(, lcgm1ds of.

a con can be fra
distrusted as the’]
Toreador trouhad
‘Discovery means
networks of pe
sprum this approe
to hide who he is.
]f svadhanna, l:hf_;_ br;ngcr of ci}ang
fidless thief or wotse, but they detic
has proved.d

(.)mmrflnuncs to uSe_oﬂlLrs are al} common. AR ¥nos pire Lnrul wnh an ()pporu
fuse, unles&. Eaile mflkc

other roads, especiatly Humanity. Very teaditional Ravnos follow their own Road

of Paradox (sce Laws of the Night).

Mrac .iﬂ, cloudy night in 1022, eightof the
“iost accomplished Hlermetic magi gath-
ina hidden room in a hidden casile in - &
nsylv*inta, stumbling and bleary- eyed from
sleepless week of preparations, ready to con-
ritual which, they had been tald,
put ‘the Phitosopher’s Stone — the
rrie immortality and limitless power
wi hin thur g,msp ThL promlst was

Li,d

] rl}:) A ¢
hen ms ingin \\'heiLdﬂf‘)CleC'lT totread

» ofice-gre :housc of magi h 5
fre Hermetic Order banished them from ther ‘ollsin 1202,
nd the resuleant war do{nmd their forlorn human remnants to Embrace ot
cution. Their Tzimisce foes, from whom they stole the Blood but who wavered
just a few precious years too many, have heen fought to a standstill, Spells and

strange beasts drive them back from the heart of the infection they would cauterize.

\thiough the Tremere have never officially aduitred that their founder murder t‘,d %fha,
Anttdﬂuw(m Saulat and consumed his heart's-blood (thus making Tremere's line
a clan), few elder Cainites have failed to notice the Salubni’s precipitous
Lumer in fortune as the ambitious newcomers wax in powet.
. And now these Usurpers, despite {(or bec: ause) they are eternally besieged,
heush a new ambition: a place at the Cainite table. In this task they face their
Eeqksl oddsyet. Even those vampires who don’ t pessonally hate the Tremere treat




‘remere start with one free Trait of Learning or Occult Influence and an
associated A bility Trait of Academics or Occult, to reflect their magical training.

Disadvantage: The culture within House Tremere is one of chedience to
ane's superiors. Every new acolyte is partially bound to the house in blood cach by
drink of the combined Seyen’s virae, Thetefore, Tremere superioss have an easier
cime attempting to Dominate clanmates of lower rank, gaining a one-Trait bonus
wch efforts. Finally each Tremere surrenders a vial of her own vitae to her
immediate superior, which usuaily ends up in the High Chantry of Ceoris. With

¢ knowledge that their vitae could be used against them for rites of punishment,
fé\\ Tremete are willing to disobey.

: Suuguted Vide: Humanity, Sin. Many Tremere are unaware that there are

them as unclean. Thur sirange powers have gained them litth trust, and thosg
elders who prized the Salubri wili have nothing to do with them. Many young
Tremere, suddenly helpless as the Erabrace robs them of their mortal magics, has
been discovered and slaughrered. Stitll other fledglings have been dragged iacf()rc
princes’ thrones to answer for their ignorance with their unlives,

The Seven — Tremere’s seconds and the night-ro-night leaders of his house

— have learned that they must placate their fellow monsters, must learn the rule
of this arcane culture and at least appear to play by ther. Surely the Tremere hav
much to offer. Their new blood-arts of Thaimidturgy;. however effective against
Trimisce koldur in the Carpathians, may fail miserably shoit of the arts they once:
Swielded as breathing warlacks, They feel mort valiictatije than they might have
ever heen. Butno outsider ever fieed. kaow thae. Whe ling and making onesclf:
“usefultd others’ ambitions docenmmme. sasil 'lol?n pioudTerUL‘b(lUl Many

. chate at hav ng t(' smile while Ventrue lord]mgs use and abise stheir gifts with
s(_meu 1mpumly th_tbcy heir it in the name of dupualmn md cmupl ise. ]n_
vate, ﬂmy scoff. i they must-bear the Usiirper epithet, thLy will carn it

aity alternatives.

CHE BLOODLINES

. Unfortunately; ieither the clan’s txghrgmm, hluduhy nor the partial h food -

" caths each Tn,murc plédges to his superiors has bmught thieunity the Seven desive.
they only have three of their ownito blame: Goratrix the ‘\lupim,
_ hg,hiumg,—rod forthe clan’s rddlLdl element s; Etrius the Relictant, whusﬁ f&(,tmn
“plays clan: conauencc, and wise Mcuhndd deudul a5 4 Mere’ mulmrur even a8
she assembles her ownbase of support. And there ¢ éxist decper rifis as well: herween
ihnsu who WLlwmtd nnn‘;o:ta[liy and those who fedl betrayed and Lnslavui -
i dﬂ§ rmd dmmplons -of w:zardly (mr(momy,'an{l s0, on, _ad

" The arigins of the Baali are unclear, but they are as ancient as any clan of
Cdll"l{’ The Baali are as old as the first dark rites, designed ro take control of th
arces at work in the world, rather than be at thul mercy. An ancient tribe of
ed-powerand-so! siade a pact with darknéss Overtime, © these dark
4 many names and forms ——the C nldr : rhg Lo;dmnd ()t} rer, munh

scmfmy evenehie dc(ullmsr ll\‘dl‘- dm(, mnl\s

‘them how pathetic
' L‘lt]ﬂ‘iu afdy or

Rol{.playmg, Hmtq (JLmTercrL pmk%rhe most. 1ntcll|g,u1t a;ldm Ciprising |
_people fori ople come from any of the sources of-
intellebtin mmt'il souuy cxpoumhng Lhc 1de 1ls of tbL Tiunue, a blazing vintellect:
with a hungu for secrets and 4 ' ting these dark rimes, the
“hermetic order:is-your: onhf filend, youy Lh'mrry hmzse Jour: oniy home, and your |
teachings die your only iruth During your initate training; you weic introduced
1o the various mystical secters of your otder and your faith in the Pyramid. You futly
understand your Tremere Oarth, sworn during your Embsace, and you now have a
concept of the dangers that face House and Clan Tremere. Enemies press in from’”:
all sides and your strengeh, along with that of your clanmates, is the only thing
standing between you and oblivion. You cannot trust the other Cainite clans, a8

vampms haw 1o souls, ‘
an souls, and anything of value to the great powe :
hevears, the Baati have split into different sects, each worshipping it§ own version
Ofihc dark forces: the Children, the Lords, insect- _demons, ancieng gods and more,
The Baali mighit have come into their own as a clan of power, but the Salubri
ong ago took up arris against them, crusading to wipe out the infernalists.
:Although the Baali hmu;jht Jown maost of the Sntlubnwrnr tors, the conflict greatly
“reduced their numbers and power A wel LAt ‘Assamire holy war followed the
lubri assaulr, which further weakened the bloodline, but here the Baali struck
dck with a titual that even now waorks its way through the Assamites, striking

s of value to the Baali. Over

you know they will never truly trust you,

Clan Disciplines: Auspex, Dominate, Thaumatiogy
Advantage: The clan’s tight-knit structure is one that encourages obuhmu
to superiors, but superiors are also encouraged to assist the younger members.
Members must still perform their duties - lapgards are severely punished — but
all can expect instruction and assistance from their elders. Of course, once the
instruction is finished, the srudent will be expected to perform some duty.



them with an trrational chirst for Cainite bloed. Despite this curse, the Assamites
possess much more power than the Baali, and they make a formidable enemy. -

Now diminished in strength, the Baali suffer furcher persecution by other
Cainites, as well as mortal witch-hunes. Baali are generally actively distrusted and
officiaily banned from many domains. A few may court them in hopes of gaining -
the favor of their infernal masters, but most use them as convenient scapegonts, For
their part, the Baali try to remain inconspicuous, avoiding obvious positiens of
power. They operate owside the normal parameters of ehe Cainite feudal system,
or pass themselves off as members of other clans, This low profile gives them
considerable opportunities to perform valuable research for later schemes. They
collecr information, worm their way into positions of influence over those in
power, seduce others and set themselves up for later advances. The major obstacle
1o these plans is the bloodline’s current disuniry. The disparate Baali seces quarrel
continuously, sometimes using their accumulated influence to strike ar each other
rather than ar their enemies.

GARGOYLES

e Guargoyles — horrifying hybrids of Nosferaty, Gangrel :m‘d Tzimisce‘l‘\ioc.?dl«——.
vere created by the Tremere as an cxperiment in slavery daring !'h-t! Wﬁ\l. .s.t.. mglts
oF the Tzimisce’s campaign against them. The Tremere Enscd c:?ptlzlme.d ('T‘u,l.]tft;iai
: fic basis, and imbued their creations with deep héll'l’(:fl ?m' their nncc:A;%’ (‘)15‘.1 | ‘1{.
Garpoyles single-handedly rurned the tide ¢ _:bu_{t_?e_,__gl_vi_ng_thg_: Trunluznl IL mn%
i survive despite the e sinity of the clw .Sl.lju.LClﬂt(l\’\’a\,’[hr(]llgh1]'10 dhcentury,
Cargovyles have guarded almost f:_:\.':f:ry'TPF_Ialfzt'e;_g11:aniry. ‘ .

 The combination of:blood in Gargoyles hes resulted in a litthe lc_ss than. 2
. “sferatu Dload gives them a hideous, demonic appearance, \Vhll.(_‘
blsod 1nake$ithé;m lietle hetser-than 1 awsts. Their Tzimisce _:__l:)hmd is
b th “yputarions, such as the huge,

onster.
Gangrel : ctier than
perhaps responsible for the strun_gcst_.-of :f‘hc ; e s
chiropteran wings that soroi fromitheir ba’cks;_fmcl the rendency of theit s 1111. ;:)
harden into a stonelike substance as-they dge. In short, they look exacrly like

something that crawled d

4 massive cathedral. :

The Embrace, like most Baali rites, is vicious and bioody. Once drained of - _ . have. little intelligence, simple needs and few
blood, the would-be childe receives her blood through a gash in her heart and is it own kind and are fiercely loyalto each
“tossed into  pit of corpses, which she must climb out of, the beteer to winnow the leep heaped in piles, aking ¢ omfort in one another’s presence. T}my
weak from the strong. A childe is indoctrinated into her sire’s cult upon her o ¢ Gwhiace, bringing them animals from
Fmbrace, and is expecred to follow hisdictates. After five to 10 years, she is allowed ; nyoﬁ : but theif, creators who
g0 strike out on her own, although she may return eo report to her sire, just as each :
sire st report back to his sire, and so an back to the Baali’s infernal masters. -
Lovyalty is valued, bur blind {oyalty, is the sign of a weak mind.

other. They:
“witl not harm the weak or crippled of their dwr
fey are also fiercely te ial

ngry beasts

Sargoyles are created from capto sraced by
des, and thgdreation process’
of these victims emerge asmad, degenerate cres
‘masters for only a few months before they must h . . process |
averseen by the Tremere Virstania, who takesa motherly interestin lh(, Cia goy Ls
‘She has allowed'them to create u few nearly 111'111;!1{:35_;;};01115 to .guard their lairs
during the dayrime: e '
" Rumor has it that one early Gargoyle esciped Tremere d for :
colony of free Gargoyles hiddeivsomewhere near theHigh Chantry of Ceoris, Thf
legendary figure is called the Rock Loridliandsstories of his escape lmw.: done mAuu 1
to turn the thoughts of the Gargoyles roward {reedom. Many love their crea t{nsA-iw.—
‘and they were designed for loyalty — but some Gargoyle minds do wa m»]er {()\\tal% ln
“desire for liberty sooner ot later. For now, the escaped G :\rg(?yles swelt rhgr ranks with
their freed fellows, as they find it difficult to create more of their own kind. After ;1‘31,
| deven the Gargoyles realize

figtalway nlltc]\, Successi}_il. Some
res, who will obey theif Tremere
slain: The creation-process is

(Note: In case the previous history didn't make it clear, Baali are often
destroved on sight if they make their rrue clan know abroad. StoryteHers are urged
to think very carefully before allowing rhe Shairans into rheir chronicle.)

bl

Roleplaying Hints: You were broughe into the truth because you had already
glimpsed it from afar. Now, like a dark messiah, you seek to bring others o that
truth by tempting, corrupting, whatever it takes to show them what you already
know. There is litele that pleases you ke slowly peeling away someone’s illusions,
revealing them for the lies they are, before you reveal the greatest truth of all.

Guirol and formed a

Disciplines: Daimainon, Obfuscate, Presence

Advantage: The Baali's structure allows for one to ask for aid and assistance
frorn her superiors, but beware, for the servants of the Lords have no patience for
weaklings or laggards. If a Baali asks for something from her sire, be assured thathe
will demand something in return.

a tace that cannot reproduce will eventually die out, an: . alizc

“this. They continue to experiment with Embracing captives, ;ma-'l if they ever produce

‘sustainable progeny, free Gargoyles could become more than just pests.

" Noone but the Tremere tolerates the presence of Gargoyles. The other clans
see them as enemy soldiers or abominations. Any Gargoylc.secn withu.ut a ’I:rc.m.cre

. handler is likely to be destroyed, or taken apart piece by piece by curious Cainites

like the Trimisce.

Roleplaying Hints: Serve the masters, love the masters, pmt(’zcl' rhe mast(%;'s.

- Withous them, you would not exist. Give captured prey to Vu"stz-ama —-maybes 10-

“will make you a brother. You have no greater desire than serving the Tremere, but

Many Baali are either brought into the dark rites after their Embrace, or they
learned something of it before. Either way, all Baali begin play with one Ability
Trait of Oceule and one Inflicence Trait of Occud. :

Disadvantage: As servitors of the Pirand the Infernal, the Baali suffer even more
than other Cainites when confronted with holy power. True Faith and holy relics
cause them twice the damage thar a normal vampire sutfers. The Paali are also
particularly vulnerable to religious symbols — chanted verses of the Qur’an, crosses,
Stears of Diavid or the symbol of a pagan’s True Faith will drive the Baali before them.
Suggested Viae: Sin, but a very small minority follows the Road of Kings.




ey also carry messages anG
across. Although Laibon
s, they have no compunc-

yg yorng Laibon carry mose th'm? just stories. ”l h
. accompanied by violence if it gets the point
emarkabie control over their Beasts and temper

against their enemies when necessary.

against striking ou ) . TR P intothe
: LR 1 plav'mg Hints: Youare brother of the lon, sister of the [u)p(:rd, kin to the
oley i

i @ =9 _— IRTYRY 13 ¥, ,i. [)l‘
<6 of Africa and a walking part of its soud. You have no interest In ;}(mc

i stah have for a castle oF men

Esﬁcq'bf the Daraned. After all, what use does a cheetah have fu; a castle 0; }

o | " T -avels, and you are picased
¢ ] -arry A Stoc ales of your many travess, and yo

: and? You carry a stock of vales f youare p -

i bty Bugletnoone think youare domesticated. Should

ré in return for hospita 1are ca A
e ake, be pleased to re-educate him in the ways of the wild.

sometimes, you wonder what it might be like to be your own master. Never
of this to the masters, though.

Disciplines: Flight, Fortitude, Potence, Spectal (see p. 215)

speq

Advantage: Gargoyles were meant to be guardians and protecters. They be
play with two Traits of Brawl, L

Disadvantage: Meant to be slaves und servants, Gargoyles have weak wills, 6§
soon will if their Tremere mnasters have anything to say about it. Gargovles suffs
a two-Trait penaley when attempting o resist Dominate or other mind-control:

Suggested Viae: Beast, although a few follow the Road of Heaven to hettor.
understand their twisted lives. :

LAIBOIN

European vampires believe that the Laibon were created by Cainites who
migrated 1o Africa before the spreading Sahara Desert cut off the southern part of ihie
continent from the rest of the world. The Laibon believe that they descended from the
spiries of the Jand, and they see most Cainite legends as pery

omebn‘c make that mist ‘
33 _D;iéciplines: Animalism, Abombuwe, Fortitude A e s
“Advantage: Laibon are stifl considered soﬂiethmlg }iii :1 :fol\i :Lt\,\;vlt::; 15; LLU‘
of Europe, uninteresced  the power games and squab s of ” : | ines.
ind because at. they are generally allowed free passage without et ]
and becuue of tli:ii)fml]{; leads t}nem (0 he mistaken for Baali or Followers of
10t made again.
1o pray with one Survival

heir appearance OCe :
Ser; but such mistakes are few and genera y 1 '
Recause of their extensive travels, all Laibon come in
Sait and a lovel of Transportation Influence.
Disadvantage: Control over the Beast comes at fhe blooc
: ses. Fach time a Laibon uses of cONSUmes blood, t e Beast
f i is five Traits or greater i one
consumes” a Trait or two if the change in blood pool is five Traits or greater 1{
aibon vampire spendsa Trait tohoost her Physical Ateributes,

écene: Forexample, ifa L st her Physical Attributes
she actually loses two. If she deains a mortat of 10 Blood Traits, she only gains eight
« f's \: .

Sapgested Vide: Deast and Heaven, albeit with cultural variations.

ions of their own belief;

) stili a wild place, where the dance of predator and prey is played out
openty. The Laibon také their lessons from the spirits of predators, such as the big
cats. Study of and kinshipwith animals haggivenithe Laihon a greater understand-
ing of and cantrol over theif Beas - Bedst aseparatec ;
their actions; but the part of them ¢
thcy came

a cost — 4 tithe of the Blood a

S - sibon consumes and u
areentitythat controls bon :

] sisglo ahician ial spir%}t:s fromm which
This sense of kinship makes the. Sphinxes formidable hunters. Like
many of those great predarors, they also ténd o hiave large territories and defend.
them vigorapsly against inerudets. o v : : -

Laibongo not interact much with each other:
childe is turned out of the home, she is o norearél:
member of the species. They may send inessages Qqnézxm ther through interme--
diaries, but they do not enter another’s rerritory without a.clear invitation. Most
Laibon will hot even communicagewithisachiother except on matiess of impor
tance to the bloodline as a whole. : T '

Because of the Laihon’s:
Cainites and the War of Prir
Some of the Laibon use t
languages of distant places andhonmg’ [-["i.'ﬂg."M_g_}jér Eaibon know
the creation myths of their people by heart and pass them on to anyCainite who asks.

ost predators, once a

yer sice than any othcr_ _ ¢ of Lilith. Some of the bloodline’s
se after she refused to

would never have

The very first Lamia was the daughte
became pregnant by Adam. through
ting that I

Tl

opened herself to Ad am. =L
priestess, an inherited;;ms'sfi
upheld the memory of the Dark
Each Lamia gachered worthy we
secrets and the twin arts of ritua

i mother ro deughrer. Each Lamia
¢ with violent, bloody rites.

f proxiinity to other ¢ ‘
tingthem in the Dark Mother's

han otler vampires.
Porsaits learning the

SITILOTICS

3, they have more lei

always in seceet.

' - remple at which Lamia
Fforvar and wisdom, and
ﬂr:;d Enibraced her by force.
intd deathi Lilith spoke to her
: “i ft:Death;” she said ina voice
: o my return to the world,

prdocian 10

wsed by

~ One night, Lazatus of
performed her bloody ritg
determined ro Embrage her
mia was overcome by da

Asurite of passage, Laibon neonates travel extensively before taking on their -
own domains. Oceasiorially an older Laibon in need of achange will travel for 2
time. The Sphinxes helieve that one cannot Julesone’s domain without some”™”
understanding of what lies beyond 1tSofid of these Laibon have traveled into
Europe, paying for hospitality with tales from distant lands or amazing displays of
grace and ferocity.

ike the wind, “and your n
Protect thern and see to' ;
: B W : AL BT -4 her
When Lamia had completed hertransitionto undes th, Lazarus ?“{“fl“‘r;‘m o
. . e N .- g g at
that she would now join the Cappadocians in F‘i_\_b-.htl%dV rlmf LOlll‘{i»ﬂ_‘lPﬂ; e
" death. She smited and whispered it his car. lazarus trembled d?t & i‘- t:]ilfwc
“ther. No one knows what Lamin told Lazarus that night, but her descendants h

With trade routes established into the African kingdomns, lslamic vampires
have moved into Laibon territories. The African vampires do not appreciate the
intrusion of their Arabic brethren or the spread of the foreign faith in their lands,
and they strike swiftly at any foreign Cainites they find in their rerritories. Now




many theories. Somme say that she told him a fraction of the revelation thar Lilsdi
had given her thar night. Orhers say thatshe informed him of hlsp(mtmnaaL;hth
pawn, showing him just how small he was in the grand scheme of things.

Lamia journeyed ro the Cappadocians, where Japheth, childe of Cappadocm ;
initiated her into the clan. Thereafter, the bloodline remained close to the
Cappadocians. The Lamia shared the Cappadocians’ thirst for knowledge, al:

though they preferred ro find it in sensation and experience, rather ehan in dry and

dusty romes. They shared the Cappadocians’ reverence for and fascination with
dc.lr 1, e]lfh(}ugh they preferred to exult in it rather than study it Thuy 1chlul i

The Gorgon ‘thiy rand
I)drk M(nh(,rs planiTheirstatus s sérvants and guardians f a illg,h( lan leaves
ires nit Y ey - bloody and:
mose ather

to be studied from df ar, but to bereveled inas'the bringer and creator. Wndom
not found in dusty scrolls and eombs, but in experience and sensation. Drink th

blood of sensation, revel in the death you bring to your enemies, but never fmg,d :

YOUT pUrpose.,
Disciplines: Fortitude, Mortis (Patk of Four Humaews), Potence :
Advantage: As warriors and guards for the Cappadocians, all Lamia begin

with two Traits of the following: Avchery, Brawl, Dodge and Melee (the choice m'iY :

be two of one, or two different).

Disadvantage: Lamia carey a virulent plague that they calt the Seed of Llllrh.
Anvyone the Lamia feeds upon inust succeed in a Static Physicat Challenge (against
six Traits for women, eight for men). If the challenge fails, the victim contractsa;
Black Plague-like sickness that kills afrer several days. Any vampire that consumés
Lamia blood becomes a cartier of the discase until ali the Lamia blood has been:

wil from his body. Those princes wha know of the Seed of Lilith either ban
mia from their domains or restrict their presence ro leper viltages.

Suggested Viae: Al the major roads are represented in the hloodline, but
any. follow the Cappdocians’ Road of Bones (see Laws of the Night).

Mast Cainites who know of Lhiannan believe them to be a subspecics of the
1;,1*{,1 Afrer all, theyre wild, fey creatures. They dwell almaost exclusively in
| areas, and they stilt follow the old pagan traditions, No one knows exactly

hL ' ti)L L h wnan line started. Even the, b]oodhnc s (_ldc s 01_11 know that a
me in the

race their

__f Lmopg 3 oider Cukuru; stl%l survive in 15()1&{(6
;imst;an fmus sldmp out (m

i thun asy tdig_,(,{s fm wn:c hunicrs L
it d(,mlty fmd much {)f Ih(,il powu Seems to lwe fe 1dmg

i into t:he 'rieiv vampirc.
&b, and newer Lhiannan are

“rarely, zmiousiy Elldldll‘lgﬁ the shmds OF spuu timy su]l h" d . Ouly when
iness overcames:them do they diminish their power by, Embricing.
. teill much from the spiric that inhabifsthem. As fiercely
Slidl creatures, they choosean arca fmd protedt t'}e'liousiy Only emergency
iedigo the fordsts - cities make them
m );nf(nmblc even 1ll Th(, Lhiammn lso have power over spirits through their
seipline. They have tried without success to bind a new and powerful spirit to
titblocdline to renew their strengeh.
European Cainites generally view the Lhiannan as savages. The Gangrel,
owever, bear them intense hatred and slay them whcmvupn-;sihlc The Animals
Ve no reasons for their hate, but the elders sometimes mention a “great beeayal”

When referring to the Lhiannan.

R@ftplﬂymg, Hints: You are the soui of the old ways, Nature red in tooth and
faiv. The Tand is all you have left, your last tie to those days, and you are all that
He land has left. Without each other, vou will perish. The outsiders will never

dt_mdnd. In these times, the spirit in you is dying. You fear the night that it
inadly ceases to answer you, for then you and the land will be dead.




| Advantage: Mortals who follow the pagan ways constitute a Herd fromiels
the may gain one Blood Trait per level of Ogham she possesses. The Liiatn -

have aceess or Hord . oo
> access to her Herd, and each Trait gained requires 15 minutes outo D

Bgc;lusc of their ties to the old ways, Lhiannuan begin play with one Trait'é

Creerlt and Hearth Wisdom. R
D:sa.;dvan tage: The Lhiannan are part nature spirir, and eheir inhg mzﬁity

strong within them. Even normal humans feel vaguely uncomfortable is s

presence but will notunderstand why. Attempts to determine a Lhiannan’s

via Auspex, Numina or other supernatural means gains a two-Trait homy

Suggested Viae: Beast. A few follow the Roads of Kings or Sin.

SALUBRI

° -y ~ev ey B .- vy el b
‘ivc:i.c, once a High Clan, considered matchless warsiors, compassionate healers a
Samed scholars by their peers. Now they are haggard and hunted by the murder
Clan Tremere, which seeks hem from the es \
slanghteringSanior Th s 3ts hes '
3 A.‘ s s .;'» AN \.' H e j'.‘
{hcu other en ncs As Cainirtes, the healers are capable of defending themsel
lmt ll{nulsr are. ch(ﬁ_fa__rly fotk unsuited to a hunted existence. The wéi-riurcaqte-f;.g
hack where it can, % T o A, A T
¢ 1eTe it can, W chimore i most gfthis caste had notg beg

Few Satubriare leftin theseiig
have sought to urn therj \ hings the Salubri despi
Luminaries have spent centuries fighting the ].))2,_121.1.{.1111(.% infernalises, the Trem
now spread 110» and innuendo asserting that the'Salubri are ses‘v;zlﬁ‘;,()f E"icll Th
claim that the Salubri only wagedivar &gainst-fhé Baali tobolster 1'l‘;:£;:lir. mblic.'.rr:la'g
and place th;ﬁ:mselves above repré’éi" h. Th :_‘Tremerc make deals.\{;ith[ princés A
lords, offering magical. waid in hunting the Sa[ub:ﬁ..\xf here brit
donot \V{'>1'l<;:_;tl1cgr usethreats instes 1, finding ‘._y"ayé .\‘ainitcs:.’tnmsttreﬂ'sﬁ d
possessions and-companions in f_sopargc'iy. Riior ame 1=g theé Salubri has ir that
fledgling slliance hagsprung vip betwe o pa'i'ﬁ.i:'luﬂgz.unsai'(.}ry T%'emcfé Iuﬂ. )
asectof Baa : The two trade informatio o known namesand l{)g:f;;ti{)lns‘(){g'all -
and aid cach orher in eradicating theit mutual enemy. P
With theithigh moral standards and their willingness w-:'makc war ;ig'am
anyth‘ing ti\c‘y dcét__i_:l evil, the Salubri have made many céenﬁe‘s over the centurit
All of these foes are coming out of the shadows, taking aé'\?‘iﬁu‘agelofthc ‘3‘1135?
plight in the name of revenge, chief a;.'_r':_mng them thé Baali. - T
\ AAnothcr difficulty the forme ngh Clim faces is the loss of the CﬁJéé of
bflzl‘flel. The code was created by Samiel, first of the Salubri warriﬁr«; im& his
disciples. 1t laid out the proper nightly conduct of a warrior in war and .;;’IC{, ix.ﬂﬁﬁ
and owtlined the procedure for blooding » new Salubsl warrior, 'fhis[;'i;u'ul wis

ify. sarrior, to charge him with his sacred dutics and prepare him
So(ver the years, many copies of the Code have been lost or
inostof the warriors who knew the ritual have been slain. The

ave done their best tore-create the rite, but they have only come up with
st izod version of the original, Some believe that new warriors no
“whiat Samiel would have uﬁéacd them to and that they are lessened
e generally believes that the Code of Samig¢ t to them, but

top therm from searching for it, just as some Sinites search for The

Fh : ‘und the inheritance of their childer;

84
(}jsc'épfgﬂdings ¢ rumor, bue no ong can be sure.
it Tnust choose whether they follow the path of the wartior or the
ealer when they b learning Valeren, but their professions are not
Suluhri-i ave been'it sia? couttiers, tacticians; refic-hunters,
smehelp these divnes
erbier you are wargiolo ' wcanse istighteous,
) remare hitngyou tiercilessly andso few Cainires
_ -wood you once did. Butdesperation is nd ‘excuse to shirk
doing so only shames the memory of your founder. Go fosth bravely,
nivive to another nigh  that is all anyone cartask.

Atispex, Fortitude, Valeren

Salubri have done their imost keep thieir bloodlines strong,

ritoaid thir { cter creation as 10th
i, cinstead of the hormat 126h. Salubraléo gain a level of Linguistics:
ialect of the Second City. liey use amonyg themselves.
Sadyan"tage: A warrior Salubri cannot refuse to aid someone in need.
d:she do 50, she suffers a rwo-Traie penalty on all challenges until she makes
e restitution: A Salubri of the healer's caste may not harm another, even insclf-
Ahealer who causes injury to another suffess a two-Trait penalty on‘all
e for thie rest of the scene.

ny use of Valeren above the Basic level causes the Salubri’s third eye to open.
ngthe eye is uncomfortable and the Salubrisuffers aone- Trait penalty while
ipting to use her powers with a covered eye. Many powers cause light to

ate from the eye, making v difficult 10 comptetely conceal.

lgg(_:stEd Viae: Heaven, Humanity, Kings.
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High... low... what?” Hawknefr nuimared.

.?_(ZAPCGR ChRee:
IpArAceR (ReATION

ay Faith and Fire, you must createa character, for
can be no story, This chapter has all you'li need

Do they veally say P'm over-spoken?” Paulo intervupied.

“

Yoes that ‘de la Pefia’ s efer -
. Does that 'de la Peite’ surname vefer to the rock between your ears? " Grigang
It cam only mean one thing,” o

Wy )
'l have you know that my surname vefers 1o the monastery where T sp
Ah, but of course!” ) .
o " R >
nelee o T v c
. Indeed,” Grigori said. “leseems that even the sane can see clearly from time  Hipé
Se, now that we have owr destination, how should we investigate it?” i

cfore o can pi

ent
iitcharacters, there

l(\: " v e .\ )
Somme of the brothers from my stay theve were less then devout, if you carch:
meaning,” Paulo confided. “Brother Kri for i
I 1, : . “Brother Kvistof, for instance,, has apenchant for youngm
am no lomger welcome there, but if someone were to find virtwe in his weaknes

rguﬁlﬂv’ ‘the most important step in character creation is the
of the basic concept. Fvery vampire was oncea normal human,
“with liopes, fears, dreams and ambitions. Once Embraced, the
rings her particular views to her new undife. These strengths
charactes's Trais, capabilities and limitations.

it s . P
Yes,” Grigovi said. “Leave that to me.”

shape the

apacter is to come up with a basic idea

tep in creating a ch
a single

$on: This initial concept can ysually be summed up in

Quick CHARACTER-CREATION PrOCESS
» Step One: Inspiration — Who are you? :
~Choose a concept '
— Choose a Nature and a Demeanor
— Choose a ¢lan
-« Chodse a Road
Two: Atrributes — What are youe basic capabilities!?
primary, five secondary and

— Choose Traits..
* Step Three: Advantages -—— What u know?
— Choose five Abilities
— Choose four;Basic Disciplines
— Choose five Backgrounds
* Step Four: Last Tbuches_w— Eill in the details
— Assign blood {determined by Generation)
— Assign Willpower . '
— Assign seven Vireue Traits
— Assign your M-_araﬁty vating (The average of your
Conscience/Self-Conro and Conwiction/Instinct)
~ Choose a derangement (if any)
— Choose Negative Traits and Flaws (if any)
«—Spend five {or more) Free Traits and choose Merits (if any)
* Step Five: Spark of Life — Narrative descriptions



Cricken Or Eea?

Many Storyellers and Narvators think that when'creating characrers,
the player must begin with the end result— what sort of vampire is the person
creating? For those new to roleplaying or Vampire, trying to envision one’s

character that way is a little out of reach. After ail, if they're not familiar with
the vampire clans, how can they guess what they want to play? In such
situations, another tack to take isto guide the new player through the creation,
of a person. In the end, no matter how some want to deny it, every vampire

. searted off as a mortal. Creating the mortal can sometimes give the playeran

idea about what clan might have claimed him and why.
A concept shouldn’t be 'mothek frustrating blank space to fill — it's

" meant to be helpful. If the way it’s presented here doesn't help, ignore it

Wi{

or change it. Likewise, concepts do rjot always fit neatly into one-word
definitions. Titling the character like a book or tagging her with a phrase
that sounds right can be just as helpful — cansider phrases like “Lady of
the Manor,” “Old Man of the Mountain” or “Forgotten Son.”
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Storytel an SUp 1&{0,[ and approve any further numt

CLANS
The ngh Clans

acaus fires ood-
s Brujah: Proud warriotsand scholass, every Zealothasacause that fires herblood
Di:.c'sphnes~ Celevity, Potence, Presence ) .
o Cappadocians: Cold students. of the grave, the Grf\\'erob ers see
secrets of the dead. -
DlSClphDﬂS‘ Auspex, Fortitude, Mortis i .
o Lasombra: Shadowy, decadent mampulatorb of church and crown, the
Magisters seek’ power and control.
Disciplines: Dominate, Obteneba ation, Potence t
: 2 ate
« Toreador: The Artisans seekcthe beauty in all things and are CONSUNY
sacial predators. - i
Disciplisies: AuspeX, ; ‘
i ; and
. Tzlmlsce Inhuman ths of fm est and'mountain, the F_&.Lends fove pain
pOWEr in equal measure;
D15c1p1mes- Animdlism, Auspe\, \flctSsuude 1
« Ventrue; The Warlo ds seek thronesand win them thmugh mantpulation
and force of arms. -
Disuphnes Dommate, Fomcude, Presence

The Low Clans e
I
* Assamite: The Sar }udges of Came s brood, hail from Outreme
Disciplines: Celeriiy Obfusca{e Qmetus -
o Follower of Set: Lovérsof decadence;the Serpents claim descent notfro
Caine but a dark pagan d. _
stmphnes. Obfusc e, I’resene:e Sem pentis S
o Gangrel: Wild, sometimes feral outSLd&rs and wanderers, the Anl
scorn “civilized” society, preferring the barbarian hordes.
Disciplines: Animalism, Fortitude, Protvean - dhockin
* Malkavian: The \r1admen frighten wnh their lunacy and their shocking
insights. .
Disciplines: Auspm, Dementation,: Obfuscate N
# Nosferatu: Twisted lurkers and pem{ents, the Lepers 1earn the se .
shadows keep. .. ... . :
DISC1p11lléS' Ammahsm, Ol fuscate, Potence
‘ ucksterb or {hsu’es enjoying
the chaos they cause.
Disciplines; Animalis '
o 1v Cal - e stilinot
* Tremere: Wizardly Cairiites withasha owy past, the Usurpers are st
Veicome in‘nany cities. . :
Dl&_mplmes* Auspe*c, Dommaoe Thaumatmgw
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round ro stand against

. 125 Of
ide into toral depravity. i

- Tempters wheo truck with'dark:
by many Cainites: -
inom, Obfuscate, Préégncé
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, Special (see pp- 21 5.2 19) 5
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- Lamia: Fierce fer - o f - T e dl

S e FaEEOE - who follow the BPark S the
Gorgons seiv e low, the Lar M?thel, :_ti*l{i

Forfinide, Morii

RoaDs

o Beast: Thisroad reachesacceptance of the Beast and the cultivation
of instinct. Perals follow only the law of the wild. (Conviction, [nstinct)

o Heaven: The Faithfulwho ¢ollow this road submit to Heaven'swill
Jespite personal damnation. (Conscience, Self-Control}

¢ Humanity: Prodigals believe in continued loyalty to the virtues of
the living. (Conscience, Self-Control)’

« Kings: The Scions follow disciplined pursuit of personal excel-
fence and power. Vampires are superior © mortals and meant to rule
(Conwiction, Self-Comml)

e Sin: Sinners believe that indulgence invice as one’sdestiny and nature.
Vamysires are damned — what worse can happi:n? {Conwiction, Instinct)

\arp ve learped that enlightenment and guidance can take many
While some vige are more pra ticed than othe ch has its own code

o pwn patticular goals of ach

re qu

s of intrinsic talent.

Q5008ING ATTRIBUTES
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ATTRIBUTCS .- ' ; e hletics, Brawl, Com-
* Physical Traits: Agile, Brauny, Brutal, I s, Enduring, Eney. . Academics, Alertngss, Az-lf_mfﬂ- Ke_f”;f}’_cfl_e]_}‘ ' f{tljf;:{\%/z ;(;111 !I-i!obby/
getic, Ferocious, Graceful, Lithe, Nimble, (Quick, Resilient, Robust, Rugged. § o _L-rafts,DOdgt’-»Em_Pf“h}‘:E“quem f‘.'.\ﬁ) 1-{,hSEO£'1 e £ adership i,egefd;:'
‘Stahwart, Steady, Tenacious, Tiveless, Tough, Vigorous, Wiry . Profe ronal.f’ Expm‘t, 15 ,__dat}?? hﬂ 1ﬁg1§m?::m§::; P:[in’Lc.\:. Re,pai.r,Ride,
‘ * Social Traits: Alluving, Beguiting, Charismatic, Charming, Com- ;m-zm,Lfngtﬂsncs,Med‘L _n;ﬂ,}M; Lg, Ll«g_lzgui {val Theé[oé}' '
7ma.1"tding,_Dign d, Diplomatic, Elegant; Eloguent, Empathetic, Expressi ' : C,;_4_ﬂge,Seneschal,&t?d th, Sybt _¢ge,. e
Eriendly, Genial, Gorgeous, Ingratiating, Intimidating, Magnetic, Persuasive
- Seduciive, Witry CE S
- Mental Traits: Alert, Attentive; Clever, Creative, Cunning, Dedi-
cated, Determined, Discerning, Disciplined, Insightful, Intuitive, Knowledgeable,
.Observant, Patient, Rational, Reflective, Shrew

50031NG DISCIPLINES .
et three Basic Disciplines for your vampire ch;‘n‘zm:tes. You must sck .'cu
it the order listed (that is, you must take the first Basic level before n;}' mg

seond Basic level in any given Discipline}, and you can take (mi’y the ;étlk

TC5 this time. These Disciplines must come from your clz.m s specia ty

R - Tines, If vou are Cairiff, you may simply choose any three Basic E)qupli.ncs

oo e o . o you to the eight mose common Disciplines

mimelism, Auspex, Celerity, Dominate, Fortitude, Obfuscate, Pozer.lce. ot Presenc.e

ale gou have an exceptional reason for learning a more specialized power,

arts on p. 152, See the previous rable for a

Once you've decided on your chasacrer’s inherent strengths, you should descrl
exactly the sorts of exceptions] chamcreristics he possesses. Inyour pritnary area of attribu
development, choose seven Trmits; inyoursecondary, choosefive; inyourtertiaryarea, selec . T IR TR

pent, e T yOuLs e ey ! ALY AICA, ST - ‘complete list of Disciplines st

three Trairs. Teaits are adjectives describing the character, just like the descriptions in o ) sialty Disciplines

: ¢ > list of your clan’s specialty Fhsciplines.

novelorplay. Therefore,aMentally focused character might he more Intuitive than Ratfondl, T
or a sirong Physical character could be Brawny and Tough but not very uick or Nimbl ¢hO0SING BACKGROUNDS Eoh Back |
, o _ ) - s o , y 1 Traits for vour vampire. Bach Background
A complete list of Traits starts on p. 100. Pick Traits that describe your character a may take five Background Traits for your vamg (i . 1“;1“1 or
. . . .. . .. 3 X . YRR T ety 7t l s resouree, wnethel morte

as if you wanted to write down the particular qualities of the individual. You can pick its 4 tie to a pagticular agency, Organizatlon ovre o , l Sroryteller

. - L . . . o o T ackpre though your Storytelle
a pasticutar Traic mulriple tmes, if you like, to denote spectacular depth in an area’ “You can have up to five Traits nany Background, By

2 ibi i s s OUE CONCEPT, & st Srorytellers
o ohibit certain Backgrounds based on your concept, aned most
SCEP ThREE: ADVANTAGES

: serutinize any Background above three Traits heavily.
No character begins without educarion. The skills and learning acqﬂii'cf_d - ".B"ickgr(mm{ descriptions start on p. 1i4.
through living, and the friends made among various fields, all gife o character with?, e €$
resources. Furthermore, vampiric powers, called Disciplines, flow from the blood CEPFOUR: LAST Touch
of all Cainites, granting them superhuman capabilities. Collectively, these advar: the final charcrer Traits come together onee your concepr, clan, road,
tages are fearned or developed benefits not inhevent to one's raw potential. '

: ) P .« include Blood Traits
fibutes and advantages are chosen. Yout last touches include als,
Advantages are divided into several categories. Abilities represent skills o lpower Traits, Road Traits and Virtue Traits.

reaining, allowing characters o perform rasks. Backgrounds are connections: LOOD CRAITS .

among the mortal and i 'Eal oc ities, representing such diverse facets a8 e iEe (T Ve is 1¢:

;vl. Unf’ the .11 tal ;1 d 11112;\1({1&111 mlmuumt{;ﬁ’ I.L[;.] u,cntm,l, such div U;L1 (1 | m[d Each vampire has a certain number of Blood Traits, or vitae. Tlm’bl{){)d ¢ m]

iends, social standing or Cainise sponsors. Disc 2 ble T : IOV s physic

vends, socialstanding ortainite sponsors. scip s e the powersofthe o2 - used for a variety of different tasks, from remporatily inproving one's physica

the finely honed endowments that come with the Curse. Lastly, Virtues represeit g : ] iscinlines. You can hold a number of
, . .. ) wess to healing wounds to powering Disciplines. Tou ¢4 ’

a character’s strength of moral behavior, defining how well a particutar vampire: e \ o as show 5. 117. This number is
; ) o ; . Wit Traits determined by your generation, as shown on P .

comports himself and holds to his ethics in the face of the Beast, :

wodified by any clan disadvantages or Flaws that you may have relating 1o feeding,
ChO0ZING ABILITIES '

_ 0d it can be improved by the Herd Background (see p. 116)-
Select five Abilities that represent your character’s education and training: WILLPOWSER CRAITS
Whether he learned them in his mortal days or honed them afrer death, Abilities chausted, vour Will
set your character apart by letting him attempt tasks that less skitled compatriots -~ When all other avenues are exhausted, your bility t ist
set your character apart by e attempt tasks that less skitled compatriot Ny . - icude ane - ability to resis
c m\:sot' undustmd[m co:u ");i.tLLY w cun dfoc)rs A /(\bilitf muitipl tlimc‘i if five for self-preservation, your sense of mental forttude and you d[ ] k3 ha
o 7 o i ) ) ) s ¥ ! - empration and defeat. You can use Wilipower Traits for a variety of tasks, ¢
desired, toshow greaterexpertise. A complete bist of Abilisies starts on p. F08. Note . - . o peiat] Sreion
o \ N _ Joubling your efforts in a task or resisting coercion.
that some Abilities may be restricted by your Storyteller. _ .

puwer MEASUEEs your nnate




. Quick DiscipLINES ' S ... .. BAackGROUNDS _
* Abombwe: The Laibon power over the inner Beast. - : o AﬂlesaTmSted .d,' : duals who Shﬂf_e your cause.
* Animalism: Affinity with and power over animals, and the bestial side e Contacts: Sources of mformatlon. '
of humanity. . Domaln Space in to'fe
. ® Auspex: Preternatural alertness, perception and premonitions.
¢ Celerity: Superhuman quickness. .
* Chimerstry: The Ravnos power of illusion and deceit. : . Infiue ce: Authouty andrg,tatus alnong m(ntal institutions: Church,
* Dementation: The ability to induce and direct madness in others. g Street and Transportation.
* Dominate: The power to command the mind of another person.
. # Daimoinon: The Baali power of hellish corruption and horror.
* Fortitude: Superhuman toughness and resilience.
* Mortis: The multi-faceted Cappadoclau arts of dealmg with death 'md
“the soul. The Grave'’s Decay teaches how to harness the effects of decay.
* The Corpse in the Monster considers the ties between the dead and undead.
The Cadaverous Animation teaches how to animate corpse-servants. The
Lamia maintain The Four Humours, a means to shife and use the humours
 of the body. : Lvu‘, vampire must resist the tem } '1 l 1
* Obfuscation: The ability to conceal and disguise oneself. hion. Virtue Traits are the spiritual endurance with which a char
. ® Obtenebration: The'Lasombra power of mastery over darkness.
#* Ogham: The Lhiannan power over nature and the forest.
¢ Potence: Superhuman strength.

~ ® Presence: The power to sway the emotions in others. i Ly ience] Conviction is your deg

* Protean: The Gangrel power of shapechanging. _ ity. If you have many Traits ‘ou feel remarse for youln
* Quietus: The Assamite power of stealth and judgment. refuse to l\u bowed by concern for such), thus preventing the Beas

-* Serpentis: The Followers of Set power over serpents and se1pentme
transformations.

* Thaumaturgy: The newly created blood magic of the Tremere is highly
" varied. Rego Vitae teaches how to manipulate vampire blood. Creo Ignem
sumumons unnatural fires. Rego Motus teaches how to move objects with
-invisible force. Rego Tempestas allow a wizard to control the weather, and The Virtue Traits th
Rego Elementum conrrols the four elements. _ Lway ¢ with one free
* Valeren: The twofold paths of Salubri warriors and healers. The Path of
the Healer allows the Salubri to heal and safeguard those in his care. The
. Path of the Warrior grants pain and fear to one’s enemies.

* Vicissitude: The Tzimisce power to sculpt living and unliving flesh. Uhile your Virtue Traits represent your ability to he s
‘ . ' ad Traits FOLLE  to your chosen code of eehic

, you can withstand the tes

standards for you
You come into play with a number of Willpower Traits ¢
gener: . The generation table on p.117 shows your s
power, in 1w many Willpower Traits yo i L e Road T erage of your
H Ih‘] s] ating the 3 i ek Yo 1 ¥% ) ing Roac
wws the highest raving the 3 YOWEE Can reach. YTou may choost : ) . . sunded un. |,n'c=.,3-’t,'nlhn

£ with even relatively trivial violations of your cho
i . - o e 12
indicate that you are close 1o losing control to the Bes




from one to five Traits. Your number of Road Traits determings how welly¢
some of the problems associated with the bestial narure of vampires {such ag
awake during the day, rising from torpor and dealing with mortalsy, Bt it
indicates what circumstances call for a rest of Virtue. e
Duringcharacter creation, you may choose te lose one Road Traitin g
for gaining two Free Traits, You may do so only once — losing a Road Trait ¢
as taking two Negative Traits. Be warned that doing so is a dangerous cours
Road rating total practically guarantees eventual disintegiation into th
she final frenzy. B

NEGATIVE TRAITS |

Some characters have particular weaknesses or shortcomings. Others sty

developed certain aspecis of suffered injuries that set back atheiwise $rofi
cributes. Such hindrances are represented with Negative Traits. Though Ne;
Traits are not required, they can represent a deficiency or injury inyour chara
Since few people actually want to play a chatacter with handicaps”
problems, Negative Traits grant honuses in other areas of character u‘eati_oﬁ Ei
“Negative Trait taken is gaod for one Free Trait fater. You may take upt
Negative Traits, though you should not take more than three Negative Tt
any one Attribute category. TR
Unlike other Attributes, you should only take Negative Traits from _1"_e-
here. Although there are certainly other adjectives that would appropt
deseribe a character’s drawbacks, nobody can be expected to guess a Trait thati
covered in the rules. R
Remember to take Negative Traits that you can roleplay accurately ang
The Storytelter may force you 1o “buy off” Negative Traits that you:ign
consistently. _ L

A complete listing of Negative Traits, and how they affect play, begi

D€RRQG€IH€HC$ _

In addition to Negative Traits, you may choose deratigements for ¥
g _ g

character. A derangement represents some sort of mental instabilisy or nev!

behavior. Taking aderangement counts as two Negative Trajrs and thus grants¥e
two Free Traits, but you may take only one derangement at chasacter creation {0
one extra, in the case of Malkavians, who all stont with one). Be warped th_"ﬁ

NECIMERLS Cause unpredictable and uncontrollable behavior at times, and a
;:i_l_é_r.is justified in asking you to “buy off” any derangement that you do not
Jay accurately.
member that playinga derangement is an exercise inadvanced roleplaying.
¥.is neither humorous nor light. In the Dark Medieval, the insane are
edto be possessed by demons and are considerably more misunderstood
noreviled) than they arc in modern times. You should always consult your

DERANGEMENTS

Amnesia, Bulimi;},. Crimson Rage, Fantasy/Delusion, Fugue, Hyste-
ria, Immortal Terror, Lunacy, Manic-Depression, Megalomania, Multiple
D R cmog ) Iy . .
Personalities, Obsession/ Compulsion, Overcompensation, Paranoia,
Perfectionism, Possession (Sanguinary Animism), Regre: , Saint
Vitus's Da

epresenting specific deficiencies or drawbacks aside from inherent weak-
‘ommon to many people, Flaws showease particular problems. As with

chFlawisratedin terms of its value, ranging from one toseven Traits. The higher

alue is, the more debilitating the Flaw is. A character may total up to seven
aits of Flaws, Elder vampires may have more Flaws; after all, age rakes its toll....
Fidws begin on p. 133

HREE TRAITS
You can customize your vampire to some degree by using Free Traits, They can
rove almost all facets of your character, including Abilicies, Advantages and
dckgroimds. A beginning vampire character bas five Free Traits and gains
ditional Free Traits for any Negative Traits or derangements that you selected
ﬂi_cr. Some impsovements cost more Free Traits than others, though.
® One Free Trait buys an additional Attribute Trait.
* One Free Trait buys an additional Ability Teait.
- One Free Trait converts to an additional Background Trait, subject to
ormel Storyeetler approval.
Go® At acost of one Free Trait, you may take a specialization in an Ability thae
Youatready have (seep. 107 for information about specializations). Remember that
ch Ability may have only ane specialization.
: >'# Three Free Traiss convert to an extra Willpower Trait, to a maximun of 10
Permanent Willpower Traits.
o Three Free Traitsallows you access to an in-clan Basic Discipline, or six Free
Eaits to an in-clan Intermediate Discipline with Storyeeller approval.
* Two Free Traits can be used for an extra Virtue Trait, Raising Virtues in this
shion does affect total Road Traits. '






* Pedag ;
ogue . ,
ignorance \th{zt} N VYL)U find the greatest joy in correcting error and re
wnce, whether others appreciate your efforts or not and're
3 ot, :

topple it.

° Survivor — . i
wse any tood madl lYluu Il do whatever it takes to tast a little while longer;
available and make whatever hard choices need maki IBeT:
sices need making.

ThE ROADS

When the firs e ol pitae -
destructive spirit a‘:jtgi’;s‘;i;lv.ztatﬁgurse- Fhrough a Cuinite’s hody, a powet
destruction, guawing ot té, i 11{1"1. usASptr;t, the Beast, hungers for savager
cajoles the Cainite l'()(g)crf(frb?i.l ‘c.md mind of its host. Night after nighe, iicé;a
o suppress the Beas{ < ;h[: (u;‘l]s;ha( erode sanity and soul. Cainites must ¢ a
;k‘Stl‘LiCti(m. Any v;u;}pire th\,; t\x ;()ez\fti[;tt;lel1h; sl)iralldmm a long path in .
yimself but als R far down this path endangers WO
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come have arisen m‘mscllztot‘";)[)%l‘lczs huv? existed since the first vampires ;vzi'lié
centurics hetween. Thcs‘c. }:;U’ ‘ f?dm“ others have evolved over the l.ong. dark
known as roads {or vi . : o 1 that are used to calm the nature of the Bea"sf

ice in Latin), and they offer hope to the Damned e
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soothe l’hcurgcqoﬂ—h(f}g eper E(,(mut@s devotion to her road is, the more easily it can .
, st auhbt,eksn_)p!?()vzdesc,laceﬁ.(}mt_heBe'miumm’y t ;y
: Jeast inits own Wy

be it thr
. gh rederaprion i
e o e {L rion and bopc of salvation or coming to terras with the monst
means of a Cg‘i.tvif; E(}{ rough its hungers. Even within each road, the methy :11] .Ed
s of achieving these ends vary wi ; e e
g these ends vary with each disciple, For some, aroad’s principl o
OT § L azoad’s principles ag

equivalent to religious fai
tous falty ¢ icti

the point Of'um; . ; fdlti}; and beliefs. Conviction in these viewpoints often feads to
L | ( ot . ' : & § 2 015 1O
debate is wont to wen and occasionally violence, as any fundamentad philoso ;hic;ﬂ':
A < senerate . canl ) .

generate. And yet, despite the various unique perspectiv slfm nd

spectives TOUnd:

along a road, ¢ i
, the basic tenets remai
5 t5 ceman true and const
onstant for each de
; devotee.

¢HOOSING A ROAD
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i fits intz he Im;::j i?;l:i r11(,(:(11, a (,znm.te seeks outand learns to follow the r(;ad-
come froma nc(mamjs;m [ a‘ t]r.u crsfamimg of the philosophy of a given road can
devont follomens o site, meeting with other members of the clan, turelag lot.
s or a myriad other ways. Regardless of the initial ;m,: ;lr,egll-inc et
, al introduceion, 2.
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se dark times.

ouin roads that
the-Bcﬁét {(Via Bestine
(atis), Road of Kings
sresses along her road, she must maint
aiof the Teast. Olten this becomes a battle with
Tie Beast on the other. Although it is notan easy
Sherween the Cainite and spiraling madness in the

¢ timcs, after her initial expost
v with that parh througho
for a Cainite to have a change of heart
sathertoad. Suchacourseisboth extremely
that her yeats of centuries of achieving an andlerstand
rectand she casts i aside tostartall over again. It takes an extraordinary event.
Cmore extraordinaty offort for the vampire 10 make such a change. Rarer seill
te that forgoes his road completely, as the Beast — held agbay for so long-—
( “ainite ympletely in an orgy of vicious savagery.
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sate belief and devotion to road creare
hy. This confidence is instinceive
he Cainite can sense and

a particular soadd, 2

wre and development onto
Tas been knowi,

ur her entire existence. 5
about her elected course and decide
difseultand sare, as the vampire
ing with the Beast

s the confidence and certainty
ite’s chosen philosop ly projected o
xtentasan Aura of Conviction that othersaround €
nsciously teact To. The greater the rivad rating 18,
jected. Snilarly, bystanders perceive the lack of confidence and uncerrainty
is-brought about from a low coad rating. Regardless of the strength or f vailty
s Avra of Conviction, it affects Social Chullenges associated with the
Disciplines if they conform to the ype of Aura of

the stronger an aurd is

s toad or with
tion. as disted on the following table.

Road Rating Aura Modifier
5 Two Tyaits up
4 One Teaitup
3 Wo modifier
2 One Trait down
i Two Traits down

QLKQ’%PGQIHEQ ROADI
- T_hc five core roads are not the only ones ths
hat have been developed by clans to embody

wexist. Indeed, thereexist specific
their own precepis and gouls.
ds compared to the

. as they age minor 1o
llowed by members

Thicse toads are not outlined heve
The Road of Blood (Via Sanguinis) is fo
+f Bones (Via Orsgiwm) is practiced by the
(Via Mutationis) is a secretive road

line philosophies.

of the Assamite Clan, The Road «
Cappadocians. The Road of Metamorphosis
found asmong the Tzimisce. The Lusombra embiace e Road of Night (Via Nectis),
while Ravnos follow the Road of Paradox (Via Paradoxi), and the Road of the
Serpent (Via Serpentis) is enjoyed by the Followers of Set. Unlike the main roads,




that foliow them, with a even greater degree of stricture that outlines b
acceptable actions within the basic tenets. '

Those who wish their characeers to follow these viae (with Storyteller approve

Dark Ages Storytellers Companion for any medieval touches.

ROAD OF ThE BEAZT

Believed to be the oldese of the philosophies, the Road of the Beast is also the
most innate to the newly Embraced. Viewed by the High Clans as crass and hase,
the Vie Bestice is based upon raw instinct and impulse. Followers take on feral

instinctively, they satiate the Beast within without becoming lost to it They

they want, fiving by narumal law.

When an animal is hungry, it hunts. When it kills, it does not waste time in

without mescy. This is how a Feral views his unlife. He exists only in the now —
the past is gone and the future is not yet written. Planning wastes time, and most

immediately.

They value their freedomabove all else andavoid the blood oath, exceprasapledge
of loyalty. When a Feral pledges his word, he will do what he says — deceir is not
the way of animals. They give their bond and rrust only to those who have carned
it by proving their strength of mind, body and spirit.

do are often quickly exiled fromn princely courts. This road is most popular with the
Low Clans, especially the Gangrel.
The Ethics of the Beast:

e Exist in accord with the needs of the Beast.

® Do what you thust to survive. No more, no less.

o Mercy is for the weak. Only the strong survive.
¢ The past is over, the future is not yet written. There is only the present.
¢ Respect only the strong, and swear fealty to no one.

feclings of dread upon lesser creatures. Disciples of Via Bestine emanate this
trepidation ¢n others, imposing an aura modifier that takes effect when rerrifying
OF COWINg an opponent.

Road Virtues: Conviction, Instinct

these clan-specific roads tend to be ingrained more into the beings of the Cainites

11

of course) should look up Laws of the Night for MET systems, supplementing it with®

personalitics, regarding themselves as predators without equal. Abandoning soci-
cty, they become animals in characrer, reacting enly through instinet. In acting

respect only those stronger than themselves and show no mercy to those whao
threaten their territory. Like animals, they value their freedom and wander where

regret. When an animal tires, it sleeps, and when it is threatened, it responds ©

Ferals have no patience for it, Only action matters — preferably action taken -
Like predacors, Ferals generally travel alone or in hunting packs (which have -

their own pecking order). Most reject Cainite socicty, and some cven reject the
idea of descent from Caine, believing themselves to come from pagan lineages. ©

Ferals range from fur-clad barbarians ro naked savages to clever trackers and
woodsmen. Very few vampires of the High Clans follow this road, and those who -

Aura of Conviction: Menace. Being in the presence of a true predator instills -

RIERARCHY OF FI03 AGAINST CTHE BEAST
~Seore Minimum Wrongdoing : . X
< ehalle a4 wes
5 Putting yourself at risk needlessty; nor challenging a wea
leader ‘ I
4 Killing for any reasen other than survival; avoiding contac
with nature -
3 Needless tortuse or cruclty; making a sacrifice for someone
unrelared to you N
Ny o
z Refusing to kill when important to your survival; failing to
defend your tereicory . }
1 Showing mercy Lo an enemy; ahstaining from feeding when
hungry

“ROAD OF HEAYEN

God has a plan for everyone,
Followers of the Via Caeli know this and .
“upon them. Even though their existence 15 "
‘they work for a divine cause is encugh o save the |
¢ name are not the same fore

at have been Damned.

including rhose th .
as baid

accept the burden that the Lord b
a conseant test of faith, knowing that
ir souls. However, the destinies
veryong; likewise those that
rently. Some believe that they are blessed by God zin(.l
the knowledge that God
Others believe that they
yes through penitence.
the Via Caeli,

“that are followed in God’
“follow ViaCaeli pursue it diffe " v th
“that they follow the teachings of the Church. Some 1715&_
“has cursed them and become His vengeance on e.nrsh..
. must seck to redeen themselves in Hise
al twist that they place on their journeys on
I's word is law and that Satan exists.

The Beast is the voice of Satan and is to be spurned. Likewise sin, teraptation,

: 3 and iLeults are to be rejecred as
infernalism, demons, followers of the Road of Sin and devil-culs are tolc. j. e
i heyond that which has already stricken

Sthey ave tribulations that lead to damnation y stricken
: El:‘(?nf(‘;“fé;i }}E‘aithful continue to carry out the sacraments, and rcilgdl 8¢} c;rg::l?lzit
theimselves in small congregations to worship. Some supp(v_)rt the morta “ mr? \: e
“others fall into Gnostic heresies, especially those that damj that the lflm.tur iE‘s A\l ]((1 ,re.e
“Hell, Others tumn to maote orthodox Western and Eastern Church teac‘,ium,:). ’ ;ff( »
- that while Heaven is not unattainable for them, it wilk take ﬂ'\‘rﬂ; e 1 mote work to
yey might have gained it as the living:

Christianity springs, but not atl foilow
aism, especiatly in Qutremer. Somelev.cn
wlly in the northern lands or in Britain.

“have sinned and

Regardless of the person
“heg ;
~alt adherents know that Goc

‘achieve as the Damned dhan t
. The Faithful are found anywhere
Church. Some Faishful follow Istam or Jud
“claim to have met pagans on Vid Caeli, ust
" The Ethics of Heaven
-« childer as part of His great plan.
 God laid His mark upon Caine and his childer as part of His great | :
V 1 Tod is si : ads to de ation.
e The word of God is law. Defiance of God is sin that leads to damnati
* No one is above God's law.
& Love and serve Gad in all things.
* Deny the Devil through denial of the Beast and all cre

arures of Hell,




. ) SR \ason separates man from beast.
© Auwraof Conviction: Holiness. The devout nature of followers of the Via Crg he ability 10 reason sepe i
inspires those around them and creates an aura maodifier that applies to the
appearance as divine beings.

Road Virtues: Conscience, Self-Conrol

Dé unto others as you would have them do unto you.

1l men are brothers.
Freedom is earned with dignity and justice. ‘ |
\iia of Conviction: Normalcy. Seeking to maintain their sense of hu mat‘;ttjy,
o ors of Via Humanitatis don't project their aura as other roaf]s d(,) 50 tuc 1 il‘s
o ase that their supernatural form would normally inspire in others.

BIERARCRY OF 81N AGAINST HEAVEN

; ¢ une .
.. . press the u s i SUOETAE L
Score Minimum Wrongdoing v Aura of Conviction, theeefore, works when they are hiding their supernat
; E: - -+
5 Violating any of the Ten Commandiments, for any reason; olves and trying to appear normal.

failing to speak our against corruption and sin ivtues: Conscience, Self-Control
4 Acting out of pride, avarice, gluttony or some other sinful

impulse; theft, sobhery, willful vandalism

HIERARCKY OF $IN% AGAINST BUMANITY
Minimum Wrongdoing

Selfish rhoughts; minor selfish acts ﬂ
Injury to another person (deliberate or otherwise); theft and

3 Causing harm to a pious and virteous person; feeding from ans’
innocent withoue permission :

2 Blasphemaous or heretical acts; allowing a crime or major sin to-
go unpunished '

| The murder of innocents; aiding a demon or other
supernatural agent of evil

robhery

Accidental violation of another (¢.g., drinking a vessel dry
from starvation); wanton destruction

Impassioned violation of another {e.g., killing in frenzy);
planned violation of another (e.g., murder) .
Casual violation of another (e.g., wanton killing, feeding past
satiarion); the most heinous and demented acts

‘ROAD OF BUMANITY

Opposing the Road of the Beast in thought and form is the Via Humani it
Where Vie Bestiae advocates the change into an instincrual animal withe 1l
compassion o mercy, followers of Humanity believe that only by maintaining
theirhold on eheir humanity can they survive against the horrars of the Beast. The
Beast seeks to create monsters out of Cainites, and through humanity, they!
counteract the call that plagues them. This ereates 1 dangerous game of survival,
as Cainite society is neither peaceful nor humane. For this reason, followers of thi
road often cling 1o the remmants of human society. They interact with mortal
they pursue religion with greater fervor than they did in life, and above all, they tr
to continue in death as chey did in life.

" God ordained that Man would have dominion over the beasts of the t::arth
allowers of the Road of Kings believe that as much as Man is above animals,
ainites are above humanity and that they have dominion over ﬂ]? hcr.cls (Tf
naniity. Likewise, as God ordains thejust rule of human kings over the.u' sqb]cc_lr_,‘s,
g Regalis reaches that certain Cainites are predestined to rule ovet {bc;r kind. ;)
ile others, however, one must first rule oneself through inner dlsc1;_'3llne am? self-
mastery, mastery that includes controlling rhe dcmanding inner V();cc.th.at l]i A he
cast Only then can you command the loyalty of your subjects and he a ts ue 1111‘g.7
ollowers of this pach also honor the fealty of their betters, understanding that
seabove them are owed the respeet that rulership brings. ‘
Many Scions war among themselves for control of Cainite lands and domal.ns,r
Ffaying lesser varnpires and mortals like chess pieces. Dut they are not all -a%vi)u‘%'
rsand trumpets. They are concerned with ru lesship, and one must rule the }}tf:lbl
thin before commanding another. One is cither ruter or ruled, ;;m—d a Scion
ot rule if he himself is commanded by the Beast, The Beast stands in the way
2 Cainite’s destiny — it is all the dark impulses that kad to bu:n:a}.fal ;‘md
ehellion. Such impulses must be reined in and channeled in greater actions. A
Schon who wishes to rule must learn to master the Beast, to defer to his betters, to

Prodigals believe that humanity is not an accident of birch, or a state created by
abeating heart, Humanity is the result of a feeling heart. One is truly dead when one'
heart iscorrupted and blackened with deliberate wickedness or callused with uncaring
The Beast represents everything that Prodigals fighe: hunger, cruelty, selfishne:
madness, depravity for irs own sake. So followers of the road hang on to what uniquely:
- human behaviors they can and commit smaller sins (such as feeding) in an cffort &

forestali greater ones. When they sin, they scek penance and redemption. '
. Via Humanitatis comes by instinet ro many vampires on their Embrace. Aftér
all, they were once human, and some attenpt fo continue on as they were. Many:
Brajali follow this road, as it embodies many of their clan ideals and suggests a
possibility for living in harmony with mortals. Most Prodigals live near or among,
common folk, and they often seem fittle different from the mortals around them.
The Ethics of Humanity g

* A man is measured by his words, his deeds and his heart, not his birth ¢t
circumstance. o




The Scions i udla .
Scions appreciate the ; .
ol Do (( l\,?le.ud& the bonds of feudal society and have embyace:
polchen thz.é I,.- 1;11&_ orders of knighthood are sponsored by lord ‘K?dc
£1 e > icdeals of the ro S ) s
porer tach the i ca ;.oli [hLlltJdd. Some Scions, however, are discove _“5__3(»}1
: > road and chivaley, Lords 5 , note s
: . airy. Lords see themselves as i l
many chivalrous kni i e et auh
raus knighes are holding firs e auhonty
ey irst to mora] codes drawn i ol
iy chivalrow . ,‘2’ wra codes drawn from al ol
oo ose handed down by Caine or the Salubri knight S 1‘nlm:rmdlm
or s hunded d \ : Samig
vl egalis draws many of the High Clans, especially the L
( ) Vr R ' ‘ . . ) -4 >
o Vel ue, {md t;mny princes are often revealed to be foll
e 3 <lo not hoard power for i 1
o .-,.m[[e o _}}F its own sake — that’s for the Beast — but theq
ool e \,:1\. ]‘ hanship, making justice for their subjects '16{1 e
what can sour i assals. II{ order to better understand how loyalt Af nctions i
what can sour it), many Scions spend time s,
judges in the service of others .
The Ethics of Kings:

asombra, T
owers of thig's

as courtiers, knights, magistragis

* There are
e are on e el
e 1}( two roles in this world: that of master and that of
B ATe SUperionr (o 111(.)1‘[‘1113, made to rle )
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* O . ast withi
nly those who seize power gain it; onl ast within:

gy those el ! y those who use
d is your bond. Without it, you are nothing

Aura of Convicti >
t Conviction: Command, Followers of Via Regal

their commands is demand respect
ands are : ) s demand resp
hoepoo Lrc‘ﬁjliuwedw1rhoutqucstmn.ThcirAurqof(-\ Harespect, a
nes active during challenges to aof Conviction modifi

command or fead of
o tceve during chall S0 or fead others.
d Virtaes: Conviction, Self-Control

power keep it

it
-0 thiey already belong 1o the

them). They may serve as muwses of be

St others (mortal or Cainite} can suffer.

aakes it seck its pleasures by the d
wishiid become sl
Many Cainitesare drawn o Vig Peccati, eac
e High Clans are saidd to practice sublime pleasures,
cvolve into the study of pain (the
fiing excesses of the Tzimiscearc often
ore debuuched and savage in their pleasures,
Gtyping than practice. Generally, Cainites are
ided they do not violate the Traditions or princely laws.
The Ethics of Sin:

* You ate already damned, so nothing is forbidden to you.

Claim the Beasr

» In the dark depths of your heart

llowing it to remain contented. Sin and transgression holds no fear of

nation because Cainites are already damnned. Via Peccatiisa primal and
f the soul, protection from the Beast still exists.

bt in the darkness o
‘to papilar helief, Sinners are not always agents of Satan. Thaose who

alism dosoforpowerand togain the Devil's favor. Cainitesare already
Devil. Selfishness is the core of this road, These
ase, and to hell with anyone who stands in their way.

¢ diverse as the followers of the road. Some indulge in
c or fine clothes {food and drink are

inft

as they ple

ers Interests are &
if the senses, such as perfuites, musi

come obsessive collectors. Orhers
d them like flowers in a
depths that

sed_u_ction, gathering heautiful mortals aroun
-Séa_ﬁle enjoy corrupting others, using them as tests for the
vampires will sink to. They explore the limits of pain and degradation
Nothing is forbidden — they wre

1. Denying the Beast awakens
have no

: ftL‘l' kili‘ [ he 0111 y l'.hiﬂ s they 'd\’L}id is (lCﬂiEl
Y g ey
)h_)ndicst nmceans ['"JSS.Eb&C, Sinners

when the Beast must take control.
b seekinga particular desire. Those
but they are just as tikely
bloodbaths of the Toreador and the flesh-
found here). The Low Clans are said to
but this is more a magter of social
willing to let Sinners be,

aves, which is what happens

and make it yours, Do not let it claim you.
Take what you want and do what you witl,
¢ man nor God bind you.

The night is yours.
Act where others hesitate. The laws of neithe
es pleasure, if you have the courage to free it.

BIERA
o ol R RCBY OF $1N% AGAINST KINGSHIP
: inimum Wrongdoing
Neglecti g
; ) glecting your duty; treating a peer with disrespect
reating an inferior as an ¢ e
: o g '1111 mfcr{:oz as an equal; breaking your word toa pee
. Behaving shamefully befor | |
7 she efore yaour peers; s it in
oy e your peers; showing weakness in
2 Faili
Failing to answer ¢
ans a challenge o - he
‘ : . your honor; treati
superior with disrespect e
i Breali
reaking OF i
£ your word to your superiors; breaking a sworn oath ™
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fancy. Vampires are creat ) f‘“ rules ‘I__m] indulge in any desire thar strikes thi
Satan’s domain. In this lLl 1%1? ) "é the Devil, and wickedness and corruption i
. ' § beltet, and in pursuing the infini L '
exists somne protecti ; pursuing the infinite vices of pleasure, tl

cction against the Peast s of pleasure, ther
dil]‘f( p;;rh b D 2 € beast. By f(]lh)“rjug every iy 1 . s
vath, by grari e ) y indulgence down its;
» by gratitying every base desire, you feed your own il{‘ | and
selfishness an

strengthen you wi

: : u will, resulsi .

_anything, includi » tesulting in ego that is so strong it wi :

g ng, including the Be: so strong it will not bow before:

BIERARCHY OR $INS AGAINST INFAMY

Minimum Wrongdoing

Score
any morak restraint faiking to indulge a new

5 Acknowledging

desire

4 Failing to ride the wave of a frenzy; refusing to tempt the
VEFTUOUS

3 Avoiding injusy to others at the cost of your own pleasure;
rurning down a chance for material gain

2 Acting against your 0wn hest interests; refusing to kill when
it is in your best interest

1 Refusing to feed when the opportunity arises; encouraging

vistue or aiding agents of virtue

ast, A1 the same time ,
¢ satme time, such actions sage the hunger of




: tval is at stake, this Trait isagoc ) risk as a second
“When your survival is at stake, this Trait is a good one to risk as ¢

Aura of Cenviction: Seduction. Knowing how liberating the power of self
satisfaction is on any scale leads to an understanding of what others desire 45
need. Temptation and seduction artempes allow the followers of this read to cacie
their avra modifier upon others. :

uctc’:ssi\fc bid. ; '
Energetic: A powerful force of spirit. A strong internal drive propels you anc
a deep resepvoir of enthusiasin and zeal.

it yblccﬁ situations, you can draw on

Combat.

Road Virtues: Conviction, Instinct T
assession of brutal intensity and extreme physical determination.

ACCRIBUTES (BIDDING TRAITS)

Once you have chosen a clan and a road, it’s time to bang out your Attnbxsms
the meat and bores of your character. Attributes signify how strong your r.hamcte
is, whether she is beautiful or callous, smart or naive.

Ferocmus P (
U;;Ls, Any time that you intend to do serious harm. When in frenzy.

Gl;’ltefili Control and balance in the motion and use of the entire bady.
Uses: Combat defense. Dancing. Whenever you might lose your balance.
L;the Characterized by flexibility and suppleness.

‘Uses: Acrobatics, gymnastics, dodging and dancing.

Nimble: Light and skiltful.

Uses: Dodging, jumping, rolling, acrobatics. Hand-to-hand combat.
chk Possessed of a fast reaction time,

. Deefending against a surprise acrack. Running, dodging, atracking.

.Ri,sihtnt Characterized by strength of health; able to recover quickly from

The first step is to prioritize the categories — Physical, Social and Menral 22
in order of relevance to your character, It is best to refer to your character concep
when prioritizing, so that you don't end up with a dense phitosopher or a frai
warrior, Prioritize among your most significant category (primary), :ﬂ)c_we‘uvcmgc

category {secondary) and your average or least significant category {tertiary). For
example, a Cappadocian scholar would have Mental Traits primary, whlle
Gangrel bandit would more likely have Physical Traics as primary.

dily harm.

When you enter into a situation in which something important occurs, you | .
Uses: Resisting adverse environments. Defending against damage in an attack.

must bid Traits applicable to the circumstances. If you are trying to kick someons’:
in the head, you can bid the Physical Trait Quick as you use speed to snap your leg
You and your opponent can agree to disregard these limits and bid any Trait,’
regardless of applicability, but it looks odd, for example, bidding the Physualeit’
Lithe when attempting to lift a heavy object.

‘Robust: Resistant to physical harm and damage.
“Uses: Defending against damage inan attack. Endurance-relared actions that

d take place over a period of time.
-'Rug,gt,d Hardy, tough and bratally healthy. Able toshrug off wonnds and pain
o continue exertion.
es: When tesisting damage, any challenge that you enter while injured.

Stalwart: Physically strong and uncompromising against opposition.
Uses: Resisting damage, or when standing your g ground against overwhelming
ids or a superior foe.
“Steady: More than simply physically depend:
and halanced. You have firm mastery over your LffOltS
- Uses: Weapon attacks. Fighting in exotic locations.
Tenacious: Physically decermined through force of will.

Uses: Second or subsequent Physical Challenge.
“Tireless: You have the stamina of a marathon runner — you are less taxed by
sical efforts ehan ordinary people.
“Uses: Any endurance-related chaltenge, second or subsequent Physical Cha
enge with the same foe or foes.
Toug,h An abrasive, apgressive attitude and a reluctance to submit.

When you bid a Trait, you risk Josing the Trait during a challenge. Should you lose
achallenge, you temporarily lose access to ehat Trait without some means of refreshing
it back into your pool. Some situations require that you bid an additional Trait. Whet
you are considered “bids down,” you are required 1o bid an additional Traic.

PHYSICAL CRAITS

Strength-related: Brawny, Ferocious, Stalwart, Tough, Wiry
Dexterity-related: Dexterous, Graceful, Lithe, Nimble, Quick
Seamina-related: Enduring, Resilient, Robust, Rugged, Tiveless
Miscelfancous Physical: Agile, Brutal, Energetic, Steady, Tenacious, Vigorous. :
Agite: You wre quite flexible and capable of defe movements such as dodging
jumping, running and turning.

altering

Uses: Acrobatics. Athletics. Comperitive events. Dodging,

I

Brawny: Strong, bulky muscle-strength.
Uses: Punching, kicking or grappling in combat when your goal is to mﬂtLE

damage. Power-lifting. All feats of strength. Uses: Whenever you're wounded
Brutal: You are capable of acting bestial and ruthless. SN - . . .
ap g " Vigorous: Possessing robust, vital strength.

Ises: Fighting ¢ o superi : . f sfensive
Uses: Fighting an obviously superior encmy. Uses: Combat and athletic challenges when you're on the defensive.

Drexterous: You possess a natural competency and skill wich your hands o bc)dy-'*
Uses: Weapon-oriented combat (Melee, Archery}. Pickpocketing. I’auu,huliu,'
Enduring: A persistent hardiness against physical opposition.

‘Wiry: Corded, muscular strength.
:Uses: Punching, kicking or grappling in combat. Acrobatic movements.



i'pi.oir.ii.lﬁc Tactful, careful and thoughtful in speech and deed. Few are

d-with what you say or do.
qi..\'/ery iiportant in intrigue. Leadership situations.
wtefulness. Even though you don’t need money o be

NEGATIVE PRYSICAL TRAITS

Clumsy: Lacking physical coordinarion, balance and grace. You are proi;
stumbling and dropping objects. B

Blegant: Refined & ‘ ‘
vou exude an air of richness and high society.
' Clan gatherings. Defending agaimst Social

Cowardly: In threatening situations, saving your own neck is all ¢hi

important. You might even flee when you have the upper hand, just our of s : Higl

et Vo . s o Jse iwh society or Fhigh
Decrepit: You move and act as if you are old and infirm. You recoves i USL. - Hig Y

physical damage slowly, and unable to apply full muscular strength, Most ¢ff

. . . ot 6 - incing manper.
: : . . cor speak in an interesting and convincing
make you tire easily. ability to spes :

loguent: The
ses: Convincing others, Sw | o
Empathetic: Able to identify and understand the emotions and moads o
with whom you come in contact.

os: Gauging the feetings of orhers. .

. articulate your thoughts in interesting, meaningful ways.

- . ; Public speaking.
: st A . aving emotions. Public speaking
Delicate: Frail and weak in strucrure; youare damaged easily by physical har e

Docile: The opposite of the Ferocious and Tenacious Traits. You lack physic
persistence, and you tend to submit rather than fighting tong battles. :

Flabby: Your muscles are underdeveloped. You cannot apply your streng

well against resistance, . Expressive: Able to aningfl wors

ses: Producing art of any kind. Acting. Performing. Any social situation in

you want someone tw understand your meaning.

Friendly: Able to fit in with everyone you meet. Fven after ashort conversa-
wost find it difficutt to dislike you.

‘Uses: Convincing others. % {

G i i S8 are pleasing £o be around.

Genial: Cordial, kindly, warme and pleasant. You are ple sing w0 be ¢

. asecond or later Sociand Challenge

Lame: You are disabled in one or more limbs. The handicap can be as obvia
as a missing leg or as subtle as a dysfunctional arm.

Lethargic: Slow and drowsy. You suffer from a serious lack of energy’o
amotivation.

Puny: You are inferior in serengeh. This Trait could refer o diminutive siz
Sickly: Weak and feeble. Your body tesponds to phiysical stress as if it wes
the throes of a dehilitating illness.

SOCIAL CRAITS
Charisma-related: Charismatic, Charming, Dignified, Floguent, Expressive, Genial
Manipulation-related: Beguiling, Commanding, Ingratiating, Persuasive o
Appearance -related: Alluring, Elegant, Govgeous, Mametic, Seductive
Miscellaneous Social: Diplomatic, Empathetic, Intimidating, Friendly, ‘X/iuj" :
Alluring: An attractive and appealing presence that inspires desire in oth
Uses: Seduction. Convincing others.

“Uses: Mingling at parties. Generally used in
th someone.

Gorgenus: Beautiful or handsome.
sod-looking to most people you meet.
Wlies: Seduction. Dealing with Toreador.
CIngratiating: Able to gain the tavor of people who kaow you. . o
a social situation, Defending against Sacial

You were born with a face and body that

Uses: Dealing with elders in
hallenges. .
“Intimidating: A frightening or awesome presence that causes others ‘m et
mid. This Trait is parvicularly usef ul when attempting to cow epponents.

Uses: Inspiring common fear. Ordering others around. .

e arormd you are interested in your

TS

Beguiling: The skill of deception and iHusion. You can twist the perceptions
of others and lead rhem to your beck and call. :

Uses: Tricking others. Lying under duress, Magnetic: People feel drawn to yous thos

chyand acrions.

Uses: Seduction. First impressions.

Persuasive: Able to propose believable, convineing ‘
il requests. Very useful when sameone ekse is undecided on an issue.

—~ . . . . . . . . -
Charismatic: The tatent of inspiration and motivarion, the sign of a strong
leader. '

Uses: In a situation involving leadership or the achievement of leadership. and correct arguments

- . . . S
Charming: Your speech and actions make you artractive and appealing fo
others.

Uses: Persuading or convincing athers.
‘Seductive: Able to entice and tempt. You
to get what you want from others.

Uses: Convincing. Persuading. can use your good leoks and your

Commanding: Irapressive delivery of orders and sugoestions. This Trait:
implies skill in the control and direction of others.

Uses: Subterfuge, seduction. _
“Witty: Cleverly humorous. Jokes and jests come easily o you, and you are
‘eived as s fupny person when you want to be.

“Uses: At parties. Entertaining someone. Goading or insultting someone.

Uses: When you are seen as a leader.
Dignified: Something about your posture and body carriage appears honor-
able and aestherically pleasing. You carry yourself well.
Uses: Defending against Social Challenges.,




NEGATIVE SOCIAL TRAITS

Bestial: You have started to resemble the Beast of your vampiric nrm:r
Maybe you have clawlike nails, heavy body odor or 2 feral gleam in your ¢
However your Beast manifests, you definitely seem inhurman.

Callous: You are unfeeling, uncaring and insensitive to the suffering of othet

Condescending: Whether you mean it or not, others perceive in you W
contempt that is impossible ro hide. :

Bull: Those with whom you speak usually find you boring and uninterestin;
Conversation with you is a chore. You do not present yourself well to others,

Feral: The animalistic predator is evident in you. You scratch yourself, circle

a chair before you sit and otherwise behave in primitive fashion.
Naive: You lack the air of worldliness, sophistication or maturiey that most carey

Ohbmnoxious: You are annoying or unappealing in speech, action or appearanc

Repugnant: Your appearance disgusts everyone around you. You make 4’
terrible first impression with strangers, as medieval thoughe believes that outer

ugliness reflects spiritual deformity.
Shy: You are timid, bashful, reserved and socially hesitant.

Tactless: Youare unable to do or say things that others find appropriate to th
social sicuation.

Untrustworthy: You are rumored or perceived to be unreliable, whethel or
not you really are.

MENTAL TRAITS

Perception-retated: Attentive, Discerning, Insightful, Observany, Vigilang

Intelligence-related: Cunning, Disciplined, Knowledgeable, Rational, Raﬂectw

Wits-related: Alert, Clever, Intuitive, Shrewd, Wily

Miscellancous Mental: Creative, Dedicated, Determined, Patient, Wise _

Alert: Mentally prepared for danger and able to react quickly when it occurs

Uses: Preventing surprise arracks.

Attentive: You pay attention to everyday occurrences around you. When
something extraordinary happens, you are usually ready for is. -

Uses: Preventing surprise attacks. Seeing through Obfuscate or Chimerstiy
when you don’t expeet it.

Clever: Quick-witred resourcefulness. You think well on your feet.

Uses: Using a Mental Challenge against another character.

Creative: Your ideas are original and imaginative, which implies an <lbll!ty {0

produce vnusual sotutions to your difficulties. You can create artistic picces. A

requirement for any rrue artist.
Uses: Anything creative.
Cunning: Crafty and sly, possessing a great deal of ingenuity.
Uses: Tricking other characters.

Dedicated: You give yourself over torally to your heliefs. When one of youf
causes is at stake, you stop at nothing to succeed. :

Uses: Useful in any Mental Challenge when your beliefs are at stake..

D ermmad When it comes to mental endeavors, you are fuily committed.
hing: ean divert your intentions to succeed once you have made up your mind.
é{q Graredowns. Useful in normal Mental Challenges.
iscerning: Discriminating, able to pick out details, subtleties and idiosyn-
Vi have clarity of vision.
s Investigating and tracking.
ciplined: Your mind is structured and controlled. Thisrigidity gives youan

ttles of will.

Obscrvant Depth of vision, the power to look at something and norice the
OLtant aspects of it.
es: Picking up on subtleties that others might overlook.
Patient: Tolerant, persevering and steadfast. You can wait out extended
elivs with composure.
Uses: Staredowns or other mental battles after another Trait has been bid.
Rational: You believe in logic, reason, sanity and sobriety. Your ability to
educe concepts to a mathematical level helps you analyze the world.
Uses: Defending against emotion-oriented mental attacks. Defending against
atira reading. Not used as an initial bid.
“Reflective: Meditative self-recollecrion and deep thought. The Trait of the
etious thinker, Reflective enables you to consider all aspects of the conundrum.
Uses; Meditation. Remembering information. Defending against most Men-
31.Chdllu\gu.
hrewd: Astute and arcful, able to keep your wits about you and accomplish
\l feats with efficiency and finesse,
Uses: Defending against Menrat Challenges.
.Vigilant: Warchful. You have the disposition of @ guard dog; your attention
nisses lietle.
Uses: Defending against investigation. Seeing through Obfuscate and
' himuﬁhy More appropriate for mental defense than for attack.
Wily: Sly and full of guile. Because you are wily, youcan teick and deceive easily.
. Uses: Decei vingother characters. Lyingunder duress, Confusing yinental siruations.
Wise: An overall understanding of the workings of the world.

- Uses: Giving advice. Dispensing snippets of wisdom.




NEGATIVE MENTAL CRAIIC\'% B e : - uu_c'_t'i. ¢ possession or use of an Ability Trait 1o perform a specific task. In this

sracters without the Ability, or who have already used ali of their levels of
ility, cannot attempt the task ac all.

-\)Vﬂen an Ability is used against a set scenario or object (such as using
n ‘;t ation to uncover information), the feat usually has a difficulty assignc.d by
e Storyteller. In such a Staric Challenge, you might be required t()}‘i:‘;k a 1"1.'mtfor
task, or even be asked to bid rwo or more Traits for a difficult, risky or

Forgetful: You have trouble remembering even important things.

Gullible: Easily deceived, duped or fooled.

Ignorant: Uneducated or misinformed, never seeming to know anything

Empatient: Restless, anxious and generally intolerant of delays. You wa
everything to go your way — now, T

Oblivious: Unaware and unmindful. You'd be lucky if you noticed s
elephant flying through your bedroom.

rask.
Soine Abilities can be used against an opponent instead of facititating a
- undertaking. In this case, the Ability is expended to gain a retest ina

Predictable: Because you Jack originality or intelligence, even strangers
figure out what you intend to do next.

Shortsighted: Lacking foresight. You rarely fock beyond the superfie
Petails of perception are usually lost on you. :

A-few Abilities specifically require a concentrated area of study. Onge cannot
iy sty all Crafis at once, after all. These Abilities are specificatly noted in the
nptions, When you take such an Ability, you muss choose an area of study, a
scific topic that you have concentrated on. Each areais cor widered aseparate Abitity,
iniistics: Latin is completely separate from Linguistics: Gaelic, or insrance.

Submissive: You relent and surrender at any cost rather than stand up
yourself, :
Violent: An extreme lack of self-control. You fly into rages at the slighte
provocation, and frenzy is always close ro the surface. This Trait is a Meniaj
because it represents mental instabiliry. :

Witless: Lacking the ability to process information quickty. Foolish and sl
to act when threatened. '

ABILITIES

Abilities represent particular bits of knowledge gained over the years of
and experience

Within a given area of expertise, some practitioners further hone their
jowledee to a razor’s edge. By choosing a specialization in an Ability, you fine-

cuir skills with a particular facet of that talent.
Ahility specializations are a wholly optional rule. Remember to ask your
teller before taking a specialization. Sometimes they can add even more color
out character, however keeping track of players special Abilities can be tedious

the tricks of the trade and the wisdom from many, many mistaks

A character’s Ability Traits represent special eraining or talent, and as such, the
often allow him to perform tasks that would be impossible otherwise. Fven withi
mundane sitvations, Abilities allow for a much-improved chance of success.

oryieliers and records-keepers.

Taking a specialization requires that you spend one Free or Experience Trait

When a character performs a risky or uncertain action, Abilities aid th 1 Ability that you atready possess. Whenever you perform a F”Sk with th;?t
outcome. If you attempt a task and fail, you can temporarily expend one of ¥¢ ization — even if you do not expend the Ability ~— you gain a ()I)C—Tl“ci.lt
appropriate Ability Traits to gain an immediate retest. You temporarify lose ths ' on resolving challenges as long as you have at least one lcvel. of the main
risked Ability and the initial Trait(s) bid for the task (if any) because you lost t itity left to spend. You may only luave one specialization ifl any given Ability.
initial test, but you can still overcome the challenge. Abilities used thus nnot take Melee: Greatsword and Melee: Sword and Shield and expect an
recovered at the next game session. ' zing amalgamate feat. Furthermore, you can never gain more than one Bc.mus
from specializations, even if more than one would be appropriate to a given
nge. Even if you possess Law: Common Law and Investigation: Research you
et the one-Trait bonus on a test for trial preparation, despite your multiple

A character with multiple levels in a given Ability is cestainly more expet!
enced and proficient than an individual with just one Trait. Most cimracters.fﬂi
into one of three levels of Ability; greater amounts are very rave, limired 1o ¢lds
The total level of Abiliey in a given field corresponds roughly o the charact
professional capabilities: R

-

ecialization is a concenfrated arca of expertise or practice. You cannot,
?ﬂm}bic, take a Melee specialization in “swords,” ora Medicine speciatization of
ling” Appropriate specializations refer to one focus of expestise oy to one type
ellent knowledge within the Ability, such as Academics: Antiquity or Oceult:
d Love,

Competent (Able 1o earm a living)
Professional (Licensed, capable of supervision)

Journeyman (Bachelor's degree or instructor)

Expert (Master's degree or researche S o b 2 U ONCCT

pert { Aaser's degree or researcher) ou'may take a specialization within an area of study. As such, you concen
Master (Doctorate or true innovator) e ur research in one particular facee of that sub-specialized Ability and thus,
Some rasks are simply too difficult, or they require too much skill, 10

attempted by a character without the requisice Abilities. The St’{)rytelle_f.



Note thar the Bonus Traits from a specialization is not bid or used like oflie
Traits. You simply are “one Trait up” on challenges within that specializatio

Example: Frederic is a proficient bard who excels in pocket-picking. He has th
Ability Legerdemain x 4 with o specialization: Tickpocket. When Fredevic is i
middle of a fantastic tale on the street, he makes sure to bump into people and,, with nirb,
fingers, swipe acoin from their pockets without ahint of malice from his audience. Frederie

novmally uses his cight Physical Traits, but when he flexes his Legerdemain skills o pick

pockets, he has nine Physical Traits due to his expertise. As long as Frederic retains at leas
one Legerdemain Trait he may add the one-Trait bonus to his remaining Physical Trai
when initiating challenges of his chasen specialization. '

Academics covers the standard curriculum of the Middle Ages: the triviumy
grammar, thetoric and logic, and the quadrivium of arithmetic, astrononj

geometry and music. Anyone attending university learns the lore of the world:

divided into these two categories. Any character acquiring Academics within th

last 300 years must choose the Trivium or Quadrivivum as an initial field of expertis

{and can acquire the other one later). Only vampires created before the rise o
medieval universities or thoroughly self-taught individuals escape this require
ment. Any other categories seem strange at best and actively suspicious at worstta
conventionally educated people. o

Your character must know Latin, requiring Linguistics x 1, o ;1cqlli¥é_3th'
second dot in Academics. o

ALERTNERS
Alertness is the ahility to notice things going on in one’s vicinity, with:o
without actively searching for them., Most Alertness reteses pair it with Percepgion
relared Traits, and it generally applies to physical stimuli rather than matters o
moad, the soul and so on.

ARIMALREN .

You understand the nature of the beast and the temperament of animals. Y
admire and respect their wild and untamed ways, allowing you to empathize ang
communicate with them. I's not so much a cut-amd-dried language, butrather, yougat
sometimes deal with them more equitably. Though they may retain » healthy fe
the Beast lutking within you, you know whatdrives them and how toassuage their fe2

teach it asimple trick, uptoa limit of one trick for each Mental Trait the anitnal posse:

ARCBERY

Experienced archers also know how to maintain and repair these weapons, a1x
some cases how to make them as well, Archery covers crossbows and other rek
weapons. it does not cover spears or other thrown weapons, which require Athl
Once you possess the Archery Ability, you may opt o bid Mental
instead of Physical Traits in the event of ties. :

ACBLETHS
- Athletics is aptitude for physical exertion, be it during relatively formal sports
ﬁply in the course of an active life. Athletic feats directly related to combat
cavered by Brawl, Dodge, Melee and other combat abilities, except in the case
hiown weapons. These require Athletics,
Your Athletics Ability is used for reeests on most forms of raw physical activity,
werobatics, running, climbing, jumping, swimming and throwing. You may
cheose to focus on something you do especially well.

You roughed up your squire brothers, wrestled men in tavern brawls and
y_bé_ even kilted a Hon with your bare hands. You might have some mifitary
taibing, or maybe you just grew up with a sibling who beat the snot out of you and
supht you how to defend yourself. Whatever the case, you know how to dish out
age with your fists and feet.

Use the Brawl Ability for retests in combat when you are using your natural
seapons (teeth, claws or fists). This Ability is also the province of the martial arts,
fthimzh you should specify which art when taking this Abiliey.

Sommerce is the Ability to successfully bring goods to market, and all that
ils e inchudes the ability to evaluare various goods how to best marker them

s: Assuch, Commerce conveys a general sense of the shadier side of life — what
Ddém._ﬁxl% will call “streetwise.”

Jrdftsisan Ability covering skills of making and fixing things with your hands
Waliiating such work by others. Skilled craftsmen produce works known for
Deauty as well as their utility. You must choose a field of expertise when you
rchase Crafts, and you may buy additional ones with experience or Free
“You can use Crafts outside your fiekd{s) of expertise 10 undertake basic
sand evaluate the craftsmanship and condition of an object, but not to build
fye ling from scratch.

A be Dark Medieval, Crafts also covers what will in later centuries become
l dsciences ke engineering. Architecture, Metalhergy and so on are all fields

trtise under Crafts.




You know how to duck a punch when its wimed your way. You possess (,mmgh
fighting savvy to avoid physical harm by manipulating your body away from
direcred arracks and, to a lesser dq,ru, missile artacks, however you can only use
Dedge against any attack that you're consciously aware of. Dodge is used to 1u,1
challenges where you atternpt to avoid physical harm.

€MPATHY

Youare sensitive to the moods and emotions of people around you. When ye
listen to someone, you understand her feelings. You can identify with other
tell when people are lying or holding back while ralking to you.

With a Social Challenge you can determine if the last ching that someone sif
was a lie (although Subterfuge can defend against this expenditure). Allnrmnvel
you can attempt to determine the subject’s cusrent Demeanor.

€TIQUETTE

Youknow whentobowor kneel in the presence of an elderand how to address thiet
in a polite inoffensive manner. You can hold a toast with the best of them, and you ki
your cool in any social scenario, from a lord’s banquet to a peasant’s wedding feast.

The Eriguette Abitity can be used with Social Tests to impress or blend s
parties. Ifyoumake asocial faux pas, you may expend an Etiguette Ability immediatel
to negate the blunder. (Your character knows better than 1o make the mistaké.):

€XPREFIION

Words and feelings flow freely from you. When the muse strikes, you put pe
to paper and pour out a torrent of emotion and stirring imagery. You can conve
message and meaning in your azt, from symphonies to poetry, and whatever y
write is both clear and moving.

When writing or composing, you can sink true Expression into [he, Wl
Works created with Expression x 3 or more have the potential to Lnt!&l
Toreador, as per their clan weakness.

hEARTH WIEDOM

This Ability compiles old wives tales, as opposed to the established flct, It
unsystematic, but in its haphazard way, it covers the body of knowledge accumt
lated by peasants, traders and other peaple who do not benefit from servants or li
inisolation. vincludes mundane margers such as which plants and animals ares
to eat in the aren, which herbs are good for cooking and relieving minor aches
pains, signs of impending bad (or pood) weather, rules of thumb for resolvin

mﬁmlm\cwﬂ

athmidation represents any of a broad variety of techniques for rerrifying
iple into compliance. Such tools include anything from physical size, to a
ticularly frightening, toothy grin, or perhapsanimpressive show of supernatural
Lngd

You can use Inmidation when trying to taunt someone with a Social
allenge, or with cerrain Discipline powers,

NVESTIGATION

ou know how to pick up clues and put rogether disparate picces of informa-
ir. By habit, training and a scrutinizing eye, you can set a jumbled mass of data
feo-order, discovering identities, motives and patterns in an otherwise chaotic
6. You can use Investigation with a Mental Challenge when trying to puzzle out
mieaning to a seermingly random scene.
Al
TLawisthe oy of knowledge about justice and its applications to practical affairs.
Dark Medieval, Law covers two wildly different subjects: the organic —not 1o
ention chaotic and contradictory —uaccurnulation of common law hased on case-by-
case ruimgs, and the rigorous, academic tradition grounded in Roman taw and guided
Togic and thealogy. The higher a chatacter’s social rank is, the more the latter
niinates. Canon law — the religious laws of the Church — draws primatily on
Roman faw for its assumptions and principles of developrent, and scholars in canon
have asignificant advantage in familiarity when issues of Rosan-based secular law
The same applies g0 secular legalists trying to deal with canon law.
Use the Law Ability in court situations or with Social Challenges involving
al matiers. Because the legal body is so vast, your Storyteller might require you
elect a particular area of study.

When you speak, people listen. A good speaking voice and self-confidence
apowerful presence to a leader. The Leadership Ability represents your ability

cgerdemain is facility with feats of manual dexterity, ranging from picking a
from 4 belt, to juggling and feats of trickery like palming objeces. Tt
es the stealth and concealment involved inusing that dexterity wichout

ou can use Legerdemain in both Physical Challenges (such as picking a
thand Social Challenge (such as performing 1o captivate an audience).




Solitics Ability is useful primarily in dealing with mostal soclety or
able to manipulate the outcome of baronial activities with
well-timed Social Challenges. Politics is also used
cals. It coutd even be possible, with enough

free. Growing mast mguisti o
pree lmfmg mastery of Linguistics covers the principles underlying lang
leg < ; s =X 5 oy . -
rrelations and evolution as well as the contents of specific tongues.

mepigine

) ‘i\/{e{.ficine. is the lore of the human body. Depending on a character’s partic
ll*lClln‘d?..lOll, it might cover both practical relief of trauma and in_u‘r{l}lt; :
ac-admmc tradition based in Greek and Roman scholarship, which iqlr {-{ d;l‘ _-__ii_l
mistaken abqut the realities of anatomy and physiology i\/[’edfcfne (\1 © lt_n gleat_l
knowledge of which herbs and plants are useful fm-' re'm'edying illsd o cavesh

“hce. You might be
joper Influence and some
i hidden motives and broker d
lout, to have a conversation with royaity.

Enowledge of Politics includes, by extension, an understanding of the bureau-
vels of power. You know who to bribe and how to get your word across to
o obstruct others with ir. By determining
time and simply

isce
icalc

it players of gavernment, or how
jimportant in a given strata, yau can usually avoid wasting
joht to the person with the power to do what you want.

You car » Medici ili

A ]L 11]1 use the Medicine Ability to speed a mortal’s healing by one categor
" unded morral would heat as if Bruised, for instance. Medicine may be us:ed for
) - p e - Ny pe . - H ' ' )

e S01Ls ufi research and tab work with a Mental Challenge. As Medicin
represents such a vast field, you St i fy ve .

avas d, you Storyteller may require O speci !

epresentssuch Id, ay reg you to specify your field
expertise: Leecheraft, Midwifery, Herbal Medicine, etc. "

meree

Iff,mu‘\fu gorsomething in your hands, you're a deadly fighter. Be it asword, astic
ar a pair of sheep-sheurs, you can use it to damaging effect. Exlvér{(l Mek; f\'(n-(". t g
hnnd@)~lmnd combat when you are using a close combat weapon ii(l; ( ]“ELSF[S o
cooking cauldron. Certain weapons function best when \;’iélc'ie(l lb rach :d I‘“ 7 (;
Melee. This Ability also includes the knowledge for the upkeep of ;\/;elc; “L‘i‘;;:n‘:‘t

e

The }}Edd{:u world teems with mysterious secrets. By unlocking universal keys:
and studying the basics of spirituality, you can learn the shadm‘ir ﬂt‘[llsmwf f}i
COSMOS. Your Occult Ability serves as a general-knowledge of l'hex %]L-[()cm:tuf'l.l'
alerting you to the existence of many varied sorts of inhum'ﬁs } s (ci
paranormal events, e

a working understanding of what makes things tick. With time,
alter most of the erappings of medieval society.
at sabotage, The Repair Ability is widespread
usually catls for a Meneal
complexity,

You pt
sand parts, you can fix or slightly
nowledge also aliows you to excel
o inventors and handymen. Using ehis Ability
llerige, the difficulty of which depends on such factors as the irem's
s and parts available, extent of damage and time spent on the reps
and alignment. You'll be

ars.
ou can also get a basic sense for spatial symmetry
hero of the day by saving a rich noble a king’s ransom by explaining, in simple
‘that building a stone keep on marshland is a bad idea.

Ride is the ability to travel astride a horse or other riding animal, keeping it
enced riders can fight from horse-

it control in varying circumstances. Experi
te the quality of their mounts and

“rend horses' common ailments and evalua
ed gear.

SENEFCHAL
Seneschal is the ability to administer holdings, from houscholds to kingdoms.
vérs the knowledge of physical assets and their needs, from harvesting crops
the maintenance of buildings, management of various taxes and the social skills
led seneschal can evaluate

stdinate others’ labor, and resobve disputes, A skil
1 experience and theoretical knowl-

Some Discinlines re - H :
I Disciplines rely on the Cecude Ability. Oceudt grangs some basic {and
e 165 ¢ & 3, " 5 3 3 3 N 3
omets ?lcrir(:)nfu)ns) knowledge of the various denizens of the supernatural world; for

O1C GeLL AL 5E y i .
ctailed information, seudy Expert Ability: Love in a particular subject of interest::

PERRORIDANCE

You are a i ;
i L 1 atrue virtuoso. Whatever your chosen medium is, you have a gift for
st ndeavors. Be it playing an instrument or bardic entertainment your skill:
allows you to amuse and even earn money - .

- ‘?f)tu:’l;e?;fm*:.nance Abitlity can be used to earn a modest income, just like oti.le
})C,.J;'(f;; ;:;:()L;llziil‘; \)’;‘)u’mu{sr zvllS(_? choose a specific are form when you take:
o l,) such a: 1.‘ay‘1‘ng &n. instrument, singing, acting or dramatic readings
Note that erformance is generally anything done before an audience, while
l:ixpressmn most often focuses on literary or musical composition and! Cl'ﬂf%..
concentrates on tl?e creation of physical objects (such as paintings or, séulﬁmn‘es) :

POLITICS

o T}Ee world of influence trading and favors is extensive enough among mortals,
: ;f;lgl],[}tzf;ev_‘ll?“_)t Zillnf“:k! the High Clans. Through observation, inrigue and a hit.
._ alk, you've IL,_cunLd how to handle appearances, what a speech really mean
- and where the deal-muking is going on. In short, it's }-’olitics di usual T

oi're exceptionally good at finding stuft. Whether it's a misplaced shield, the
sestdeals on salt pork or the best places to sisip clothes and goods from the dead,
FOU'EE a wiz at knowing where to go, who to talk to and how to get what you need.
ranted, the things you find are rarely brand new or exactly right, and they do rake
“and favors to acquire. Still such ability is wseful when your finances
11 sparkling or theft is out of the question. Scrounge is very often emplayed by
e Nosferaty and some of the Low Clans, who tend to make a life out of other

)«" o ~ -
ple's second-hand wares.

G

are less

unetion with Mental Traits {although the’

vounge is typically used in conj
haggling), and can be

telier may occastonally require a Sacial Challenge for
fut when looking for particular items or searching a place that is in shambles.




$C€A£CB R

By blen(img into caver, biunmg your lines qnd mnvmg carefully dnd quse:ly
you can evade notice or sneak past péople. You know how best to take advant: 1ge
of surrounding cover and how ro use light and shadow, Opportunities forunrio

~movement are not lost on you, as you understand the uses of timing and dive

With an appropriate Physical Challenge, you can sometimes sneak péi%t
notice of guards und searchers (who contest your Ability with their Mental Tra

and Investigation Ability). You also use Stealth to *augmcnt Dlsuphnu m,h a
Obfuscate atid Obtenebration. : :

BUBTERRUGE

There are many ways to talk about subjects, and equally many ways to uncover:

their secrets indirectly. The art of Subterfuge is the art of reading these tr
usinig them effo_rricssly.' .

Subtcrfugc Abll;ty and make a Socml LhdﬂcngL 1o dutcrmmc one of rhc
Negative Traits ldarLd ro the topic.

SURVIVAL

Swrvtval represents a knowledge of terrain, how to find .si)elter, wiauc 10 f _nd
water, technigues in hunting, edible and poisonous plants and fungi and se on. THis
might also represent your will to live, your need to do anything and everything to
come out on top. 1t also provides some assurances of a safer existence fOT thost who
travel outside the cities. .

Hunting and avoiding ddngjur in the wilderness usually rchu onaP h

Challenge. With Survival, you can substltutt, your Mental Traits if you s, d_ st

- CHEOLOGY

Theology is the lore of the queen of the sciences, th& study of God’s w:li inall
things. It combines historical scholarship with logic and a measure of artist
v(plcsmon Thc’(}iog) by 1t:>clf dou, TOE maku a Lhamc{e; aruculd{c,-i)tir-it can

of (J()d commdmimcnts 11@@1&(111(1 thL orrilod{)x agree, ami tht,r(, is {h '
cal dlmcnsmn to pulm(,d] ¢conomic <md other (Elsf&grtemuits KC{,}) inmind!

conviction, but ()f know: lblL Lruthq bllﬁteptlbic to reasum_d (malysss

BACKGROUNDS

Your Backgrounds help to flesh our ties w1t§ mortal agencies, rok, in i(md_
_ sous_ty and hgneflual TesOutces avs nldbl(: Each Bdckg,luund is mc,d dif&rel‘lf1 /

cormmon use of tth bLanlt ‘%omc Bagkgrnlmds dlrutly lfft.Lt ymn Chdiac{u s

ﬁ Ll€$

A fLw fucnd ar f}lmlly, uthu kcpt fmm the. ddys bLfolc your ElllbrrlLC 01

ivities Youl ‘wtorytcllu will j)mbably rcqmrc you to dcflm h(}w you kL(.p your
“and their relations to you.

-Ea(_h All;es Tr ait pms(,ssul mpu,sanrs one pu 0N that you can mll on for aid.

dg,e person i town. Alfhuugh your z a]l:es mig,ht‘ not hc aware (}f your (,(umtc
@ thLy can he (.1LIITL ustui 1f directed propgrly

{()i’ Certain services durmg, (iowntlmcs by nonfymﬂ your Hlmytdiu

. Au al]y can he directed o f(_)]low up on reseatreh or aceivities that you have
trted. If vou undertook a specific task previously, like tailing someone, research-
t'ig' a pr()]ccr or hui[ding ;;'dcvice ymlr ﬂllim can ctmrinue the wark d()ing so with

sily help as bong as you tie up your Allies Background Traits in this manner.
e s"airy of c*zliinu oI ymsr fa]lies 00 dffen An ;ﬂly might call onyoufor mutuak

Wilh the Ilght contacts in all walks of life, you can get a line on all sorts of
hil-information. Although having an ear to the ground doesn't necessarily
ovide you with good help or loyal servants, it does mean that you know who to

I game terms, your rating in Contacts represents the mortals who are willing to
iisors and information. When you callon your contacts, you check with your
il grease a few palms. In return, you get rumors and information as
sed of a certain amount of Influence. Doing so lets you find out exactly what's
on within a particular area of Influence. You can get information of a level
o however many contacts you vse. If you use Contacts x 3 on Church, for
you get information as if digging up dire with Church Influence x 3. The
tage of the Contacts Background is that contacts can be switched from place
ace each pame, getting information in different areas at your demand.
ng Contacts for especially dangerous or secret information might require
5DL11(§ some.money or perform a few favoss, at the discretion of a Storyteller.
ukm:: can cause umtfmts in one area to dty Llp, ‘;uch as.a plag,ue




{Note: Your contacts will not generatly funcrion as aides or lackeys thar woi
otherwise encompass the Allies and Retainers Backgrounds. ) o

- : ' ' (SENERATION

- DOMAIN ':. : Generation Trait Ability Blood ) (\Viliplower)
o ) ] L ] . : X, Max. (t_otallper turn start/max
Domain is the physical territory, almost always within a town or city, 1o whig : Ma ; 11/1 2/8
you control access for the purpose of feeding, You can’t keep the living inhabigant Twelve 10 - | 4/8
. [
from goingabout their business, but you can keep watch yourself. You can abso by . Eleven 11 12/ /10
allies or servants specifically look for unfamiliar vampires and alert you when the , 12 13/t 4/1C

tind some. Domain refers specifically to the land and properties on it, as oppos
to the people who might dwell there (which is the emphasis of Herd). Domain play
an important part in Cainite society. Vampires who lack significant domii
seldom earnrespect, but it isn’tan automatic entitlement to status among Cain e

5
5

13 5 14/2 6/10

14 5 1543 6/12

6 6 20/5 - 14

e - , i 18 30/6 8/16
Each level of Domain size reduces the difficuley of teeding checks by one Tra 0/8 9/18
for you and those you allow in. It also adds to your starting (not maximum) blogd 20 40/ 1'7
pool. If you use the Domain security option described here, each Trait of Dom _ : 25 : 50/10 10/20
security raises the difficulty of feeding checks by one Trait for aninvited AAMpires; ! !

Characters in a coterie can share their Domain resources for better results, St
to cight pooled Traitssecure all of asmall town asa domain. Tento 15 pooled Trai
secure an important but not huge trading destination or center of pilgrimage. A cit_
like Rome (fet alone Cairo or Baghdad) would require many hundreds of pool
Domain Traits. :

Some common factor ties the herd tegethes, whether it's shared member‘slm‘)
i A monastery or chivalric order, being members of one ora f‘E.ZW extended f.am';I l%us:
tesidence along a particulas street, the practitionets of a certain erade or someir 1111%
Work the details out with your Storyteller, since threats to and the fortunes
voit herd are great sources for stories once play begins.
“Each Trais of Herd providesan automatic Blood Trait per night your characrer
w6ses to feed, in addition to the vagaries of regular hunting. o
“(Note: Should a Cainite drain more than five Blood Traits i.n asingle ’rc\cdu-ug
ssion, the submitring Herd will fafl unconscious and, dcpcndmg on the Story-
fler, will die without proper care, No more than three Blood Traits may be safely

Storyteller’s Option: Your Storyteller may allow you to designate one or moit
Traits in Domain ta increase the security of your character’s territory rather than ifs
size. If this option applies in your chronicle, each Frait assigned to Domain security
provides a one-Trait penalty on efforts to intrude into the domain by anyone yo
character hasn't specifically allowed in and a one-Trait bonus to efforts by youl
character eo identify and track intruders in the domain. A domain of one Trait’s siz
and two Traits” security, for instance, is small but quite resistant to intrusion, a8
opposed the domain of three traits’ size but no extraordinary security, Domain secufity
can be used with pooled Domain Traits as well, at the Storyteller’s discretion.

GENERATION
Generation measures the number of vampires in a direct line between the
character and Caine, the First Vampire. Most new vampires in the Dark Medieval:
are of the Twelfth Generarion, and having a lower generation means that an elder
(or a successful diablerist) chose the character as childe for reasons of her own.’

hERD
Herd is the deliberately derogatory term among Cainites for mortals who
readity submit their blood to you (and vampires you allow o join in), Motives for;
this submission range widely, from believers convinced that the Cainite is a dark
angel granted divine authority over them to ambitious schemers who regard the
humiliation and fatigue as the price of admission o the vampire’s favor f
negotiarion and power over rivals, 1¢’s hard to give one’s herd derailed ordets:
they're addicts to the experience of feeding, not much use as allies or contacts
{unless you also buy those Backgrounds to refer to the same individuals). The
don’t automatically share all their tertitory and goods, either. Those requird
separate purchases of Domain and Resources.

ke from a vessel per night.)

ADRLUENCE
Influence measures the degree to which youcan make your wishes coumi.in mm:ral
iety. In most cases, you acquire Influence through multiple means, 1.11ciudmg_i
ersiasion, bribery, intimidation, direct raanipulation of minds and emotions, anc
ng herself off as mortal when necessary. It takes time to ;.1ccumuiat.c: more than a
L of two of Influence in a community of any size, and high Influence is the realn of
aifiites who spend years or even decades cultivating their positions or who. doa .lmA
fdangerous wheeling and dealing. Influence is not license todo w}mtcver.strllfcs ?rom
ey Ir's always casiest to get institutions to do what theyre already 1.nc]1nc.(l§l.t.t.)i
nstables need litle prodding to arrest suspicious strangers or h.reak up 1“1ut
rations whose owners haven’t been paying bribes, bu requite more incentive & 180
utkifling apparerttly innocent bystanders or tiying to arrest the most important f;mf:
caders. Roleplaying therefore supports straightforward declarations of Influence use,
nd more so s the vampire twists the institution’s purpose and outlook. .
Each level of Influcnce reduces the difficulty of relevans social endeavors by one Trait.
¢ep in mind that ehis applics to the field and area in which you have ]_nﬂucnce‘:_igsl}xsem:c
on, he cletgy of Provence mattersiotat allwhen dealing with the beer brewess of Vienina.




smen. In Western Europe, healtheare is largely regulated by the Church, Monks
nd wuns regutarly treat the sick and injured, and sore treatments or practices
s autopsy) are ourliwed by Church doctrine. In the Levane, northern Africa
Lsome spots of Moorish Iberia, Jewish and Maslim physicians study and practice
ﬁdihi{]ixcs created by the Greeks and Romans, by doctors of the ancient world and

(HURCH
In the Middle Ages, the Church has considerable control over temp.
society, and its policies exert considerable influence over the direction of pol
and communities. Knowing the appropriate people allows insight into the
stream faiths of Christianity (Catholicism), Judaism and Islam. When you exéy
Charch Influence, you can change religious policy, affect the assignment or ¢
and access a variety of lore and resources. Contacts and allies affected by Ch
Influence would include ministers, priests, bishops, Church-sponsored “wite
hunters, holy orders and various attendees and assistants. :

Cost Effect

i Identify most secular members of a given faich in che local aréa;

asionaily those brought from the Far East by travelers,
ost Effect
Easily access the services of midwives and village healers

Access to a single Blood Trait

Access to healers with a Himited capacity to treat mundane ailmenrs
Access to two Blood Trairs

Pass as

1 member of the clergy

Access to a supply of non-fatal poisons

Peruse general church records (baptisin, marriage, burial, et Access ro healers with a descent capacity to treat mundane ailments

2 Identify higher church members Access to three Blood Traits

Track regubar church meribers Access to a limited supply of fatal poisons
Abuse noble funding (250 coins)

Access to four Blood Traits

Suspend lay members

3 Open or close a single church

Find the average church-associared hunrer Access 1o healers with a great capacity o treat mundane ailments

Dip into the coliection plate (250 coins) Have bodies exhumed without religious condemnarion
Access private information and archives of a church Have people quarantined as lepers or plague carriers

4 Discredit or suspend high-level church members Access to five Blood Traits

it an age where the quest for leamning and knowledge is taking on a new
ificance, those who have access to knowledge are powerful indeed. Someone

Hire a small group of well-trained hunters

5 Borrow or access church relics or sacred items

Access ancient church lore and knowledge

ence, one finds the tutors, scholars, monks, minstrels, archivists, clergy, and

or talent to the elite over the unwashed masses, You don’t necessarily have adil
link o nobitity, but with the Court Influence you might find yourself invite
revels where such nohility can be present.
Cost Effect
| Learn what is fashionable (e.g., Far eastern drugs, spices)

“young and impressionable minds,
Effect

Access to a limited variety of books

Control informasion dispensed to a small audience

Learn about celebrations far in advance Know a contacr or two with useful knowledge or skills

2 Be known on sight by the local elite Ouaote the classics extemporaneously

Borrow 150 coins as idle cash from sich contacts Ohbtain, access o the historical archives of minor nobility

~ s . . el JEF ceriaim [eerar sosrle s e e
3 Crush promising arranged martiages, spread damning gossip. Ger certain literary works banned

COnsT % . > 5 indivi al ineri ;
4 E’E()l‘)n(jb “chl ahove your starion Sui‘l‘()urlding cities (-0[1{101 kll()\\’ltngL (}f Al ].l’ldl\’l(gtldl INSTItution

Obtain invitarions to importans and royal celebrations Obtain access to a large variety of books and tomes

he hidden world of the supernatural reems with secrets, conspiracies and
Ual facrions. By using Occudt Influence, you can dig up information to improve
Nowledge, cer inside the occult community and find rave components for
tuals. Cult leaders, charlarans, Gypsies, witches, would-be oceultists and
dimgerous elements can be found here.

Healthcare in the Medieval Ages is primitive at best. Depending oY
religious or personal medical preference, you might end up with the black pl]zl__
legless from gangrene or dead with leeches draining cold blood out of yout 2t




Effect

Contact a make use of common occult groups and

their pradis

Knaw some of the more visible oocult fipures
Know and contact some of the more ohscure occult figures
Access resoutces for most rituals and rites e

Know the general vicinity of cerrain supernatural entities afid
{(possibly) conract them o
Access vital or rare material components
Milk impressionable peasants for 250 coins
Access some oceult tomes and writings
Research a Basic ritual
4 Research an Intermediate ritual
5 Unearth Advanced ricuals

POLICI¢AL

Bribing influential nobles and attracting “favorable” merchants

arejustafe
the antics that fal

Is under the purview of Political Tnfluence. Well-timed blackusa
 bribery or any sundry tricks are stock in trade on both sides of this fence. Some of the
likely contacts and alties include nobles, sages, landowners and merchants.
Cost Effect
1 Be in the know as to the policies of state

Identify real platforms of politicians and parties .
Have contacts among those in power (e.g., bailiffs, members of the
court of the city) '
Garner inside information on process, laws and the like
Gain the prince’s ear on a minor issue
Giain information on and from secret meetings
Spend a warrant reward (1000 coins}
Gain the prince’s ear on a major issue
Subotage the reputation of another through political intrigues

Suspend minor laws temporarily (e.g., tax on every third animal
brought inte town)

BLREET

K.eép 4 contact or two in most aspects of street life
Access small-time weaponary
(et insight into other areas of Influence -
- Asrunge some services from street people ruffians
it knives or other uncommon melee weapons
Mohilize groups of prasants
" Beg or hold a “collection” {50 coins) R
"Gt hold of a greatsword, broadsword zmdA shield or erc; .
Control a single medium-sized gang of thieves and rutfians
Arrange impressive protests by peasant people
. Rﬁ.ﬁﬁpORCAClon i ween a major skitmish
mﬁijﬁﬂation Influence can mean the d?ffercm;e bcfwgcn‘ f,li (S{ 1 W;lies ot
rlﬁiﬁg' through town unmolested. (Sem%ag acce:‘%srl];) ?;IL:;L thiln.gs o and
s can also take a measure of Transportation. Mose all o 1 ; l.mc e con be
fled with a bit of sway c.wcrhnrscs,popts,clﬁcphants,aiv.je‘ (mvfr i
ctg like shipping and trave! artangements. For m;nla‘y ](_Jnrl.mbitc.:n Or .]tn.i\,mg "
et the difference beeween arriving safely at one’s< e;tfxml 1t_his B‘; e
pavel is dangerous and difficult in the Dur'k Mﬂ?{c,\,éfn:;neg :
__eib a Cainite avoid most of the worst perils, such as Lupines.
Effect
Know what goes where, when and why
Travel locally, quickly and freely .
Track an unwary sarget if he uses public l‘mnspm‘ta[mri‘ .
Arrange passage safe (or at least concealed) from mundane thre:
(robbery, witch-hunters, erc.) N 1
Seriousty hamper an individual’s ability to l’.["(.l?fC.
Avoid most supernatural dangers when ti“avclm;.;
Shut down one form of transportation temporarily
Route money your way {200 coins)
Reroure major modes of tavel

Smugele with impunity

5t ‘Most Cainites are pretty well left to their own devices i]ft{':l.' ILlL;:Zt), tbi( i“:]i]
fgnored and often spat upon on by their “betters,” those in the dark alleys and 5. Mentor reflects the continuing presence of an -oldcr vamprujL :N 11 1—: (m~ e
slums, where plague and pestilence scurries along by the gutter, have created their tetest in your chasacter: providing advice, aid and mﬁucnc.e, d‘?l?‘-r%‘ 11;1 i’m% nor
ownculture todeal with life and any outsiders who mightcome calling, When calling entor’s interests, The mentor is not a cure-all for your character’s pm ' flilc£' lown
on.Street Influence, you use your connections on the underside of the city to find the the mentor at your beek and call, since she PWSU‘“““?["' ha.s mﬂ_t‘t.tll i O eCHives

lepers, thieves of all sorts, ruffians, petty criminals, prostitutes, residents of the cheap toartend to, She isa goud source for letters of introducnfn"l,btsF(‘)rsui >er:‘1,
side of towns, actors and fringe elements of so-called “deviant” cultures. S N Clirrent problems and other relatively discreet, specific t-asm.s‘tan‘gg..‘ e 1t
Cost Effect C g “The mentor is often your character’s sire, reraining suclalA t'lti.'o .<1V E;r .er:}iii;of

1 Open an ear for the word on the street - can'be any other elder you encounter along the way, however, or even @

) emere chantry or the
_ _ ) 3 ) _ 1 e the members of a tocal Tremere chs
Identify most cutthroats and know their turfs and habis ike-minded vampires such as the members of a foc

Live mostly without fear on the underside of the city




The level of aid that your mentor can give Liepencls on the number

= YOUT QWL H y{_]l_ nave f::_\pt.'

f()i“ Stanc ( A H i ) if ith
instance, your 1y tted on to gift you with or

from Expert Ability: Cai

une, ifyour mMentor is vcn,r powe
erfal {f

or fl\e lr'nrs) you can hnl row two levels. (

y aits allow your mentor to instruct you in a

fic) that you do not know,

Trairs, your mentor can instruct you in an Intermedia
that you do not know.

* Alsoatacostof three

occult knowledge

or five Traits, your mentor can train you in the ph
if your deeds and reputation are worthy enough to 1

oviding roo many different power

e, the Storyteller may lower your toral Mentor T
a5 you :li on ]11\ ]\nnw]t'dz,&. Th ; i@ represent “that as
racter learns the mento has le )

REFOURCES

You have

natically due te your investments, trade ‘m(,.l hc)ldmgﬂ,.
Your number of Resources Tr

re. By expending temporary Resou

ts determines rthe amount of wealth tha
virs (which rerurn art the
n deaw on your regular income, as shown in th
end permanent Resowrces, vou ¢
oryteller aly
lul\,’ puwui‘ul uses of Rese

of a crusade, felle
tike. They may

. MEnt (0 you so that you :
cct in play {and what might make interesting surps
Keep in mind when designing rerainers that feudali
measure to limit the power of those inaurhority. ol e

Mo Traits:

One Trait:

Two Traits:

Three Traits:

Four Traits:

Five Traits:

REsouUrRCE ALLOCATION
Poverty; yearly income two coins. You have a leaky
seraw hut on the cheap side of town. Going abroad is
too rich for your daydreams.
Small savings and holdings; yearly income 50 coins.
You can maintain a typical residence in the style of the -

- social class you choose and seem unmiserly, even ificall

becotmes a pumpkin and some rats at midnight. You
can maintain a servant or hire specific help as neces-
satye Though you may entertain thoughts of tr avel, you
do not possess enough weqith to maintain your home
from abroad;
Modest sayings and holdings; yearly income 250 coins.
caridisplay youiself as a member in good standing
of your chosen community, with the occasional gift
and indulgence becoming a person of quality. You can
maintain a small staff of servants. A fraction of your
resources areavailable in letters of credit, readily
portable ]ewehy and other forms that let you maintain
a standard of hf& Not yet capable of portable wealth to
travel.
S:gmflcant savings and holdings; vearly income 500
coing. You are a profninent and established member of
your community, with land and propesty, and the
reputation that lets you draw on credit at very generous
terms. Trust is as much a key resource as any particular
valuable cof’ nodity ac this level. When you travel,
you can mamtam a one—Trait Resources lifestvle for six
months. ¢
Large savings and holdings; yearly income 5,000 coins, -
Troubadours spin tales about the richness of your
clothes, the health of your livestock and the heauty of
your home. You hold more wealth than many of the
local authorities {(and need to deal with their jealousy
from time to titne ). When you travel, you can maintain
4 three-Traif Resource lifestyle for a year and a two-
Trait lifestyle indefinitely.
Rich; year Ey income: 10,000 coins. You have vast and
widely distributed assets, with large staffs, huge tracts of
land and connections to every level of society through
out aregion. You travel with a minimum of three-Trait
Resources comforts and more, with a litele effort. Kings
and cardinals sometimes come to you for loans.




to theirvassals’' needs. Retainers :
abuse their :Ll:rl:i:eistﬁz :’; oot ‘;Ught tomatter to the characters, and if charag
or even legal actioiq N \rlorsy? ler can a,nd should make this a mateer for s
mghtmme(-)&he mcdievy[ IL L‘l'cll"(.lCt(.“‘I‘S own lords, Untrammeled powe
spiritual suffering, and "‘{ bdht,lsmnethmgfearedas the source of both physical
o ilc : i “wou d be greatlv out of character for most n].
at liberty to treat their retainers any way they might want &

y.character contribuging to the pool may pull his stake out at any time. 1he
antee some damage. The character gets back one Trait less than she
wceably requires spengling half the time it would

. Making the transition more pes
levelopanew Trait inthe relevant Background for each Background involved.
olsang build their

camples The members of the coterie known as the Sems of the Vog
J Herd. They shave the blood of all of the mortal vessels at their
Lof five Traits into Herd. They also decide to shave n the physical
dmortals take residence, along with surrounding farmlands that
aobility holdings, so they pool a total of three Traits into Domain.

[ 50ME INSTANCES, she pooled Backgrounds will come under attack, resulting
aits, As theanchor Background score rises again, so dothe scores

Tassof total T
fiose anchored to it and it takes only half the usual maturarion Traits to restore

s lost associated Backgrounds.

“The coterie can also change the anch
e usiial maturation Traits 1o buy the next
iemiains in effect: Any other Backgrou
hen the loss follows from a change of
reak in rehuilding them to their earlier levels,

UG pOOLED BACKGROUND3

Pooled Backgrounds are shared resources, essenti
opesty. Anyone who contributes to the pool (no matter how
{ the character donates to only one of the pool’s
r. Not everyone can use the

Afions guar

_ckgmu'ﬁd pool areun
posal, They putatota
where these Her

MUS[T(‘Ig'i OTS are of average ilt
g o mal ;;T j\r;_;ﬁ;l\rt:ril ’gc ai"nl‘tty and competence: In game terms, theyh
s in wost r.h.(.mut;(, f(}tfl,:go‘ncs, perhaps three in' éie orgyo and rele
onities at no more 1 <' 1ru, taits. Approach your Storytefler if y(%'cnr" [
asing the capacities of your retainers with Experience Traits. ;
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or Background. Doing so requires double
Trait worth in the new anchor, and the
nds rated higher than the anchor are
anchor Background, there’s no cost

* A refainer o R
e th;q per e 1 blT used to manage your assets and perform tasks. Recaine
s fashion allow you to manage aal I o
. ¢ more Influence the i
e b n thisfashion 2 ags tence than normal. They ads
ver of Atrribute Traits the it
s that you possess f y '
e er o At i ! ss for purposes of counting yoiig
ol Influence };?Lh retainer directed in this fashion adds one to your m'}x?li' ﬂmi
[uene 'I ais. retainers are larer lost or killed, the excess Influence I( s
st, starting with the highest fevels of Influence held ) e T
* Retainers ¢ 3 i ' .
Syl Com\ (:m dmm}:’;menmli‘asks, as long as they are not abused Ihq}. n
2 e to your aid in time of need i o
: of need, unlike allies .
D e 1o your i n tm eed, allies or contacts, yet the:
: ar give-and-eake relationship in order ro secure a good puf)(& %
»l performane

ally the coterie’s comuunal
much she contrib-
utes) has equal access to ir. Even s
issociated Backerounds, she still has equal access to i
ool simultaneously, though. A Herd pool of seven Traits can granta total of only
ven automaric Blood Traits a night to the entire coteric. Just how those Traits
esplitup depends on the circumstances and agreements between the characters.

UPPER LIMITE

: By pooling Traits, a coteric can achieve Backgrounds that surpass the normal
ve-trait limir. This arrangement is normal, and it reflects the advantages of
ooperation. A group can secure a4 larger domain or maintain a larger nerwork of
H es and contacts than a single Cainite can, There is no absolute upper limit on
the level 1o which a pooled PBackground can rise, but things can get downright
udicrous if you aren’t careful. 1s usually best for the Sroryteller to ippose a 10
eit lismit on the anchor Background (and thus on all others). This limit
¢presents domain over a important rrading purt or cenrer of pilgrimage ora herd

hat consists of much of that same center’s population.

You may ¢ o declare the
e e ;C}?:;fil?;;l::,ldm :.?at any one of your retainers is a ghoul, if you'so
o ach Bi,(md T(rr,l i\,fto;l av; in your holdings, however, you begin éacﬁ
session’s pluy one Blood T ,us L.(;\tw? rom usm.tlf as you must feed and maintain the
o s © ufl )(:i-lt’.fﬂﬁ of Disciplines and an improved under:
: pite society, so they make useful guards, but too many can he

troublesome. Jealous 3 i
ot Jealous ghouls (especially when many are blood hound to the saime
ymitor) can cause no end of troubles B

POOLING BACKGROUNDS

Some Backgr
. Clogr 2 .. :
i (-,f,l(mril?undb lend themselves to joint ownership. Specifically, the
o : ] }1; may c};onse to pool their individual stores of Allies (‘un;:acrs '
’ , Anfluence, ESOUTCES 2 ,1 . . oL PR 4]
o . : s and Retainers, Generation :
necessarily individual matters. 5. Ueneration and Mentor ate

CHE ANCKOR

Youand the other players ¢ ¢
ared e ;Ez;r Ilzi‘:i:)rstu}}(?f}:se onie .Backgrmmd as the anchor that holds the
e oo foi h(.(.lh(,.s, this B_ackgrmmd is Domain, with the physical -
Dl o eyt for -lunArmg, \vllth also acts as a meeting ground for the

ith, a repository for their wealth and so on. Any of the pooled

dckgl(ﬂi (1 can serve i this role h VOVET: » -d l h ol 1 l ¢ 1]1[’_(‘
S Can E 5 M [44] 13248) [ ey o abs
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Al Cainites have Blood Traits, which fucls almostevery aspect of their being.
setve of vitae, which is human blood rransformed by the

Every vampire has a re
rence. A

e E . . s .
Cusse of Caine into the eldritch substance that sustains vampleie exis
Blood Trait corresponds to about one 10th of the blood it an average mortal adulr,
wies. (In addition, the process of feeding is not as

a pesson’s bleod throu sh apen wounds would be.
! gh O

No Background I .

: rou an i

Pkagrmm(d LEg(,)LS }}LE ;,m;)l can have more Traits assigned to it than the anchor

e o does it ; damaged by events during play or between sessions, othef
away from the characrers’ control, and it takes effort to win tﬁ(:l‘l"’l hack.

though human capacity v
traumatic as the loss of a 10ch of
he Curse is efficient in more ways than is evident.)




your tu, though youstiiobey the linmns
raise yous Physical Traitsupto the
ol Teaits added with blood beyond

cflexive actionatany time, notcoundng as
dexpenditure according o generation. Youcan
it of your generation for one conflict. Any addition
; for the duration of a single challenge.

A vampire’s generation determines her maximum blood poal: 'V~; .
further removed from Caine have reduced capacisy for blood. The ) '1" d L
much, and they can’t burn it off as quickly as their elders can ‘("1'&11?{ —‘iflvt 1\‘.‘13_1 '
a time when high-generation vampires become neatly in.di:tin ri:.f’;iﬁ;[f(:)ms_
mortals in their strengths, while perhaps just s susceptible ro e;ﬂ Vi)ﬂlb' d\ ’L f
w.caknesses. The small but growing ranks of the despised Thirtccnlti:glr‘cs*5&&
with such diminished capacities, provide fodder fur such speculati f‘*‘??m i
m.c;mtime, the advantages that are available to ln\v’gﬂnuraltion v('m:n?&i.w .
filablerie perennially attractive to younger, higher-generation riv-:l- ]p'll;{s' Th
improvements that are otherwise denied 1o them. . 7 * ooking |

4t point remain only

Blood-boosted Artributes produce peculiar manifestatio
your character’s self-conception, Someone who's normally
sy for supernatural reasons is mose likely trdevelop distended bulging muscles.
fe may-be noticeable changes when the character quffers damage, with tissues
- e loged after cuts and fountains of vitae coating burns and scars. Storytellers

ing
1l nse this sort of complication as opportunities for roleplaying, net as more
o make characters and playersyegret ever drawing on the benefits vampirism

ns, depending largely
weak but suddeniy

Your starting Blood Trair toral is determined by your generation. Wi -
come i.n to play, make a test with a Narrator as you pick up }.rm:r cl\;t:'zsr;ter :;-“ :
YOu win, you come into play with all of your Blood Trairs, as detcrm\il:%z by
generation. I you tie, you have half your generarional lim'it \of Blood T%'f.')y
;\zun‘ded up. If you lose, you come into play with only four Bl()é)d Tt'?l;;'(:( Ccll:d
“f:;rj(t;; (};I:SM, fllan ;‘11??1‘\;;.;11(;1.&:{33 orother (:ircums{an.ces m‘ight alter your 11L.1;Ilb
| aits at the beginning of play, and possession of the Herd Backgroting
atlows you to come into play wirth more Blood Traits, up to your gcnerarioﬁ limit:

sovides to offset its liahilities.

Feeding Others: You candr
ving vitac to other ereatures. Vampires

Ain cut One Or MoTe Blood Traits from cuts made
can drink then irand

or the purpose of g
e 1o their own bload pools.
s One Blood Trait is sufficient to tum a mortal into a ghoul. This state lasts

for-a month, and after that tfime, the ghoul must be fed more blood, lest he revere
When you have expended a great deal of blood, you become hungry. A hungs back tomortality. A Trait of blood measures approximately one pint, which nuakes
vampire is susceptible o the Beast and ro frenzy du; to the raven(::s?f;q.r ﬁ)r‘_‘:{.’tﬁl? idlifficule o secretly ghoul someone by
You are considered hungry if a¢ five or fewer Blood Traits, and * 101\1 Vm- A itfc - "s- Masquerading: Spend a variable number
susceptible tofrenzy at the sight, smell or taste of blood. If you h‘l\,fect. ) ¥ P ‘lé};l : onsequences of vampitisim in a blacd-borme fervor of activity: warmed skin and
Traits, you are ravenous, and your difficulty to [’egisé frenz du(et }“OOI _ewc.r- 0(1 ; : tézit_h,softencd complexion,snccz'mg,coughingand soon. A vampire in thistlush
one Trait, making it likely that yo'll frenzy at the first ¥ o '“ngelv goes up by figalth may pass as Fuuman in all physical ways for the duration of the scene.
Feeding is the only way to replenish f}l;) EKY lr*’t“,’}’wmlnlty «© {CCd.' Yoing so requires six minus Selfa(]()mm!.Traits’ wi
mortals, other vampires or Oi’hél‘ cr.*at'u;-ea; N vi.tlllqtl;l 03 qu?lt'ilk_c mOOd Traits f-“_’m vk of Humanity. Characters on ather roads mus
When you bite someone o drain blood, Lyou itﬁf(.{)]ljc )rfitlgi{‘:: ni[:l:‘i;lii;:r {{::ﬁlgf; raits {For a total of eight minus Self-Control Traits), s
causes a raprurous helplessness in normal mortals, and it is iﬂcnsn.n"ible‘l even (¢
L’F]lt_‘f creatures. Each Blood Trait drained inflicts a level of lcriaai d')(HYi s on the
victim, however, Up to three Blood Traies may be drained each turn (Yo;{::‘m close
the wound by licking it to seal up traces of your feeding. You ma c.ml. hr 15 ch
wounds that were made by your fangs. . y oniy heat su

slipping into a drink.
of Bloed Traits to hide the

vom humanity and have made a de
mortalicy in themselves. Vampires whoha
10ads that cultivate Instinct instead, have a
Ople. {They must spend eight Traits to invoke this effect.)
- Three Blood Traits can be spent to b
iis damage beals over the day, as the vampire s
in be accumulated. That is, you nee
venall in the same day. Youshould note th
mafks next to your level of aggravated damage. Omnce you have spent three Bloo
iits on the injury, it heals the next time th
aggravated damage per day in this fashion,
Wiltpower Trait for each extra wound healed in the same e
one or rore Blood Traits to fuel some vampir

You can expend Blood Traits for a variety of functions:

* Waking: Spend one Blood Trait when your character awakens each n.i ht

It takes a modicum of effort just to animate cold, dead flesh. - : '
-, * Healing: Spend one Biood Trait to heal a level of bashing or lethal dama
\‘(,)Ul‘. character usually must rest while this takes place. A slow walk or horseback
ride is usually acceprable (though particularly serious injuries 1ni;§ht rec uir‘c ot
reE;?xatinn), but running and fighting are out. If you want yo.ur 011'11"1ct]ét' to-héﬁ
while raking other actions, make a Sumival challenge aft'e.r sﬁelldi1; (the bioc}.d f
you fail, that blood is wasted. Noge that this is the only way in whichiqm hires h;’al.-;
wounds. I your character doesn’t spend blood te cure dama, !é si e’tl 1'{:m.ﬂiﬂ'.
damaged indefinitely, with the accompanying penalties. e o

though, unless you also spend
st period.

- » Using Disciplines: Spend
D}S?isﬂiucs, as described in Chapter Four.
nstitutes an action, that does include spending the
“Willpower Traits measure the girength

of self. By exerting your Willpower, you can withst
u coutse of action.

required blood.

of your character’s resolve and seny

* Physic: N ; i
_— .h}ysugdl A.ugmentatlon : One Blood Trait can be spent to gain an extra Physicat:
f(. it 1{;; i 1‘;‘ duration of a conflict. You can bid this Trait like any other (“by the px ef
(} {ll r o s o o N It N . :
yblood™), and youcan count this Trait in tiesand overbids, You canspend blood thi

- tinditions, renew your commitment to

orth of blood for characters on the
tspend an additional two blood
since they're further removed
liherate effort 1o suppress many fraces of
ve no Self-Control ratingat all, following
very difficult ime impersonating living

eal one level of aggravated damage.
leeps. Blood Traits spent this way
d not spend the three Traits all at once, or
st Traits expended in this fashion with

d

o sun sets. You can heal only one tevel

i

ic

Although Discipline use normally

hie

and otherwise untenable




Willpower, your expendable Traits. When you expend temporary Willpowe

one per game session (though your Storyteller may vary rhis pace to suit the need
of her game or to simplify bookkeeping).

Expendinga Willpower Trait allows forone of any number of effects, generally

Willpower is almost always a reflective action, which does not count as your turn;

* A Willpower Trait can be spent to refresh all of your fost Traits in on-
Auxtribure caregory — Physical, Social
per game session.

or Menral. You may do so once per category

retests.
* Spending one Willpower Trait enables you to enter a challenge for which

you lack an appropriate Ability. Therefore, you can make a test even if vou woutdd

normally require a specific Ability that you don’t have or have used up.

frenzy. You arc able to act normally for one turn when you spend a Willpower in”
this fashion, though vou otherwise keep all the other stipulations of frenzy —-

as you fight migheily to direct yourself for a few moments in the face of overwhelm-
ing rage or terror; roleplay your actions appropriately.

* You can expend a Willpower Trait to ignore all wound penalties, up toand
including Incapacitated, for the duration of a full tm. '

* Spending a Willpower Trair lets you suppress a derangement temporarily.

this way. {See “Derangements” on p. 249-254.)
» Certain Disciplines or powers require the expenditure of Willpower,
VIRTUES

Virtues are the foundations of your character’s moral viewpoints. The road you
choose lags out your characrer’s overall sense of sin and redemption — what's wrong
with the world, what is considered proper conduct and so on. The Virtues are the’
foundations of the roads, and they govern how your character views particularly
challenging or threatening situations, as well as how she’s likely to respond.

Keep in mind that there are very few actual paragons of virtue among Cainites,
certainly not as most human beings would see it if they understood the sicuation.
Even a vaunpire who engages in holy works and charitable deeds does so through
rigid self-denial, and even such a hard-working soul still feeds on the blood of the
living and necessarily flees from lving men and women whaose faith is strong. The
question is not whether your character is a nice person, but how your character
- deals with the challenges of existence with aravening ancient curse working inside

her, poisoning hopes and dreams into eternal depression and chaos.

Willpower Traits are not described with adjectives. You simply have per;ﬁd,.:'
nent Willpower — your normal limit of Willpower Traits — and tcmpomfy

Traits or raise your permanent Willpower, you regain temporary Traits ag a rate of

to keep self-determination and to empower difficult or complex actions. Using

* Expenditure of a Willpower Trait allows you to gain a single retest when -
defending againse a Mental or Social Challenge. Trait loss works as normal forsuch -

* You can spend a Willpower Trait to try to control yourself bricfly while in &

ignoring wound penalties and so on. You do nor actually regain control so much

If you spend enough Willpower Traits on suppressing a derangement, you may
overcome it eventually, Malkavians cannot overcome their primary derangement -

It’s such easier for a vampire to hew ro a standard that deals .with outward
et than some kind of inward conviction. Sroic nobility is within the grasp of
ARy vampires; overflowing love untainted by biood hunger esc‘a}.)es aimosi,. :-111) of
ony. The centeal struggle in Faith and Fire is to hold on to one’s inner selfin the
0 of constant challenge, toachieve good in all of irs forms despite all rather than
irask in the satisfaction of being a good person already and reforming the world

(0}
st that basis.

S You have three catepories of Virtue Trairs. Bach
secific sort of Virtue Test. Conscience/ Conviction is used to hold to your moral
wth, even if you have a lapse of behavior, Self-Ceomtrolf Instinct alkows you to deny
i direct the terrible urges of your hungry and destrucrive Beast. C(_mm@ seands
against the primal fear of the forces that can destroy you. Yt}}tr road (_’112?31‘51111(".%5 the
sort.of Virtues thas you have; you cannot have bath Conscience and (,:OﬂUIC[I(.)?l or
! élf«Crmm)i and Instinct -—— you have only one from each category. E:f.mch Yn‘mc
rait rating goes from zero to five Traits, though you do not use adjectives 1o

describe the Traits.

VIRTUE TEFTH

- When yousuffer from an ethica
nay use a Virtue Test to resist succum
Chatlenge. The difficulty varies with the stimulus, as described for
you are never required to make a Vistue Test; you may relent and

type of Trait is used for a

{ dilemma, overpowering rage ot great fear, you
bing to the Beast. Such a test is a Static
each sort of

irtue. Note that
e automatically if you so desire.

- T you win a Virtae Test, yous merals overcome the ﬁiczlst, and you hold fast
'ga'msr the predator. When you Tose a Virtue Test, you suffer a lapse of virtue, You
suffer from a debilitating Negative Trait or problem, as described under the
propriate Virtue.

You may muke one retest on a failed Vircue Test by risking an appmpriu.tc
Vittue Trait; if you succeed in the retest, you only lose a Virtae Trait ternporarily
(for the rest of the session, making you more likely to succumb to further failings
if you ave not careful). If you lose the retest, you gain a temporary derangement
related to your failure in addition to suffering the notmal resules of a Virtue Test
Liss. Note specifically that you may not overbid on a Virtue Test.

he expenditure of Experience, as well as
b to cultivate.

Regaining Virtue Traits recuires t
consistent roleplaying for the particudar strength that you wis
S See the specific Virtue descriptions for examples of Virte Tests.

(ONSCIENCE/CONYIETION

Conscience measures the character’s commirment to the moral standards his
society espouses. He accepts the tenets he grew up with, or ones he's heard
preached along the way, and he fecls shame and guilt when he deviates from those
‘standards. The inner voice of Conscience helps him resist temptations. When he
‘comimits questionable acts, his Conscience rating affeces how much rc:m_n'sc he
feels, Depending on the particular outlook your character holds, “remorse” may Dot
‘be the actual response. The numerical rating applies to a wide range of possible
“outlooks, not just to ones whose attitudes suit these labels.




failing to meet one’s chosen goals, with higher Conviction scares making th

A Vietue Test of Conscience/ Conviction is appropriate whenever you vielate
your toad, as described on the Hierarchies of Sin. Whenever you commit a
violation that is at or below your current road raring rotal on the Hierarchy of Sip;

but if you have four or five Road Traits, you must be careful to uphold your ethics

vou have a four-Trait difficulty ro your Consciencef Conviction challenge.
Road Trait.

a movtal who threatened 1o expose him and his pack (including a Salubri} o the local

feels shame for his actions arnd does not lose @ Road Trait. If he loses, he suffers the loss

pack made its escape}.

visk of degradation. The player need not make a test of Conscience for that action.

SELE-CONTROL/INSTINGT

According to some Cainire scholars, Self-Congrol is a particularly “civilized”
response to the Beast. The character uses her will, backed by observarion of
even some of her otherwise reasonable plans for cool, restrained conduct to deny
aim. When your character’s blood pool is lower than her Self-Control rating, you
are one Trait down on all tests involving blood, Feeding is a very practical matter.)
o hold the frenzy back, she aims to retain a core of controlled awareness even as
Whenever the threat of frenzy arises, she embraces it automatically, unless the

choose whether or not. to succumb. Thereafter, each time the character wishes to

Conviction measures the character’s commitment to meral standards as parg of:
a reasoned, deliberate choice raken after rejecting the proffered sociul norms, He'
defines his duty himself, and he cases little what others think. Sin is a matter.of

character more acurely aware borh of implications in his code and of his own’
fallibility in holding to it. High Conviction makes n vampire obviously inhumany:
and disconnected from the views of the people he moves among and preys upon:”

you must make a Conscience/ Conviction Virrue Test. If you have only two Roead:
Traits, breaches of higher road ratings ave roo trivial to cost you any further ground;

with every action. The difficutty of the chatlenge is the level of the sin on thi¢
Hierarchy table; if you commit a sin at level four on the Hierarchy of Sins table,

Losing a Conscience/ Conviction Virtue Test causes you to immediately lose a
Example: Chance, a Gangrel em the Road of Humanity and d rating of three, kills

Tremere chantry. The Newvazor decides that this act is worthy of @ two-Trait sin, 5o
Chance’s player imakes a Conscience test ageinst fowr Traits. If he wins ar ties, Chance.

of a Road Trait, dropping to three. Chance’s player makes the test and wins — Chance
feels some shame for killing the man (maybe he could have simply tied him uf while the

Later, Chance steals some documents from the local church. Since that is a four-
Trait sin and he has only three Road Traits, it 1s too minor a cvime to cause him further

warning signs of growing power on the Beast’s part and rules of internal discipline, -
to fight down the urge to frenzy. She tearns to sacrifice some of her emotions and

the Beast its spiritual sustenance. (Note that physical hunger limits this virteous

Instinet is the “barbaric” alternative to Self-Control, The character accepts
frenzy and complete surrender to passion as part of her nature. Instead of aiming -
the frenzy unfolds, so that she can choose her course of action moment by moment:

difficulty of the frenzy test is less than her Instinet score, in which case she can

finose a particular action rather than follow the imperatives of frenzy, you must
ke a frenzy test, against a difficulty of eight Traits. Success allows you to specify
‘one single action that the character takes. She then resumes her unity with the
‘moment (i.e., suffers the usual penalties of frenzy) until the frenzy exhausts icself.
'Amung ¢ Cainites, this act is called “riding” frenzy,

| Youcannever use more Self-Congrolf Instinet Traits on Virrue Test resolution
than your current number of Blood Traits. If you are hungry, it is hard ro resist the
call of frenzy. Note that you do not frenzy antomaticatly if you ran out of blood.
You're very likely to frenzy if you are exposed o a stimulus, however, since you
“won't be able 1o use any Self-Contrelf Instinet Traits in the event of a tie.

- Ifyouattemps to make atest of Self-Controlf Instinctand fail, you automatically

gain the permanent Negative Social Trait: Callous or Condescending {your choice),

hang,h it can be bought off normatly.
SeLe-ContTrol/InsTinGT DIFFICULT

Stimulus

Smell of blc

Traits
One
Two

Physical provocation or attac.ks; taste of |

Three
Four

od when hungry

Loved one in danger; humiliated

Five Outright humiliation; mortal in:

“ Example: Susannah, a starved Malkavian on the Road of Heaven, catches sisht of
s m{mal meal. Although she is owt of blood, she does not frenzy immediately, since she
is not yet agitated and has not scented blood. As she closes in on her target, the merchant
Turns and suggests that she's a prostitute . Now that she's been havassed, Susannah must
make a Setf-Control Virtue Test, with a difficuley of owo Traits. Since she is out of bload,
she effectively has no Self-Control. She tests against another player (since it’s just a Static
"(-Thaﬁenge) and ties. With her lack of blood leaving her with no Self-Control Traits,
usannah enters a frenzy, attempting to drain the mortal, She also gains a new permanent
‘Negative Trait. Realizing that she can’t win on ties and that the movial is unlikely to pose
a problem, Susannal’s player decides not to risk any further Traits on o retest.

Later, full of blood, Susannah is at a tavern when she is accosted by « Setite. The
Setite attacks her from surprise - Trait provocation. Susannal’s player makes
-a Static Challenge . If she wins, she manages to congrol herself, and does not frenzy as the
Setite atiacks her. If she ties, her Self-Control of rwo Traits is insufficient to best the
frengy stimudus. If she loses, she frenzies automatically.

. QOURAGE

Courage measures the intellectual, moral and spiritual reserves that atlow your
“character to stand fast when his impulse is to flee. (See the section on *Rétschreck”,
P 245) Characters with high Courage ratings still feel fear, but they're able to block
thL immediate translation of that fear into unthinking action. Some vampires




athical strength. You do not expend or use Road Traits in any fashion. Your totat
o Traits doaffect your condition, though. A vampire who is close to being overtaken
he Beast is more Jikely to succumb to vampiric instincts like stumber during the day
the long torpor of ages. Theamount of Road Traitsis determined by theaverage of your
sonsciencefConviction and your Self-ControlfInstinet scores.
Road Traits are lost when you suffer a lapse in Conscience or Conviction. See
“tables on p. 95-99 for the Hicrarchies of Sin, which determine what constitutes
miral violation for your beliets. You can only gain Road Traies through consistent
herence to your ethics, good roleplaying and the expenditure of Experience with
e Storytelier’s approval.
» When sleeping during the day, your total Road Traitsdetermine how deeply you
umber. You can never bid more than triple your Road Traits for any action during the
{s0 even a mighty elder is susceptible 1o mortals due to such sluggishness).

s The lengrh of time that you spend in torpor varies with the strength of your
road: Certain circumstances {such as magical healing or imbibing a Trait of blood
fromi'a vampire three generations lower than you) can rescue you from forpor
prematurely. This imposed fength of time applies only if you are sent to torpor
involuntarily — if you choose to take the long sleep, you can rise at any time that
vouwish. {See the section on torpor on p. 238.)

*Your Road rating determines your Aura of Conviction. The aura indicates
sothething of the road you follow and how you appear to mortals. kalso grants you
Stimulus : ' onus Traits (or penalties) when you attempt an action related to your avra and
Being bullied: sunrise : 10ad (such as commanding someone if you are on the Road of Kings).

P - * If you ever v Jdetely out of Road Traits, your character falls to the

Torch; obscured sunlight _ Sy you ever run completely ou aits, v ]

: Assail, the final frenzy. Your character enters a rotally uncontrolled state of

erserk tage and instinctive survival. Such a character cannot be coaxed from

f nzy, cannot control himself and is no tonger suitable for play. Cainites generally
put down such unfortunates very quickly.

MERITY AND RLAWS

_ Asoprional Traits tohelp flesh out your character, Meritsand Flaws aid in specifying
rtait benefits and hindrances that add depth that is not readily covered by Ateributes,
Abilities and Backgrounds. All Merits and Flaws are organized into specific categorics:
P% sical, Social, Mental and Supernatural. In order to purchase Merits, you must spend
Fi C Traits. Taking a Flaw, conversely, adds burden so your heast but offers extra Traits
FO spend elsewhere. You may take as many as seven Traits each in Merits and Flaws.,

- Normally you may only purchase Merits and Flaws during character creation,
but wich an appropriate explanation you may purchase a new Merit {with
Experience ar double the cost) to overcome an existing Flaw (again, with

genuinety don't feel fear on the emotional, instinctual level in the face of £
holiness .'emd other threats. They possess only a reasoned awareness of fi.lc dangers
Others d!sciplinc the fear through military training, monastic practice or some of 1 .
systematic code. Srill others subdue ic with as much instinct as in the fear itself: Thes
may not reatly know why they keep control or he able to explain it to othcrr:. : -

Cenmrage Traits measure self-possession and the ability o resist the terrg
inflicted by fire, sunlight and True Faith. You must make a Courage c]mllcngﬁ wf é :
confronted with such attacks. If you succeed, you manage ro rcsti,st the urge to fli'm
tor the duration of the conflict {or for 10 minutes). ¥ you fail, thouph ;m.en'tm'2
Réeschreck, a form of terrified frenzy in which you attempt to escape by ,;my mmgr
.[;FJSSibl((i' L(_)si;[g? a Cowrage Testalso causes you to suffer from rhe Negative Physilé I

rait: Cowardly or the Negative Mental Trait: Submissive, permane : |
such Traits can be rcmovi&i later with Ex:)z'ric:ct:t?.nmnﬁ) permanendy,althongl

Note that you generally donot need to make a Cowrage Virtue Test against fire
}mder your control. If you are lighting your own candle, for instance, or using the
Thawmaturgy path Creo Ignem, you are in control of the fire and unaffected by fie
of it. If someone uses fire against you as a weapon, however, (a hunter rhreaﬁﬁxrlg
to lighs your hair with that same candle, facin.g someone brandishing 2 mrcﬁ) y’éu
'n_light need to make a Courage Test. - o

Co DIFFICULTIES

Bonfire; uncovered window during daylight
House fire; being burned
Trapped in a burning building; direct sunlight

Example: While the coterie is plotting at the haven of Melissande ’ Anjou, someoil
shoots o flaming avrows into the thatched roof, setting the place ablage. Melissande Kt
-and Peter are all startled by the flames. The Stm*yteﬂef calls for a Virtue Test of Cojlzré 6
awith all the vampives present, to see who suceumbs o Ritschreck. The SL(H;}‘[CHGT throndss
Scissors. Melissande’s player throws Rock, and dhus Melissande remains wnaffected. K L
anl vPe[er‘s pleryers hoth throw Paper, so they're in trouble, Both players risk- a Courage
Trait for a vetest, and test against the Storyteller again, This time, Kurt's player wins, 50
Kurtmnanages to controlhimself, but he loses a Courage Trait for the evening—he’s shalen
b.y the experience and more likely to flee from later threats. Peter's player, on the other Fand;
ties on his retest, but Peter only has two Courage Traits, He loses ['hL: test, gains o Negatte
Thrait, gains a wmporary devangement and goes into Retschreck. .

MORALITY TRAITS

" Asdescribed previously, your road is the particular code that you try ro uphotd. You
oad Traits measure your distance from the Beast and your success in adhering o thil
moral code. Ranging from zero to five Truies, these Teaits simply serve as an indicator

 RMBIDEXTROUS (I-TRAIC MERIT)

o Youhave a high degrec of off-hand dexterity, and you can perform tasks with
the ) . - ]
¢ *wrong” hand at no penabty. You must still use the rules for taking mulriple




CLL OF THE GRAVE (1-TRAIT KLAW) | —_
it exade an odor of dampness and newly t‘urn.ed cartb, 4Whl(.;¥\].- !\m‘n,uizs(}:n?c
“or perfumes will cover. M_ormls 511 your uml‘lcdla[!:.: pu,scinu e
itable, so the difficulties of most Sacial rolls o affect m{nt.d 5 111LiFL-,(.lb(r v
e Resad of Humanity with this Flaw subtract one Trait from

actions, but you do not suffer a difficuley penaley if, say, you use two wWedApoig
forced to use your off hand. '

AQUTE 3€NFET (I-TRAIT MERIT) .
One or more of your senses are particulaely sharp Guoust specify one of x, it
senses). You are two Traits up on all challenges involving this patticular sense
may have multiple acute senses, but you must purchase this Merit once foreacl sén )
e AD $IGHT (3-TRAIT FLAW) _

(ATLIKE BALAREE (I”CRA]C MERIT) o - o . N I R PRI bt smaller things are too out of focus
- rge objects are stitl visible albeit fuzzy but: : reful

' You are two Traits down on all challenges where carein

) .
Chagacters on tl

Al

You are sure-footed and almost never slip or ger dizey, Your sense of bils
i5 50 keen that you can traverse even the narrowest ledges or wires. You sre't
Traits up in tests where your balance is a factor. -

€AT FOOD (I-TRAIC MERIT)

Youhave the capacity to eat food and even savor its taste. While you cann
derive any nourishment from eating regular foods, this abiliry is useful for passi
as mortal. Of course, you can’t digest what you eat, and there will be some poin
during the evening when you must force yourself to heave it back up.

BLUSH OF BEALTH (2-TRAIT MERIT) :
Youlook more hale and healthy in appearance than other vampires, allowin

you to blend with human society much more casily. You still retain che color
living mortal, and your skin feels only slightly cool to the touch. This Merit
unavailable to Cappadocians and Nosferatu. a

DAREDEVIL (3-TRAIT MERIT)

There is no danger too grear, no challenge to difficult for you to conguer, but ¥o

seared your motherand sire out of their wits regularly. Whenever you take a risky course

- ofaction— one withadifficulty of atfeast eight Traits ora potentially harmful outcom
— you gain one bonus Trait on the attempt. This bonws only applics to combts
which you are greatly ournumbered ar painfully cutclassed, at Narrator's discre _ i

EHRICIENT DIGEFTION (3-TRAIT INERIT)

Youareable todraw more than the usual amount of nourishment from blood. Whet
feeding, you gain an additional Trait to your blood pool for every two Traits of blood you
consume. This Merit does not allow you to exceed your blood pool maximun.

hUGE F1Z€ (4-TRAIT MERIT)

You are abnormally laege, possibly over seven feet tall and weighing over 300
pounds. You gain an extra Bruised health fevel. Ifyou don’e fit this description, £1Y
to wear bulky clothes to simulare your build.

BARD OR BEARING (I-TRAIC FLAW)
Anything below a loud conversation is difficult for you to hear. You age T

Traits down in challenges invalving hearing,

FHORT (-CRAIT FLAUS)

Youare well below average height —— four feet rall or less. You have difficulty
reaching or manipulating objects designed for normal adult size, and your runnit
speed is one-half that of a normally proportioned human.

o to clearly identify.
ght is required.
1$€A$€D (1- CO 5-TRAIT RLAW) | ) y
You hiave contracted sosme disease that affecrs your nightly unlife. Y.ou 1;1.1‘5_5 ;r
ell spread it when you feed, or it might‘ affect hm‘v mucbr bl(‘uofl yéo;l fzalt; ii :il .
rytellers should decide the specific effects and circumsrances of the disease.

[$RIGURED (2-TRAIT RLAW) y
: ﬁgéhcr a birth defect or an injury during yous lifetime has lcfl’_yfou Llilsiggu;ul
ine way. Storyrellers should work with you fo create an ;117[31'(}}?1*%:ate dis ;gL!lLf
sent, You are down two Traits in any Social Challenges save f(.n h{vum!clia]uon.
Jisfiguremnents are seen as a divine punishment in the Dark Medieval world.

ONE €Y€ (2-TRAIT FLAW)

Whethcr you were born with the defect or 'mjur{—:d.snmehow, you bmﬁeT onl\;
unctional eye, missing from your head ora dead-white orl?. You aie lwe.) r{llus
soon all challenges involving depth perception, including ranged L\Uﬂr} 3(.]t.
Depending on the narure of your handicap, you may choose to wear an eye paich,

imay simply have one blind eye.

AGGED BITE (2-TRAIT RLAW)

Unlike most other Cainites, you lack the ability to lick the W()U!.lds of your
ing closed. Instead, you leave raw puncture wounds in th(:: flesh of chFxl‘;)vagr.
hiese wounds also have a one-in-five chance of becoming diseased. The Story-

Her determines the precise nature of the infection.

LEPER (2- OR 3-TRAIT RLAW) |
Before gou were Bmbraced, you suffered from leprosy of a ski‘n dlse;a.s;c rhaf
ight be casily confused with leprosy. Your Appearance may be Do hlgh‘err 1(:12 t\\;o
raits, and rashes, pale patches, festering sores, scars and the like mar your fiesh.
uir skin disease, whatever it actually is, is obvious 1o any who loog upon ynui
etal aurhorities refuse you entty to any city, and you are treated with fr:ar.jamr
evilsion, You might be compelled to dress ina spccific mannet and even carry
ells, clappers or other devices to announce your Coming. ‘ -
~For three Traits, your condition is still contagious. Althuugl.l it cz.imlmt‘ n:\ e
ny further effects on your unliving form, you might still transmit o t 1(?:;6-1‘, ou
feed from. This Flaw is worth enly one Trait to Nosferaty, and then only if their




RODIZTION (3-TRAIT RLAW)
You suffer from a biological or chemical addiction re drugs (such as Obil
hashish) or alcohol. It is up o the Storyreller to decide the specific effects
addiction, but you must satiate it at Jeast once a night.

MONSTROUS (3-TRAIT FLAW)

You are hideous and physically displeasing. As a result, you may no
any Social Challenges other than those coneerning Intimidation, and you f
take any Appearance-related Social Traits, such as Alhwing or Gorgeous. Tn
Dark Medieval world, you are usuatly treated with scom or terror, as phys..
deformity is believed to indicate spiritual quality. =

PERMANRENT WOUND (3-TRAIT RLAW)
Yousuffered injuries during your Embrace that your transformation somel
failed to repair. At the beginning of cach nighe, you rise from sleep at the Wouri
health level, although you may heal this nagging damage by spending Blood Tra
SLOW HEALING (3-TRAIT RLAW) .
You have difficulty healing wounds. v requires two Blood Traits to hes
health level of bashing or lethal damage, and you may heal one health level:

aggravated damage every five nights {plus the usual five Blood Traits and Wil
power expenditure). :

¢BILD (4-TRAIT RLAW)
You were a small child (between five and 10 years old) ar rhe time of you
Embrace, leaving your Physical Attributes underdeveloped and making it diffic
to interact with some aspects of mortal society. You may not have more than fos
Traitsin your Physical Attribute category, except when raising Physical Ateribute
with Blood Traits, and you suffer a two-Trait penalty when attempting to di
tead mortal adules. This Flaw also includes the effects of the Short Flaw,
character can have hoth. .

DEAR {4-TRAIT RLAWS)

You cannot hear. While you may ignore some applications of Dominase; §0
may not hear warnings, and you have greae difficulty in normal communicat
You suffer a three-Trait penalty on all Alertness challenges and are considered &
be always swrprised during the first round of combat or arracks from behind.

RLEFH OF THE CORPJE (5-TRAIT FLAW)

Your flesh does not fully regenerate itself once it is damaged. While you st
able to heal yourself to the point of regaining fult functionality, your skin pucket
and scars where you were wounded. Depending on the nature of the damage, thi
Flaw makes social dealings exceedingly difficule.

MUTE (5-TRAIT FLAW)

You cannot speak at all. You nwust sign or write to indicare your feelng
although both of these are highly difficult in the Dark Medieval. Sign languag
does not exist in this time; there is only a form of finger-spelling used by moX
under vows of silence or deaf nobility. Many people are illiterate in this tim

’glﬁ not help. This is a very difficult Flaw to play out and should be
with the Storyreller before choosing it.

£InD (6-CRAIT FLAW)

Vi ste tobbed of the blessing of vision. You lose all ties where sight is
od (such as manual dexteriry), and you also automatically lose all challenges

'sigh_;_ is required.
MENTAL MERITS AND FLAUS
CYTIAL ATTUNEMENT (1-TRAIT MERIT)

Yo have an innate link to the passage of time and the movement of celestial
: ou can estimate the time until sunrise or sunset within a minute or two,
yt}u_'c'a'h follow the phases of the moon in your head. Those with some rraining
irology and this Merit can cven foretell certain astrological conjunctions
{iccess to charts. You can accomplish any of these feats with only a

i of concentration.

0OMMON $ENSE (1-TRAIT MERIT)

Youhave significant amount of practical, everyday wisdom. Whenever the
actér is about t0 act in a way contrary to cominon sense, the Storyeller can
& Siggestions or warnings about the implications of said action. This is a very
ul Metit for novice players who are unfamiliar with the game.

NCENTRATION (I-TRAIT MERIT)

‘ou have the ability to focus your mind and shut out any distractions or
noyances. Characters with this Merit are unaffected by any penalties stemming
i distracting circumstances (e.g., loud noises, hanging upside down).

0DE OF HBONOR (2-TRAIT MERIT)

\ :'Taﬁecific cade of honor or chivalry guides your actions, separate from your
hics. This code is very personal, shaped by your experniences. You should
k\\_\iith your Storyteller to create an appropriate code (one with hindrances and
i:fed activities along with beliefs and passions). You gain a free Tetest in
aland Social Challenges where you would be forced to violate your code,
dless as to supernatural means or to resist frenzy.

€IDETIE MEMORY (2-CRAIC MERIT)

You remernber what you sce and hear with perfect detail. Documents, events
dnversations, can be committed to memory with only minor concentration.

GHT $LEEPER (2-TRAIT MERIT)

You can awaken instantly at any sign of trouble or danger, and you can do so
hout any sleepiness or hesitation, You may ignore rles regarding how Road
@ testricts the number of dice available during the day.

ERSERKER (3-CRAIT MERIT)

You are in roral control of your Beast, a master of your primal self. You may
frenzy ar will, during which rime you do not suffer any wound penalties, but
st still make frenzy tests when the need arises.




(AL BEART (3-TRAIT MERIT)

Although many vampires have difficulty resisting frenzy, you
stay your anger. You are one Trait up to resist frenzy.

IRON WILL (3-TRAIT MERIT)

You are indomitable of will and a rock of stubbora tesolve, N
charismatic a feader is or intimidating an elder seems, your determination 1
falters. You may resist mind-aftering effects by spending a Willpower Trait;
has no effect on emotion-hased attacks {such as Presence).

DEEP SLEEPER (1-TRAIT FLALY) _

You are difficult to rouse from your slumber. You are tikely to sleep thioiyg
times of danger, or, if roused, too sluggish to act with conviction. The diffieqls
increnses by two for any test 1o awaken during the day. .

NGHTMARES (1-CRAIT RLAW)

Twisted dreams plague you in your sleep, bleeding over into your nig
Perbaps you see your clanmates roast in the

ﬁ.ogm.@,«CRmc FLAW) o civcurnstance, and

v feer from an irrational fear of an object, creature o ith the object of
o suffer ing i i power to avoid it. When confronted with e )

d e'V:ﬁ_[ythmg,ur.l-yjlil '1i}ts down to resist frenzy. If you do not win this tcs?t,‘\)'illl-lf
ear, you are Lj& o : ;(Sr-;u; antil you spend a Willpower Trait or Ehe ob]eul 0

m}:}? " ﬂlfrr;?:; Lno (longer in fine of sight. Work with your Storyteller to
abia is Ged

find it

O matterh
the object of your fear.

o o i scular area as your domain and
o are extremely territorial, staking out a particulararca <y maimand
o mesively espassers. 16 another vampire enters your Terriory
e a frenay 1 If you fail, you immediately attack the

113{’ dgg LSS[VClS

)34 3 . . 1]1( ) : L sdeadt o as { V()Hl Eillﬂ ng
]l{ 1) ilid ORIe 3t 161 lllC L1

L 1&(}(1[\{,’ wl ntr I(’ L IC (.l ¥ h 1 lL{ )
I.Hl()iS. You C(lJ(‘l H ’ll.l tant to 1(. AVE nr (1 wrpaln exc pt 3[ ate crcuin-
v Y( ] QLN &
ol a L s ) (54 3] de TR  the

Ances. [1, 15 ‘)Obhlble “ﬂi not (,()[ﬂil!on) [1e] tﬂk(' %}11‘0 HEN. W llh()ut [d}kllti., ‘(I

y c! E & } P S Ot I3 [ f,(.(_)gl 1Z¢ Y AL
(EIIITULES 151 k (39 llld 1 \Vl 1 l case other va 10Cs ks

n Ch Ase Ot

LE C n y NnpLees € 1 11

haolute claim to territory.

EQGEHU{: e AL loved one for the wrongs
You will not rest well until you have 1‘even_gf:)c! @ o‘vu fomnthe ot
mmitted against thetn of againstyou. Itis your life sques.tt.n u il the dyiog sy
; mite (‘g[d When the time presents isself to reap your vengeance, yC

thl d'ae.\;};ilﬁ;o.\fver Teait in order to take any other action for a scene.

RELIGIOUS PROBIBITION (2- OR 4-TRAIT FLAW) e becuse
“You have retained your faith through the Embr‘uce,‘ aiuYz:llluu.‘ e
ut beliefs prohibit drinking the b lood.y(‘m necd t(la-su;vi\;;;kmg) nay have v
& Muslim or Jew {both of which cxphc'u']y ban b L?{)(.-'( T o e e
of the strictly vegerarian Cathar perfecti, As even anm;;Cd
bstance to you, your conscience pricks whenever yf)u 1 o bod
For two Traits, you voh}nitariliy re?trict y(:;n; i{;iu:ﬁl :;;[1]16“:‘[5’.}1 o
b ained by a ritual butener (very < n Al . sh an
q:’nzfi:;;)(,lgi?lz,:{u?zf;\its. you refuse to feed unless it is :m 1111t2:3:;t;;:?§;s;§271
Jood pool is three or less), and even then, you may f:dll ;}L::l ﬂmpir,es slonand
elf-loathing for several nights after the forbidden act. Most va
law are on a version of the Road of Heaven.

ISSORCFRUSE (3-CRAIC FLAW) ire. 1t's their fault for muking you
s not your fault that everyone rouses your ;rc{.. s e s apologiu
angry, no matter how hot-hloaded you know you are, an ot ou
or ggi’r;oying you, then you are going ro give them samething tobe

Or g ) i ,

ie three Traits down to resist frenzy.

FLESH EATER (4-TRAIT FLAW)

i \ bll)()d { "i‘ﬂO r‘dls, }OU
rl not enoug Ty “ biE| Sh ” tO ll(, e
5 10 O jjh fl') ')OU 1O draw nd tshiment Ik-v{' ‘. N ) “ }E . )
i, h ¥ dhd ‘th l lL d 11 ll

icrims (unless

sun, or you fall from grace in the cour
in very humiliating fashion. For one reason or another, v}
suck

rese nightmares cause j
unrest that you aren’t sleeping, and you cannot get these tmages out of yoi
head during the waking hours. Make a rest every game session. If you fail, you s
down two Traits on every challenge due to lack of sleep.

PREY EXCLUSION (I-TRAIT RLAUS)

Yourefuse tohunt a certain class of prey. You might refuse to feed upon peasars
women, pricsts or poets. If you accidentally feed upon such an individual, yoi
automarically frenzy and must make a rest to prevent Road loss. Wimessing oth
Cainites feeding on the object of your exclusion might also provoke a frenzy, at the
Storyteller’s discretion. Ventrue may take this Flaw to represent an additional, self:
imposed prey lmitation beyond that impased by their clan weakness.

$ORT-HEARTED (I-TRAIT FLAW)

You cannot stand to watch the sufferi ng of others nor directly cause suffering: If
you are the cause of any sort of suffering, you must hid an extra Trait in all challenge

AIMNESIA (2-TRAIC FLAW)

Your mind is a blank slace, and you recall no memories of your past friends,
family or foes. Starytellers should wrice up your character’s history including the
reasons for your amnesia, also keeping hidden the character sheet save for yout
Abilities, Disciplines and Merits and Flaws when you use them. This is different
from the Amnesia derangement, and you may not have hoth,

BATRED (2-TRAIC FLAW)

There is someone or something in this world that you just can't stand, In fact,
youhate it, and nothing would make you ha
of

ppicr than to see this ohject rabbed out
“existence, fust the mention of this thing during conversation makes your hait
rise on end. When in the presence of the object of your hatred you must spend a
Willpower Trait or immediately enter Frenzy until either you have deseroyed chis
object or it is out of your sight.

. y
: . ictim's hear
befieve you must also consume your meln Sll (ti sofallof your v
i . i ~ssitates the deaths of ¢
3 . . ;s practice necessigates e s - here
bssue, Of course, this pre . to numerous problems with the herd

o are extremely creative), which mightle




and with your own conscience (and road). Characters with this Flaw
additionally purchase the Ear Food Merir, '

BOCIAL MERITY AND FLAWS
CRU$ADER (I-CRAITC MERIT)

You once donned the crusader’s cross and suceessfully returned from the L
Land, having done your duty to God, and those around you know it. You ;ﬁ;ﬁ
have joined the forces of Richard the Lion-Hearred and Philip Augustus in’
Third Crusade, those of Andrew of Hungary in the Fifeh or those of B
Frederick in the Sixth. This accomplishment gives you special standing and rejy
among those knights, lords and ladies who never made the journey to Outreine
Jongleurs may request that you share stories that they may turn into fanciful:
and others might ask your opinion about events in the Latin Kingdoms or The

NATURAL LEADER (I-CTRAIT MERIT)

You were horn to fead. Had you been ative during Roman times, you coir
have led alegion. Your magnetism attracts people, and all they want to do is follg

your example. Youare two Bonws Traits up in challenges involving leadership Yéi
must have at least six Social Traits in order to take this Merie,

PRESTIGIOUS IRE (I-CRAIT MERIT) _
Your siee has or had great stars in her court or clan, and this has accorded Yol
certainamaunt of prestige. Although yoursire may no fonger have any dealings withiyo

thesimple factof yourancestry has marked youforever. This prestige might aid yougreatly.

indealings with your elders or otherneonates, or it might engender jealousy or contémp

DEBT OR GRATITUDE (I- TO 3~TRAIT MERIT) :
An elder owes you gratitude because of something either you of your sire di
for her. The depth of graritude the elder owes depends on how many points th
player wishes to spend. One point might mean that the elder owes the characte
a favor; three points might mean that she owes the character her unlife.

€NCHANTING VOIZE (2-TRAIT MERIT)

You speak with & deep resonant voice or with the eloguent tongue of 4 bard:
With an enchanting voice, you are two Bonus Traits up 1o seduce, cajole:¢
intimidate with a few choice words or commans.

PICIABLE (2-CRAIT MERIT)

Sormething about you causes people to pity you, perhaps because you look lik
a necnate or & child, or maybe you're just simple-minded. You may bid Pitid
instead of a Trait for one challenge per session. Srorytellers must keep tabs
Pitiable players to make sure they continue to be pitiable, '

DARK B3€(RET (I-CRAIT RLAW)

You have some sort of secret that, if uncovered, would be of immens
embarrassment to you and would make you a parizh in the local Cainite comuiits,
nity. This could be anything from having musdered an elder o being a secté
mertnber of the Cainite Heresy.

WAMOUS SIRE (I-CRAIT FLAW)
F'sire was, and perhaps still is, disteusted and disliked by many of the local
A.s aresult, you are distrusted and distiked as well. The stigma follows you

ot .
you repudiate your sire. One cannot escape one's blood.

MISTAKEN IDENTITY (I-TRAIT RLAL) F
Oli...li)(}k similar to descriptions of another vampire, which causes cases o
aken identity. This can prompt numerous awkward or even dangerous situa-

i in” has a tereible reputation or is wanted for some crime.
s, especially if your “owin” hasa terrible reputation or is wi

BY (-CRAIT RLAU) | -
.ou suffer a social stigma, and you just dislike the limelight. You do whats‘vm

cah do ot be the focus of attention, When you are at the center of attention,
sust bid an extra Trait 1o initiate challenges.

IRE'$ REFENTIMENT (1-CRAIC FLAW) .
our sire distikes you and wishes you ill. Given the smallest opportunity, she
seeks to do you harm. Your sire’s allies also work against you, and many

MAy resent you.

NEMY (I- TO 5-TRAIC FLAW)
ou have an encmny, of perhaps a group of enemies, who sc%\k to harm you, The
verof the: enemy depends upon how many pointsthe player wishes to spend. (Fl\’l,l
sisindicate the wrath of a Methuselah, arch-magus or other porent sup.m'nuun .1‘
he Staryteller should work with you in order to baryg cut the dctz?%ls of y]f:m
my:-Although your enemy might not show up at every game SL‘S:H'I(?I\, theit
nce will always be brought up some how to keep it fresh in your ming,

BUNTED (4-TRAIT ALAW) ’
he Church is onto you and has sent a witch-huneer after you. He hjas the s?allf
fid resources enough to make your unlife “inseresting” {andto s%nuf fit out, if y(ﬁ]- z.u f:n 11
efiil), and will keep you watching over your shoulder. Your friends, f:u_mly, a l(fSl .].I‘l‘L)
ates are also in peril should this hunter decide to tum an eye their way. (Those

IDEPT (5-CRAIC FLAW)

. . : Cihis Bls ! nay not
Youiare incompetent and unskilled. Until you buy off this Flaw, youmay

- . . e odFon i s they do
ertain Disciplines and other magical powers do nor affect you as t];q L}
- P y . - 7
ers: Y ou gain rwo Bonus Traits when testing against any form of magic, t 1;1&1;_,
s 3y e “an never learn
15 borus applies to both henevolent and harmful effects. You can never le

e ol

ou do, in fact, hear dead people from the spirit world. Ghosts follow yo

; o H ¥ 1 g o LA B are
er you po and you can feel their presence at all times. As long as you are
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RAERIE ARFINITY (2-TRAIT MERIT)

You are art
«l LI 15Ta) 3 - " .
souwhiloy artuned 1o ill\;, ways of the faeries, and you do not cause thém 1o
ou are around. [n fact, v . I L O
. , you attract their attentions L
als - . - attentions and perhaps voi
also more valnerable 1o their enchantments and perhaps you

DANGER FENIE (3-TRAIT MERIT)
You have asi
15i% gy g . H

. h'%ppm(” (i 5 \fl} sense for trouble, and youjost know when something is b
an . } 1S oo ~ e Ty " H - L .
tolunpen It ere t:(:)d chance that you will be surprised by an ambush t30 o
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GENERATION (2-TRAIT ALAW)
s aras of the Twelfth Genesation, fong thought unable tosire. Thefact that you
‘e dead may have evencomeas ashock tohim, and it certainly concernsany elders
sock in prophecy (in other words, most of therm). Youmight bea Clanless Caitiff or
sueyonare likely seenas something less than proper among the
st at least take the Cannot Embrace Flaw.
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whicl b \ “1” 3}0& when you were Embraced. You get three retest alf
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TRUE LOVE (4-TRAIT MERIT)

Your unlife witl end very badly, and your fate is sealed. Wosse yer, you have dreamsand
10 fsifio_hsQf‘,-'om‘fumrcdcmisc areternaltorment. The Stowte]lcrdetcrmines;qmrticuiar
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petience, Do it in the open, and be prepared to explain the rationale for your
Ons in accordance with the rules. 1 the players disagree, hear them out, learn
h@}c story, then award Experience 1o those who have earned it.
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ges their sense of
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guidelines listed here, you probably won’t get into 100 much trouble.
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e e .Mn .‘u,.t,unnlreccntiy, most thought no 1 2th-generatiol
sire. You can still create ghouls and blood caths as normal.
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-« he have what it takes ‘ e brutal medieval neh
%Y-_D_QCS hti . other Cainites overlook his ph‘f.‘wl.Cdl'dl‘af g_imr s
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cret s . i shape -l
1 ?‘; _UL_uLhn()l kground is always a good thing, helipmg Fu o the clay tht
ol Fr hi . and their immora ¢
; X ic : vis parents, ¢ ove for one
001 ederic. What of al love for o
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< cifreney ot of | i i as thatof
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a playable characier.

Academics x 2 and Linguistics: Latin. Then he takes Melee
hisaverage skill wirh hand-ro-hand weaponsand h
choices are not as diverse as Chip would hope
reflects his lack of wisdom and worldliness th

and Ocer, 1EpT
is mystical knowledge: S;
for Frederic, Juli points our th
at will come with experience

Disciplines are next, and Chip beams with anticipated glec. Ag
has access to Animalism, Auspex and Vicissitude, He decides ro take thefir
of Auspex: Heightened Senses and two levels of Vicissitude: Malleable Vi
Transmogrify the Mortal Clay. He reasons that these choices are indicative o
introverted social mnistit and public recluse. L

a Tzimi

Juli and Chip note that Frederic’s existence as a vampire grants hi
Backgrounds to spend. He takes extra time ro think on his decision. Chip belj
that Frederic should boost his coffers to reflece his holdings, so he rukes two T
of Domain, one Trait of Generation and rwo Traits of Re

sources. Frederic)
comfortable unlife withour roo much responsibility, and wich these choices,
now back up any claims to the overindulgence of book study.
BCEP FOUR: FINISBING TOUCheES
Chip must now record his Blood and Willpower. He ch
H7 and notices that an 1 1th-generation vampire begins the game with 4 bio
poot of 12 and & minimum of four Willpower Traits. Chip must also allocate
seven Virtue Traits. He checks the Virtues of his road (Conwiction and Instinct ol
Courage, which belongs 1o every vampire} and considers w
Frederic’s personality. He starts by throw
him with one more. He thinks a bit about what sort of person Frederic is, Woul
he ride the Beast more easily? Would he ron from danger? Chip finally decidestha
Conviction would be Frederic’s strong suit, given that he is quite convinced of hi
own superiority. This done, he averages his Virtues for his road rating ~
whaopping 3, Not bad, but not necessarily the best, either, B
interesting nights ahead as he deals with his Beast.

s social edqu
] What type

ecks the chart on pag

hat would best réflé
ing two Traits into each category, leavin

X ion, stay !
wofan unholy unios, rith Frederiefor o1
viet adherence to his road? Chip secms happy ot
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¢ his ability to ask so many guestions [sa
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rederic will have some

Chip now has the option o choose Flaws and Negative Traits for his
character. Juli explains that for every Negative Trait he chooses, he can apply.:
another Free Trait to any aspect of Frederic. With
Callous and Condescending. Frederic knows that heis

coupled with a lack of social graces, he acts very blunt and snobby. He also choosts
Repugnant, to reflect his inbred looks, Nothing else seems to suit him in this aréa)
so Chip moves on to the Flaws next, selecting Disfigured: Malformed Leg. Chip
reasons that, although his leg works juse fine, his charmerer would have many
problems arising from his inbreeding. Juli quickly points cut that Chip will have

tofind away ropulf the act off convincingly, either by Himping on acane or waltking:

s ., . . s
very slowly. Chip accepts the Storyteller’s reg virements, adding that he doesn’t
¥ ¥ { 4 ¥ i 324

usually move very fast, anyhow. “Peuple should wait for me, anywa y.") Nowhehas

a total of 10 Free Traits to spend anywhere on his character (five Free Traits plus;
three Negative Traits and rwo Flaw Traits).

aat in mind, Chip chooses
smrarter than most people, and

First, Chip adds three more Mental Trairs: Attentive
upping his toral to 10 Traits; now Frederic is
standards. Then Chip decide

» Cunning and Innuitive, *
ar the top of his game, by murti_ll -
s to take the Merit: Lucky for three Traits. Finally with -
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Certain Disciplines, most notably Dementation and Daimoinon, have additional,
rtible costs associated with learning them. Those students who have taken up their
dy have discovered to their everlasting regret that these costs are demanded of

vampire who undertakes them, not just of the clans associated with them.

(rarcer Four:
Disaiprines

Whilc the scholarly and the pious debate the minuria of the Cai i
C(:)l_ldll‘i()i";, itis commaonly believed by those whae study sﬁcﬁ lmrtc)ilmt
Lilich, the first wife of Adam, raught Caine the secret‘; of ;l'\n . 'm"
within his cursed blood. Indeed, Disciplines are oﬁ:en fc\lt to i}; IIC)Wtr
manifestations of God’s Curse upon Caine and his pmgcny. Pk

ery

RLOOD SORCERY

“Theawmatirgy and Montis are the most common forms of what is ¢
orcery. The study of such Disciplines possesses a different structure than ordinary
Disciplines. Rather than consisting of a single linear progression of powers,
hereasing in might as the Cainite’s skillimproves, blood sorcery allows its disciples
to channel their studies into different ficlds calied paths, and also to leamn special

alied blood

. Iex these dark nights, there are almost a score of well-known Disc
plines. Some are known by almost any vampire whose existence li"
sz-mn.ed a century; others are closely kept secrets, hoarded bey clans tlms
perecive them as unigue facers of Caine’s Curse. There are ‘ll:;('} z[ Qs
powers whose mere existence is conjecture to the cvcryn;'n; \("'1i11')'b>'
perhaps lost tomntiquity, perhaps practiced by others so dif.l"mtcom < e
as to be beyordd the boundaries of their common nig;‘ln'l;: c;xism;ic

LEARDING DISCIPLINES

Any vampire can learns the physical Disciplines — Celevity, Forti
tuce and Potence -— and the three Disciplines favored by her C['J'[; using
only blood-intuition and practice (and the expenditure nf.Ex :eri nlf; :
Trai[s‘). It is always easier to learn Disciplines that are inl'lcr}canl'o ‘1
v;?mplre‘s clar. Even though a Toreador can develop skill at Frn'litud(e
with ne outside assistance, he must spend extra Expenjvnce Tmir.‘ since’
it is not a clan Discipline. A

rituals, independent of their other studies.

PATH MAGK

Each form of blood sorcery has its own set of paths, each of which concentrates
on a specialized category of secult power. Whereas Cainites of lower generarion
1 learn Disciplines to greater effect than their younger brethren, sorcerous paths
nlyreach the Advanced level, Masters of blood sorcery canlearn additional paths,
" hut none have managed 1o extend a path beyond thar level.
"~ When a vampire commences study of blood sorcery, she picks a path from
among those atlowed by her clan to be her primary path. Once she has attained
Intermediare expertise in her primary path, she may begin studying addirional
paths. As long as her skifl in her primary path is Intermediate, she may only learn
the Basic offects of her additional paths. Onee she has raised her understanding of
e Advanced level, she has mastered that path and now has
any other paths she studies to their fullest extent.

her primary path to t
the understanding o pursue

RICUALS

~ Rituals, as their name implies, are prolonged, formulaic occult ceremonies,
Theis effects tend toward greater power and duration, but that is only fair, for they
take a good deal of time and cffort to enact. With the proper research, discipline
ats with a ritual that are well beyond het
Some rituals call for
hile others call

The more arcane Disciplines are not so casy to master. First, the
would-he student must locare a willing and capable reacher. ‘%incé 1,11(')5[ '
c]zms: take an extremely proprietary view of their clan l\)isci)line\s'
providing such education can be quite risky. In addition to finilin 1:;
teuchg, the hopeful student must consume one Blood Trait f'?mni) ;
vampire to whose clan the Discipline belongs. Oaly one é-uch draughtis
necessary, but it is a step toward the blood uz.lrh, so the student woqu d(\) .-
welf to be cautious. The blood need not come from [he- teacher, or even
from a vampire who knows the specific Discipline, merely a (J;\jilﬁl'e for
?vbom it is 2t clan Discipline. This means thar a N()s{cram. .wlm hz.ls
111vciglled aLasombra into teaching him Obtenchration could potentially )
e C._h it to another member of his warren i his friend could also obrain

and effors, a blood sorcerer can achieve fe
ahilities with parh magic or the more commor Disciplines.
multiple knowledgeable paticipants and unusual paraphernalia, w
-+ for solitude and concentration. Fach ritual is different. Learning one ritual never
depends upon knowledge of another.

Blood sorcerers tend to pick up as many rituals as they can in the course of theis
stuckios as well as occasionally embarking on dangerous quests for particularly crucial
rituals, Blood sorcerers learn one Basic ritual when they begin their studies. With
hey leam another ritual of the same level. This means

each additional leve! learned, 1
~ that if Yves has mastered Rego Vitae and just brought his eraining in Rego Tempestas
" ta the Intermediate level, he would know eight rituals through these studies: two
Basic, two Intermediate and one Advanced from his mastery of Rego Vitae, and two
* Basic and onc Intermediate from his time spent learning Rego Tempestas.
: Blood sotcerers can also feamn rituals through study. Influence and Mentor
Traits are useful for acquiring the information necessary to learn new rituals, bur
a story-line that forces the student to do

fage -— would most certainly find the wrat
em :

the Storyreller may always opt to crafr




any or allona given challenge untii you

some dirty work before §
: e he can learn the ritu . ) :
an learn the ritual he desires. A Cainjte can'ng ' ==
: e Traits as you wish, using none,
; still use your Road Traits, but you

a ritual of a higher level 1 .
: ¢l tha . . -
Performima il in his understanding of his primary path
; LAt atcdlis E: atic &) b ! ol L o > Fe f
waritual calls fora Static Mental Challenge (difficulty ning thein'up- 1F you fail the test, you may
ediately enter frenzy.

{Fj?l-:'islssiothcrwi:;e noted, it takes 10 minutes o perform a Basic rit 120
an Intermediate ritval and 30 minuates for an A _— Ll £ g

o an Advanced risyal, mEDIACG ABOmBmE
TLING UP THE BEAST
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, JES s is shape . - . ) _
celestinl events like the sun's rising, ot aped by many variables. Some dep iow the ancient songs that speak to the Beast, and you can commung
s ising, others last but i o5 of others so that they are less threatening to you.
wmust whistle, sing or hum atonally for a full tarn, then enter a Sccial

between half an hour and an hour. Unl ] amoment. Most Disciplin
T ess otherwise indicart i
: ed, any Dig
pewith your target. I you succeed, your target must retreat from you. This
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o aibon dfm curse. Should a Cainite of another clan learn Ahomb

vould pay one less Blood Trait for those powers v omba - '
B : - tids, body, throar and feet are t

BA$ [‘Z ABO[HBU}G _é(“i. :{hat elders know other, more potent forms.
PREDATOR’S communion ands: Your punches now inflict aggravaied damage.

You are so attuned t B [ odyi You gain six bonus Physical Traits of your choice.
so attuned to your Heast that ” i
you can use its senses to disc the
se its senses to discern othe

in your area with similar psyches. Do hrﬂat:Youcanemi{nnuncm'thlymm‘thm_tcrrificsnliwhohem'ir.Aﬂywhuhear
: ; ’ bl es. L olng so ca v . . R - - . e A .
likewise possesses  Beas g0 can be very helpful in both learning whi musrmake;1(,mnugeTestagmnsmdlfﬂculry(_sfyourbucuﬂTr:-ut‘s. Ifthey lose,
ssesses i Beast, and who to avoid when necessary . :

aiie Traic down on
Cas iy tests for frenzy ot Ristachrec
le Beast, as listed under Predator’s Communion.

enter frenzy after one turn of singing

potab
1 can also use this power to voluntarily

ming.
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it ability to channel the power of the Beast
necific pasts of your hody.

atlows you rodirectits influence

Expend three Blood Traits and direct the Beast to manifest in a certain part
ur body. That location becomes encrusted with dried, black vitae. Although
he best-known foct for Beast-Channel, it is

tals riwst flee and supernatural beings are two Traits down on all challenges.

cef: Yourkicks now inglict aggravated damage. In addirion, youcanstonpon the
i, causing violent tremors. Everyone within 100 feet of you must win a Physical
gremnors last as Jong as you staing.

By expendi :
the fer}zl mlmr (;;g[rwg Blood Traits, you can tell who, within eyesight, posse
al nature o Flooer T ¥ ’ :
Challenge ro rec e m‘;;'ﬂ“bl“ usually automaric, but you need towina Men
o ' cognize a Beast that is dispuise - Co . i
expending 2 Mental Trait, you ¢ 1 lisguised by Obfuscate or similar powers.: fénge or be knocked to the ground. The
X “ <l an determine if a person’s Beast is ¢ RS S - 1 -
yours (i.¢., which of you has more R ‘ if a person’s Beast is stronger tha he offects of Beast-Channel last for one scene.
as more Road Traits). Predator’s Communion also detés i
CARING THE FKIN

the feral nature i

¢ of Lupines, ghouls .

: - s, ghouls, ghosts, cermin fer 5
pareicularly brutish moreals. ' » certain feral fae, and even 97

You can steal the form of any predator, pro

turhody in its hlood.

CAIMING THE BEAST
- First, you must kill what you would imitate. Youmay have

Y{lll!‘ {;ioqe i : :
controlled fashi Kim-l(m-bhlp with your Beast allows you to call it forth i
astilon, bringing its strength to bear in physical actions. It also bi
- < - W W g i T
e the one to actually kill it. Secondly, you must drench yourse
Ctteguires thar at least one Blood Trait remain, so this power

a comimensurate risk of frenzy

predators like bats, spectral creatures like ghosts or spirits, or cre
wedofblood. You can maintain theskinofone youhave shainforaslongasyouish,
Dt once you have shed it for your own form, you cannot regain it

Sapin

vided you kifl it yourse If and drench

assisTance, but you must
[€in its fresh blood. This

You must ¢
- concentrate for 4t : -
‘ urn. ar o1 perfor PR P
Instinet Test (difficulty five Trairs and then perform a Static Self-Contrd cannot accommodate
y five Traits). If you win, you can use your Road Traits arures completely

b()[“lq I ral ysiCi - < .
ansin l E} Ci l (
- llc'l“f‘ LS OVer }1(’ cO ¥ G CLETE cene 8
© 34 OV QULSC C {t} C ent s g} YG




iiriced notest tosimply communicate with an animal, but convincing an animat
oiv your command requires a Social Challenge. Most animals react as if they have
s to cight Traits for the purpose of this challenge, but some, such as trained war-

While you exist in someone else’s form, you gain any Physical Ty
creature had that you do not. For example: If you had Brawny x 3, Brigal and &
x 2 and your victim had Brawny, Brutal, Resilient and Rugged x 3, you would:

Brawny x 3, Brutal, Resilient i o = ; 12 i i
M y . ] ai, icszfr“(\.nt ard Rug!qed x 3 while YOU wore your vicri 5;’%?; s;'ca'nﬁmrtion asif they have asmanyas 1 .Remember that umm:‘llsarcsunplennd
oreover, exchange any oeous, Bestialand K Trait: N = . ; reaui 1
’ ange any Corgeous, Bestial and Repugnant Traits for those YOUT Y, wa’l_{-’s tt"t’]_ﬁ)rc_x&'(‘ntmgcompicx commands, but they arcquite adepl’zl? lcsscompicx asks.

had. You keep the creature’s shape and size, physical characteristics andappeas

Although you can use this power against Lupines, Cainites é.ndc ot
supernataral creatures, it does not grant you any magical powers 511;3[1&‘011;"
abilities, Disciplines or knowledge they had. You also gain :'1113: 13{:11&5&91
creature whose skin you wear, such as wings, claws and non-magical smi:;é :

ELDER ABOMBUE
PREDATOR'S MASTERY

’ e Al o . . o
Your command of your Beast enables you to extend dominion over the Bis
of orhess, forcing them to submit to you, much as wild animals submit to a stror
c)m:zturc. This power only works on creatures with a nosable Beast, as s
, e . n
Predator’s Communion.

With this ability, you can cry out, summoning apa riicular formof beast to your
You must have spoken with that Lind of animal at least once usiog Feral Speech
ot liave an idea of how to issue the call. You may be as specific as you want in
smmons, addressing, for example, all dogs that can hear you, only wolf-
ol 1'ds,'. or even the reeve’s favorite terrier, Suymmoned animals are at feast
arably disposed toward you, but they are not under your thrall, unless you
plo_y'r_ other Animalism powers upon them once they arrive.

Spend one Social Trait peranimal sumsmoned. Only animals thar can actually
"yc_'}ﬂr call will come, and they might take sowe time to arrive. Once they are
sennt, they will stay untit they feel threatened or the scene ends.

NCERMEDIATE ANIMALISM)
(OUING THE BEAST

The Beast within each Cainire overshadows the rage felt by the most furious
ariral creature. By revealing this rage, you can send others flecing in terror.

ather, more secret, technique allows you to drive away the rage of another
ature, bringing to it a preternatural cal. This technique can be learned over

. Engage your opponent in a Social Challenge. Mortals and ghouls niust bid
}'JLFdEl'i()Ilzil Trait or relent. I you use this power against a ceeature of greaier po
(Storyteller's discretion), you must bid an additional Trait, Should you winh
rarget must obey your commands. There is no amity or loyalty in this 5
subject is simply cowed into doing as you command. Similarly, this power gia
no special communicative powers. Your target must be able to l;m'lersf;.tn&?

commands either through shared language or obvious gestures. This comma
lasts as long as you keep your attention directly on your subject and do not letF
outoﬁjcmr sight. Should the subject feel she has an opportunity to escape or attag
you safely, she will likely do so. e

ADIMALISM

Cainires are removed from God’s decrecd order of creation, With Animalisi, th
deminion granted by God to man is perverted inro mastery based upon the king!
between the beasts and the Beast. Indeed those Cainites who call this Discipine the
arcrenowned for abandoning civilization in favor of inhuman behavior., I’crlmps., S0
scholars proffer, the hurors favored by Animalism aie antithetical n.) social proprie ;
and rourine use removes the vampire even further from humanity.

eek’s teaching, provided you have a ttor who has ajready learned it

You must rouch your target (with a successful Physical Challenge if he &
willing) or meet his eyes, then make a Social Challenge. i you win, the target
s the Negarive Trait Submissive x 2 and may not expend Willpower Traits for
e.rest of the night. Additionally, unless you have learned the pacifying tech-
ue, the target will attempt to flee for the duration of the scene. Multiple uses will
tincrease the number of Submissive Traits beyond cwo.
Youmust spenda Witlpower Trait firse if you wish rouse this ability enanother
ampire. If you succeed, you may affect him as normal. If you know the pacifying
cchnigue, you can use Cowing the Beast to draw another Cainite out of frenzy. It
o use it in this manner, the target does not suffer the negative effects.

RIDE THE WILD MIND

You can possess an animal, directing its movements and perceiving what it
weiceives while your own hody lies stiil. You must lock eyes with the animal and
eipend one or more Social Traits. The number of Traits you expend determines
fh¢ degree of your connection to the animal. This connection affeces the super-

Sn_)ryl(il[crs might wish to keep cards detailing the Traits of animals commor
tor the story's setting. Use Animal Ken for rerests with Animatism. '

BASI¢ ADIMALISM
HERAL $PEECH

By meeting an animal’s gaze, you can communicate with it in whines, hi
and growls. Animals’ capacity for observation and reason is lacking, but if you
clever, you can accomplish much. Animals greeted in this fashion tend o b
amicable and may follow simple commands.

fiatural power you can use while controlling the aninal.

" You can will the animal body you occupy to do anything it would norally be
able to dlo. You cannot augment its physical abiliries with Celerity, Fortitude or
i 0tence, nor can you speak. You may travel as far and long as you wish within the
animal. Daylight no longer hinders you, though you must still fight to stay aweke.




fo lock eyes. TOWIUSLSPRATREFAm
¢ immediarely flec. Additionally,
arive Traits

‘ v . o b ffect ihem, but you donot need

Should the animal you inhabit die, your soul returms to your body and. IEC sh to affect. Fach target mus fee

' ous ' otyou wish 1o d . st immediarely | €8

torpor. If you wish ro retumn to your own body, you must declave your it - ety e B )
beginning of a turn. During that tern, you can stitl act as normal within A

e 2 L 1l§ I s )i‘(y( ol W l'l& anplres
{ ﬂ'\(— {_9 (" h c 1 %()C‘; Ny 8 on vaing
’ hee (g h‘l turn YOu 1 | )YO ; O0Y »gél £58 ()f‘d ra T

7 for the rest o

One Trait Simple Possession s (*cl-min(‘ain‘ll‘t‘ﬁh’d\"flc'dﬂmd
Teai - : e mires possess uncany senses. et S
Twao Traies Can use Auspex Sipvery natuge, Caliles POssess et n ¥ L of acuity Theugh this Discipline
i ) imali ' 1 "libeynndevcmhcbasu:lcvc of acuity. ? Lutiae and
Three Traics G also use Animalisim and Presence op thisesenseowe - it encourages Cainites (O dwell upon minutiac ¢
o Traire oty mlees pee T S ; se, the pous argue that iteneour: i unfolds around them.
Four Trairs Can also use Dementation and Dominate GG LSE, b than focusing on God's plan as it unfolds ar "
: : - - : y o shworld ragher than Tl S . + aenerated vy
Five Traits Can also use Chimersery, Movtis and Thawmatiir alworld rat T arnasural illusions such as those generatea by
o spizx can SCMEDNeS pierce SUpeilicy + Mental

+ active, he may enter a ¥
add the number of levels
o for Intermediate, three
s of overbids and ties.

sty and Obfuscate. Ifa \fampirc. has }{u.ﬁjm.’ activ
engc with the creator of the itlusions. (,11;11%:%1; zw
v in the appropriate Disciplines — (m‘g fmA ﬂ; :lr}msc
Taticed and four for Elder — to this test for the purpe

nwestigation for rerests of Auspex.

When your mind moves into the animal, you lose track of your own bo
wounds you take as an animal are sympatherically reflected on your own body. Hy
wounded during the turn you retwn to your body, you must make a Simple T
fail, you enter frenzy upon returning to your beely. Regardloss, some of your ar
behavioes terurn with you from the hody. Specifically, yvou suffer one Feral Negadi
for cach Social Trait spent on possessing the animal. These Feral Traits can be
by expending Willpoweronaone-per-one basis. While these Traitsare inefect, you
roleplay behavior similar to that of the animal you were riding when you gained d

F)E!GF)_CE]HED SENFES

“ can improve any and ,
bles; and your other senses hecome remat
ctceive things ordinary folks :
'.;m'y sudden assault on yOUT SCNSES, s‘u
abythe affected senses for the 1'cm:1md(—%1 C ey et
b imless you expend a Willpower Trait. Ac fllf?n‘nmz& el
£ futurc or past events, but these are completely ney

g discer . halo that surtounds all
Wi - and focus, you can discern the halo the urtounds a1
b o thest i lande notions. Thisability may
resand gain nsight into the state of their soul and emoTIE
25 AN e Sig o eaatUTS.
o be used to perceive ghosts and other spif m.zaluna e Chalens e
l . rin s Static Mentar LA
You e vout target and perform a Static : whos
o ook e T ilf ou succeed, you may ask the garpet any
fficulry is the targer’s Mental Traits. 1T you: T e you el
weoof the following questions: Wy hat manner of creati o e
apite, ghoul, ) : st of magic!
ite. ohoul. werewolf, ete.)?” “Arc you affected by ary sort o ! g;“u" e
t g were M . ! sort oMK .
Jcom g“)“i’ linblerie 1-jcccml‘,r7" i hat is your CusTent cmotions : f( . W
committed diablerne rece ! — ne ol
ut rance a lie?” The target of this power must answer e
o st ‘ o vhosts or spirits in the area, you May ;,\1 e
ghosts or ¢ o ild e the ghoses
l:;!leinge On o win of tie, you will see tF.L,g_,l {
low. buen identify aspecific ghost.
‘not oh toidentify aspec
_butnotenoug

' .eht and hearing
nses. Your sange of sight and hearing

kably acute. You can use your snnssis
adjudicated by a Narrator. As a sid 1(1
ch as a loud noise 0f SLONE odor, wi

of the seene and feave you stunng"‘i for
eive visions

. . all of your se
W your body dies while you are riding an animal, you may stay in the o

body so ong as you win or tie a Simple Test each day at sunrise. When youfo
test, your soul is lost,

ADVANQCED ADIMALIZM
DRAWING OUT THE BEAST

~annot, as

must be about to frensy to employ this ability, Rather than performing a Viseue T
to resist frenzy, you can make a Social Challenge against any person you cai
This challenge does not cost an action; if you win, the victim suffers your frenzy
The rarger might also demonstrate some of your mannerisms, leading shag
observers to guess what happened.

The victim must work through your frenzy, You cannot frenzy while' thi
power is in ctfect, but if the victim dies before the power is concluded, your Beas
returns to you and you risk frenzy once again. R

If the victim leaves yous sighs while under the effect of this power, youlos
your Beast. You cannot spend Willpower Traits, and you gain the Negative Trai
Subimissive x 2 until you locate the victim and lure the Beast back by beha
monstrously. If the vietim dies, your Beast returns o you.

€LDER ANIMALISM
QUELL THE HERD

The power of your Beast is such that entire gatherings of mortals can be drivety
away in terror or cowed into submission. Although this abilicy marches the effects Qf'
Cowing the Beast, it operates on groups of mortals. You must be able to see the people

M you suspect that there may b ¢
ental Trait and performa Mental €

) .
sile, indistines auras— enough to follow

INCERMEDIATE AUSPEX
.. W $Pmm‘$ o an pereeive

L fecr of Jocation, you €
1 you are in physical contact with an ohject of 1 e ’md L
: § ; o aingain congact and ©
thoughts and emotions ries to it. You must maintain ¢
: 5% AL

ncentration




i . ind in: id, state. Your
- Willpower Trait and leave your bady behind ina n)rpid%s 5 o
o ia a silver cord. Though you are unaware ol yout ] l,c
oy . ore at the speed o
: YOU CAN [OVE YOUT SCIses anywhere at the sp

for a turn and expend a Mental Traic. You may then ask », Narr
following questions: “Who last touched this object?” “Hyy
involved in any stressful situations (such as murd
“What strong emotions drove the subject w
generally answer with descriptive images and phrases rather than gif;
information. This power may be used repeatedly o gain grearer
sittation surrounding the object or place.

ale

mains atrached
“siny where it is, . ars, Youl may stay in
1 SEay shancing them with your other Auspex powus.{Y L :1unlight
3 Wi - K FPPR, b G Wwhere s
mlL ‘ s vou desire and even travel to distant lands w mi e
nas ork 9 ) tumnber when the sun shines where your body

CT, Toriure, Passions
ho used this object The

il still pass into s -

T will still pass in s where yout bouy 165

54 such as Sewlsight may detect yout pmsc,uu,], bli' y“m:‘gc
‘ C ay manifest as an idealized me

ibie to the regutar world, You aay mar :

; an '5bie o [hL AR i o ifeste V1Y USC YOUT

et fing: Wi!lp(}werTmir_.Winlcsonmmfmted,ym,s.1 ay y. .’

el he cost of an additional Mental Trait, but you are
ot Soc isciplines at the cost ot an: 3 aryou

S amage — though your physical hody

“ = I

tEalh pOWETS,
The Storyreller may decide th

particularly powerful emotion used g

human sacrifices, may force a derangement apon the Cainite using Th
Touch for the remainder of the scene. :

BTEAL $ECRETS

You are capable of peeting into the mind of other beings and listening
private thoughts, or even delve into the secrers of their souls, Addirional
may pronounce your thoughts in another’s mind unhenrd by any others w
be nearby. You may use Steal Secrets upononly one personata time, but any
may use it on you.

at using this power on somethi
al resonance, such as a stone table

ilherable to conventional forms of d

h protection.

i LR esences, in which case
; encounier and interact with other astral ples‘u}n N - ch e
[ Sox i AT all ifyou wis[ £0 alfs f )
- Zocial inietacton is handled normally. ] ; o
118 o Sacial interactio . 1Ty e (J]nutifngc e
ldl aﬂ e, severing his silver cord, you must make a Menis , fL A
TSENCE, 5€ L11E S . e e s
: r:!h 1 Lt‘ing from his Willpowcr Fraits. An astral presence e
yage geclic £ : b 3 . s stranwer realms ”
. 1 will drift in the astral realm, pnssﬂ)ly into stranger red
cred wi : ast

t dlb COVEr 3 W dy to reuntic wi h ].llS l ()dy. o (
1 & & 5 5 18 N th{‘ SALIC &8 .hl. 51 ir1t-wi llil )i
I H Tl Jele !Sti(il plt‘SL‘i}CL‘: 15 NeH ‘ )
€ ¥e 'll S Irav Ld h} ¢ i f (
JVE 1 CLOWIANCLS CF %1 sts, thoug B C c
“Enc\\(l 5 OF 1.]:6\)lidi \l n 15 f ohosts i} O ?El 1f 18 TUt I.L(_]‘lti T.l CYe af

In order to spy upon » person’s thoughts, you must be able to see ]
initiate a Meneal Challenge. If your rarget is a supernatural crenturc,_y_@u
expend a Mental Trait before the chatlenge; you need not do so fora mbft;_ﬂ,'
succeed, or if the target relents, youcan either send a brief mental message; It
through a Narracor, or ask the target a question thar she must answer truth
This question can be any of the questions included in Soulsight, or ane of
following: “What is the name of that about which you are speaking?” “What ts
appearance of that about which you are speaking? “What element have
omitted from your answer ro a certain question?” “What is the true zms{a'gr t
question you just lied in answering?” “What memories do you have conce ni
certain currently discussed topic?” If the target is umwilling, a Mental Challg
must accompany each question. If you are simply exchanging information, ¥
need not expend any further efforr. :

tf you have established a link with
to peer more deeply into your targ
trathfully answer ane
Negarive Traies?

-

“LDER AUSPEX
RARSIGHT

» pyver visited or any person you
1 project your senses toany place youbhave ever Vl\}lxd‘”l .\{ \r}a]”{ oo
Ol Can Pr SENHES reedom of Anima youst:
S sl -s ot have the freedom
et Al Tarsight does not have 1 Walk.y
e e 1 e o it is not as hazardous, cither. Many
but it is not necessary.

3

Fes

are of your body and its environment, it ot
inites prefer o use a scrying implement o mn.m‘ : l .,’ s f
You must win a Static Mental Challenge (clffmu vt{}a&;g 1f;{,£lwccecd,y(m o
ouhave only encoungered your farget tht()ui;hf-\r.m:;ale m.; A
B e yolml'fl'l‘n‘zn(:f ;}((;:El:cr;ring. Only other Cainites with
ey are be.ing spied on in this fashion, and even

the targe1, you may expend a Mental Tralt
er’s mind. If you succeed, the targer P
of the following questions: “What is one of your Flaws

“What is one of your derangements?”
requires the expenditure of another Mengal Trait
Challenge ag:

ﬁﬁspe-\ ?0“ ers o ;')Cal Ilp()ll ti i+
L W stand a CD(H_}C(, (]{ :-(\‘dhzlng)« 1.1\/11LY l (“ luemﬁ l%ﬂ(t]‘]s g ur lih ower.

! 1 SE8UCC It & ._St:ll'.(, wviental Lhe vl o

111 hCY must succe C(i 't § " T b} T % 1

Each of these questio )
and success at a Static Mei_lt_ﬂl'
tinst the targe’s Mental Traits — the target cannot relent agains
this sort of intrusion, This level of examination may also reveal artificial thougt £
feclings and memories, such as those left by Dementation and Dominate if the:
Storyteller feels that such would he revealed,

ADVANGED AUSPEX
ARIMA WALK

You can free your mind and walk the world in
only by a silver cord. Unhampered by walls and t}
tmseen, exploring all that lies beneath the moor

Fare two Traiis up
or other scrying implement are two Traits uj

- Caini s use a crystal ball

~Cainites who use a crystal ba ying imp”
; \ s while sight,

any Mental Challenges that occur while using Farsig

(ELERITY

- Celerity, one of the core physic . > e, Eve
1E’amcd its secrets to move and react with }ilml]lzml_&}f‘} hy ]guggmring chyat it is in
> it wi ittle iCLELy, ¢ sC
or Celerity can learn it with dittle di : < holars
clans that favor Celerity can L stence. Scholir
some w‘{ s natural — if such a word can be used — o (Jf]nmctf \ inu e ol of
L = Lainite
TOp )sc( :'h 1t Celerity’s curse derives from its focusing the .{ o engendering o
g & " N . s 'i’ ine, while e gt
B -enf feais ting and slaying,
€ ¢ for it enablies greaf fears of hun
predator, for it enables g

ch behavi CCCSSALY.
hiinger that makes such behavior ne ¥

“ainives who have
al Disciplines, allows those Cainites wh.u [3¥ ve
: n those ouside the

spirir, conmected to your body
1e forces of nature, you may roam




you automatically win all ties involving your speed or agility, regardless
surrelarive Traits. Should you use this against a Cainite using a Discipline with
4t effect (such as Potence's Puissance), neither vampire has the advantage

The use of Celerity at levels greater than Alacrity is immediately 1‘cc0§n iab
o . ) . ) ) N ) £l
as inhuman, and it also renders the use of Social and Menral Discipline
the effects transpire too quickly ro be effectively processed.

5 useles

s are resolved as normal,

'DER (ELERITY
QUICKNESS

-éubadours have claimed that you outpace lighening. With the expenditure
Blood Trait, in addition to the benefits of Fleemess, you can rake a fourth
i, which takes place after the actions of all vampires using Legerity.

BIMERITRY

Only the Ravnos claim a narive talent with Chimerstry, the Discipline of
fusions, and its fabled origins are as sacrilegious as its users. Some claim that the
Tart founder stole the Devils flair for deceit, while others whisper that he gained
y-drinking the blood of a faerie. Since these fables originate with the Ravnos,
lend them any credence. Devout philosophers claim that € himerstry leads
fes further astray by entrapping them in their own illusions.

Characters whoare surpeised cannot use Celeviey on the first ehaflenge. They i
rely on their normal resources until they have had a chance to overcome their mi;n

Each use of Celerity lasts one turn. Although each level of Celerity coits’s
Blood Trait per turn, no vampire is required to use her strongest level in zm'l' ity
turn. In cases where more than one Cainite with Celerity are attempring ro L fsn."
from the same aspect of Celerity (such as Alacrity’s preempt abilir;.’} the vam
with the higher rating in Celerity acts first, ’ ‘ g

. No.Ahlh(’y allows Celerity rerests, but actions performed under the influene
ot Celerity may be retesred as usual, .

BAZI( CELERITY
ALAQRITY

Your reflexes are so well developed that you can respond to another's actic
-evenashe beging to move. With the expenditure of a Blood Trait, you can pl.".:l?l‘ﬂ
any physical actions you are aware of thar rake place in 2 turn. élmuld 2 yco':;uf
abruptly switch from parlaying with you to attempting to impale you with his spea
you may choose to attack him first. Should the same yeoman artemept to sho'(ﬁ
with his longbow with no warning, ¢his ability will aid you not at all. B

JWIFTNESS

. ch. can move with speed greater than that of any mortal. With the expe
d 11tul1‘e.3 of a Blood Traie, in addition eo the benefits of Alacrity, you are allowed an -
additional physical action that takes place after all other actions are cumplé{éd

INTERMEDIATE CELERITY
RAPIDITY

Your speed bewilders even other supernaturally fast creatures. With the:
expenditure of a Blood Trait, in addition to the benefits of Swiftness, you may Ust
the Bomb in challenges that depend on speed or agility, but not on ;n‘ength. Y
must warn your apponent that you can use the Bomb, and how it works hefore th

challenge. You may — but are not required to — use the Bomb in any chatlenge
throughout the trn. ' ke

LEGERITY

. You move faster than the eyes of mortals can follow. With the expcndi{uf 0
! 1 ood Trait, in addition to the benefits of Rapidity, you can take o third action,,
which takes place after all actions of vampires using Swiftness. .

ADVANCED ¢ELERITY
FLEETNESS

| You are like the wind - and often, the wind your passing stirs is 2ll that i
detected of you. With the expenditure of a Blood Trair, in addition to the berief

Chimerstry can add to something’s appearance but not subtract from it, Tecan lay
Aliusion over certain features but not make it unnoticeable — such is the
rovenance of Obfuscate. Additionally, even tactile illusions cannot support weight
provide more than the sensation of resistance, so illuscry bars over a dungeon
vitidow coidd feet solidly real, but one who threw herselfar them would pass through.
Hisions created with Chimerstry are .l to the fae, and even a longsword
cated with Ignis Fatuus that would not e felr by an ordinary mortal can cause
jute faerie creatures.
‘Players might wish to work with Storytellers in advance to prepare item cards
he subjects of their illusions. Use Subterfuge for retests of Chimerstry.

A$IC CHIMERSTRY
GNI$ RATUUS

You can create a brief, unmoving image thataffects a single sense. You could
ake a person smell roses, feel ehe touch of abreeze, hear the sound of rags scurrying
o a coffer of jewels. These illusions lack substance, and cannot in and of
hemselves harm someone., If it is visible, you, and you alone, can pick upand move
h.@.iliusio;\. Others merely pass through it, and it has no movement of its own.
Xpend o Willpower Trait and engage your targets in a Social Challenge. 1f you

0y your iHusion exists as you deseribe it until you dismiss it (which is instanta-
Rous and requires no action on your part), you leave the area ot the illusion is
isproved (by having a hand pass through it, for example).

“You can craft illusions that affect alt the senses you desire, however, they are
Hiltusions. An illusory dagger may look sharp and feel sharp if someone tests its
ede, bt irs slash will not even crease flesh, These illusions do not move under

o
ot



thcll'_nwn power, but others can handte them. The illusors dagger could be ¢
to a friend, and it would move as any real dagger. Expenci a \)E}?l] ::)tl,(. T.‘ o
a Blood Frait, and engage your targets in :1Soci~:.11 Challenge. fyo : (r.’“ ul e
exists under the same conditions as a creation of Ignis F(.m.m: e _lll.u.

INTERMEDIATE ¢HHNERITRY
APPARITION

.You can give motion to illusions created with Tenis Favais or Digeon Tk
motionmay be simple as a tree bending in the wind or complex asa [(;li A4 .1 'w'. ol
Cl]:ﬂ'g]ﬂg with his broadsword ready. It is a boon if you are f;llllili:z; wi:lifl *m ‘_‘?1‘0
your illusion imnitates, for witnesses who find the mortion to be are: fisti Mt NS
likely eo pierce the illusion. . peenes

AAftcr crafting an itlusion through Ignis Fanus or Dweomer, spend a Blos
Tﬁ'zi{t to grant the illusion a movement. As long as you conccntr‘lié (‘)ii the '(;l i
it \V_%ll mave as you direct it. Shoukd your attention be 11-ccdcd cfls.mvhurlL lfot b
St it to repeat a certain motion. Afterward, if you return your :1rt‘cxnliz>31 o the
illusion, you may direct it to some new action with no additional effort A

If the Storpreller feels you would not be familiar with the motion ‘;(,u he
gr.'antcd your ilfusion — if you are trying to craft the illusion of a '1]'1-1“(31‘ ‘i\\? rds o
without the benefit of any sword training yourself, for example w:the‘g (' L’bull"
may allow knowledgeable witnesses tarerest the initial So-cial C "h'lllenﬂ: mﬁ‘) t? 1
2.113[71'(>briate Ability. Should you command an illusion to pass ();r ()f C b{‘. U%TEJ? :
it will cease 1o exist, just as if you departed from it o e

PERMANENCY
- AY\(Am.ufr pi(?HCI‘]Ct‘ h no longer necessary to maintain your ilhssions. Onee .y.ois
e o wil s sl o s o e
above. Hlusions can have botl ismiss it or someone picrees it as describet
above. Hlusions can have both Apparition and Permanency added o them, but each
costs a Blood Trait. Permanency works only on dllusions created by (',Thz'r‘nersm‘)"

ADVANCED ¢HIMERSTRY
BORRID REALICY

our itlusions are no longer limited to the senses; they ean now affect a

person’s mind directly. Hlusory shackles will actuatly restrain someone; illusory
damage received from an illusory codgel will cause the \’iC{i[l‘l t hcli(!'ve ];
wounded. Additionally, because the effects wre under your control, you £;;111 craft
AMIOWS that never miss, stakes that worm their way into the v)iz‘lim’s heart;
Rorschreck-inducing flames that cannot he dowsed and other l'c:rmrs;.- | -

Henrid Reality works o I .
Reality works on only one victim at a time; others in the area perceive

nothing. Expend a Witlpower Trait and engage your target in a Social Challeng
lfyk:m win, the illusion takes full effect upun.y{;m» victim, .W(ml;dks I‘C(,‘(Ci\-’::d cemaifi
unnl.rhe victim can be convinced that they were creat cd by an illusion or he
convinces himself that he has healed. Cainites “killed” by thisp e l B
moreals are driven into a coma, 15 power enterte lf 5

MA$$ HORROR

Yo extend the powers of Herid Redlity over small groups. Expend two
ower Traits and select a number of victims up to your permanent Willpower
These people expericnce a shared Homid Reality, Unlike Fonid Reality, other
: illusion, but only to the same extent asa moving Dweomer.
neentrate on it, whether by choice or not.

L TRay

tal
itrsses can perceive the
sror lasts ungil you no longes co

AIMOoINon

The Baali learned this hideous Discipline from their nameless founsder, and it
degenerate and reprehensible of Cainites as they
ike to the service of their dark masters.
Satan, sHME OLEET presence, an avatar of
when a Baali expends a Witlpower or Blood
rapturous communion with

till practiced only by the most
‘to corrupting mortal and Cainite al
gardless of the actua) power served
ecay or something else altogethes -
tin using Daimoinon, he experiencesa repugnantly
wnels her power. Though there is an clement of bliss in this

s Joird as he chs
lways reminded that his

verie, it is never entirely pleasant, and the Cainite is a
er comes at the behest of his master.
Use Orceult for retests of Daimoinon.

Though there are many mature
with Daimoinon need'to stay:evenang
important rules of the game: It '

e cognizant of two of the mo
of others

ASIQ DAIMOINON
J6NE THE FIN

Through careful scru
flaws thar all worldly cres

tiny, you can discern the weaknesses, foibles and fatal
tures have. Although this power does not require eye
e fixedly at your victim. Doing so may he viewed as suspicious

DOLACE, YOu IRISLEAZ
the target or observers, even if rhey do not know of your

ven offensive by
Wers,
intently at your target for three turns, staie
age your victim in a Mental
haps a

- Touse this power, you must stare
number of Traits you are willing to bid and engs
allenge. The risk of one Trait may reveal low Willpower, Virtues or per
Negitive Trait. Two Mental Traits may reveal a dangerous secret or pethaps some
ing three Mental Traits may reveal

ndetected erime the victim committed. Bidd
15 sins the victim has managed to

erangements, secret diablerie or other heino

*The information gained is determined by the Storyteller, and should be
Picsented in metaphorical terms, such as, “Justine rarely stands her ground when
H_Qngcd," rather than simply staving “Justine has two Wilipowes Traiw.”




HEAR OF The voID

You can evoke primordial fears thar rest within all beings, be théy
undead or supernatural, fanning the instinctive rerror of the unknews ¥
speak to use this power, but you need not use words known to your ;
of the Void transcends the comprehensible. In erder o railor your po‘..v_cr-, ¥
study your victim inadvance. Youmay use this power against as many pébplé
want so long as you have prepared for them using Sense the Sin, :

You must successfully use Serse the Sin earlier in the same scene on s e
you wish to use this power on. You then speak in low syllables and ehgag ;
wish in g wass Social Challenge., For each Traic afrer the first one bid i
Sincearlier in this scene, the victim must bid an additional Trait. :

Anyone who loses this chaltenge must bid one additional Trait per Tx
in Sense the Sin on all challenges for the remainder of the scene, :

INTERIMEDIATE DAIMOINON
€38€N¢E OF ThE NETHERWORLD

You can reach beyond what is and grasp the energies of the ourer daikrie
unleash upon Creation. These energies erode wood and stone, twist metal be
recognition and melt flesh, fiving or undead. Although these energies usuall
minifest as an chon flame, certain Baali hurl strange lightning, pulses of shim
ing force, swarms of alien insecis or other rerrible forms of destructiob
servants of each master nsually manifest only one form of power. -~

Begin crafting a mystic projectile in your hands, Each turn, you can exper
Blood Traitadd power to the missile so that it inflicts one level of aggravated dar
Since this power comes from beyond, you can only increase it ar a rate of ong Bic
Trait/ one level of aggravated damage per tun regardless of your generati
Releasing the missile is a standard ranged attack that can be dodged as usual. Aring
and inanimate objects without any mystical power are easity destroyed by Essen
the Netherwonld, and they provide only half their usual protection. '

Cainites encountering this power for the first time rarely know cm_)ugﬁ
experience Réeschreck, but once they have suffered damage from a form of
power, they always risk Rotschreck when the same form is used on them in the futt

Shouldyoube distracted or suffer wounds while building this missile, youmustwit
a Simple Test or the missile explodes in your hands, inflicting its damage upon you

This power draws its inspiration from the writings of Pradentius and othe
popular theologinns who regularly discourse about personifications of virtues, vi

and other religious forces and the bartles they engage in. You are capable:0

erystallizing your victim’s sins into an allegorical apponent that only he ¢
perceive, and thus drawing him jnto 2 morality play alt his own.

[n arder to use this power on someone, you must have successfully used Sensc_th
Sinagainst him eattier in the scene. Then, after a full tuen of concentration and th
expenditure of a Willpower Trait, you must best your victira in a Menead Challenge
U you win, your vierim immediately encounters an allegorical figure of his greates
vice — pride, envy, anger, sloth, avarice, ghuttony and lust are the most popular, bt

¢ the only ones. This nemesis is played by a Narrator ;mld ml((,s fhc i: );::
it pétson from the victim’s past and is cnnstr.ucted o.§ the 5(1711‘1‘&1.1% ‘ NO
he vicrim minus one Trait for each Road Trait ih.c Vlctlm- pc)s;scs;u. } :
han the victim can perceive or affect this allegorical <)m)u11§11t., but t u
\e actions of the affected victim. Unf orrunately, the nemesis

ypetceive th : sl
o him. Worse, while under the effects of

; he victim, and it can injure et
d';:{(];::; :ﬁ:zmg'ernums the victim may have automaticatly m:mi-fesl'.T .
Victim must defeat this opponent, either through arms or reasor?r% | 11&;
rthie nemesis isspawned from the victim’s sin§ and knows all o‘ his 1]51;112"1
i1 the victim attempt to act against the vampire who use.,d st,m.immma li
the :(Sl)poncnl' immediately attacks. This power lasts untlll- the o})ponaln
& ihe Cainite using the power cancels it or loses consut,n.ls.ness., or the
cfeated. When Psychomachia ends, alt daspagc fack:-s away — if rh? v‘cin.“\
“he is mercly unconscious or in orpor. I the vicrim was defcz‘lfuvl b?rl ]l 11,5
hé may be on his way to developing a new derm‘lgemem.at the iHLmyt;t 'u s
on, Sut a single defeat should not he the sole cause of this development.

s¢ is perhaps the quintessential manifestation of the power .01‘ thc Child r?;‘;
Yo have earned access to this power — 10 ritual or saanflcc is necessary.
natiere of the curse depends solely upon your twisted imagination and the
of effort you are willing to invest into it. o
scurse someone, you need only speak the terms of the curse, !Dcst. your vict uln
tita} Challenge, and expend the Mental Traits to empower it. A simp L,
which lasts for a singie scene and grants a single Negative T'rmt of your
i:os.is no Mental Traits. For cach Mental Trait spent, you can increase t.hf:
o hy two sessions or increase the potency of the curse. haci.a Mer;.ia‘i Trait
adds 1o the power can add another Negative Trait or one pnjm’ (-)f aw.
Example: The Baali Devorah has decided thar Garnik the Mapmaker's bhnc.lness t Ithe
of her Lord is offensive, so she says, “1f your eyes deny the Lfmth,. lcf,. them serve no ;iti;er
" Upomavinning the challenge, she expends six Mental Trairs toimflict the {;!X»T'rfut Flow
lind sion him, and o more Mental Traits so the curse lasts for Jour fu.ll sessions. Feeling a
itiined, Devorah vetives to her abattoir while Garik attempts to feel his way to safcity.
Thiose who know Doeminate or Vicissitide may attempt to undQ the C-HC'CTT of
1 curses, but they can only succeed if they know the appropriate Dlsgq)‘ mt_*,
ve same Jevel ehat the Baali knows Daimomon, Finally, those whiuse curses 00
. lly.or ineptly often find the dark ;)m\?enb_cmling hucii_a_ncl' tormenting them,
etail Storyretlers may want o keep in mind.

LDER DAIMOINON
BELL-BORN INVESTICURE

Youhave improved upon the Curse of Caaine by surrendering yoursTK t.o o;:y
th : in re pleasing to
heLords Beyond. In turn, your Logd has rem ade you in a form more pleasing

: : : N, ars se who have received
I, twisting your form and granting you new powers. Thaese who hs




these investituresare ¢
who survive wit
Each investiture re
to represent the horror
physical appearan :
from the power of the sun or ;fcrh
multiple times, but also acquire addit

1y Of
: 3 hay t]wimt
e FESE]-
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- magmtude, andto the fear that itev okes.
of the Netherworld. .
Demonic Form: You R —— b"éthk H and.ryour N an ¢ .Ln inflice distracting visions

toenzuls erupt into venom»encrusted talons This investifire - ' oueannot choose the conte
: w's mind — but you

- at the edge of your victim's
—theyare drawn from the
s if you wish.

Trait and e
sfflicted with i
of the night, the victim su i
iphrenia.
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mble portents ar understand-
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DEMENTATION

Nt)\\"}'lt’ift‘.isf]‘le{iCC%lI“i Anlur s Discinlines more nlsin v ovi ' EEQ et
- J @ : oo T : F)e &?XDG !DIQ{)

in Dementation. Unki
Dementation to othe
anythi F

b

sble of dld\\'mg iuli‘h tlu: inner dumms of ];slcn TS
here ,

o Child, pe;.'h. P
) o affect any and all who can
§ rome o / &8 dl\ to your vicrims for a full turn. You may
: Use Empathy for re = : aken S ( : i who o ynu Moreals ﬂl C in terror,

of Dementaticn wil




Congrolf Instinct Tests {difficulry four Traies). Those who fail flee i
also eest for Rotschreck. Unless suppressed by Willpower or other lmmg
the effects of this power last a turn. Mortals remember nothing of thi

ADVANJED DEMENTATION
BOWLING LUNAQY

You can bestow a panoply of delusions and dementia upon you
have no control over the form of this madness, but you may rese assured
entertain. Youmust hold your victim's rotal artention for an entire trn; i
manner you feel is most conducive to insanity, Fher you must (,xpend a B 0
and enter a Social Challenge with your victim. If you win, the'v
derangements, chosen by the Storyreller. The derangementsstart out sub}
quickly build and remain in fult force for the rest of the evening. How!mgLu
not be repeated in the smme evening to grant the victim even more defan

€LDER DEMENTATION
K133 OF Che moon

Madness ts the ultimate gift of Dementation, and with Kiss of the \/[oon Yo
lead another away from the clutches of sanity permanently. This is one of
feared powers of the Malkavians, for it twists the essence of its victin. ]
rumored that those whae have learned this power can undo what ehey Iy
but few Malkavians of this standing have any reason to do such a thing

Converse with your victim for a turn, then expend a Willpower™
entera Social Challenge with hinw If you win, you may choose a derang@
your victim. This derangement is now a part of the victim’s mind aind wi
him for the rest of his existence. As part of the cruel irony of Dement
derangements granrted by Kiss of the Moon do not allow a Cainite:
Dementation; he must derive at least some of his madness from some _ot_iflﬁ.f'

Whether Kiss of the Moon can be used to remove the derangements i

isup to the Storyeetler, but she is well wirhin herr 1g~,hts O TeCaire 4 eufi :
reasort for removing another’s insanity.

DOMINATE

Those who follow the Road of Kings claim, contrary to the Bible, thathuniani
neverintended to lord over Creation, that Cainitesare the rightful rulers. If thisis
then there can be no more fitting Discipline than Dominate. In-addition' &
askance at the second-guessing of Scripture, theologians posit that Pomia
fusthers the Curse of Caine by replacing the bonds of affection with simple

Unless otherwise noted, Dominate powers require eye contact and !
target can hear and understand the words of the vampire issuing the com
I the target refuses to meet the Cainite’s gaze, this power does. 6o
Commands can be issued by Steal Seerets, but eye contaet is stil] rcqued

ampt
Cainites are immmme 1o Dominate, when used upon 1hun by Vdi“P
higher generation,

don. 15 of Domi Farget 1 a Willpower
ttmidation for retests of Dominate. The target may expend [
emptia single retest per challenge.

o8 RVAQ(ZE OF ThHE $POKEN WORD

1 fssue simple comimands that demand obedience. Y(]U,muﬂ i?:i:s\(::']:
0 2 sitgle word, but that word can be embedded i 2 fnl}o el
Sassentence if you so desire, The command word must be 911It11;) : t:“e“e& J
adand if s concealed within ordinary dlsCllslelil it 1;1&13 et n
ret player knows what is happening. You must then be 1:16 to the best
Chaltenge. 1f you win, the target must carry out. the u)mu‘u{ o e
Hias: Commands such as “Flee,” “Stop,” “Silence” anc ?; o, O (::m

& pommand cannot blatantly yesult in the injury of the target. &

mUR’ OF CHE FALSE WILL o
can implant an order in the mind of another. femay bea dlrl‘{dﬁ Li:“;iﬁ:ﬁi’
sty ﬁ)i an eventuality or even an ide: o that will colot herbe hl\llf[ y but the
: W it to the best of erability. Though the commandcan 3(_-<15;[1['L.(:lb(,
Luted us you wish, irs execution is dependent upon the comprehension
'm slmpltu(y and clarity are important. ther
winaMenral Challenge against your tacges. Youcan then 1t‘;stmlctl L,t
ariand, oreven iwplant anidea. The command may be wordec qu\Cq‘;'; jjn
aceimmediarely (“Bring me the count’s horse.™), it can be .’u;onfht At
the seneschal asrives, srile at his wife”), or it can bean icea tha “E .
sul sonscious (“English sailors are all liass. ™). 1f che comsuand is “:m}u !
dous to the rarget, he need non obey it. Unless some bllht;r ”%L{“r
powua are used, the rarget will remember the placerent (1?(; e 011;‘;:"
can hold only one Mumnur of the False Wil at a time, I he s g >
(msixfouhunm sletes the first command, the fiest command is erased.

the ability to devour and even reweave others” MEMOTIES; Vi)il : f?'(.lll .dl;{’(,)

Hesigns of someonc else havingaltered your target s pemories. Additionally,

npt your target to relive her memories, telling ther to you. ‘

OF eTise SOmennhe’s Memories, you must win @ Mental (Jldll(.n;,t

i Thlxsuues\ allows you to affect 15 minates of memorics. Erasing the

ail be done in 2 tum. Rewriting them takes time — the Mm(;ftlmo

or—i'uc what the new memeries are to the player. If youneed to a C:xt:

ment of memory, you must use Reveler's Memory again. A (,1(1111{1:;;1“;1%

tinay attempt to detect, alter and even reverse prior m,mli“i ‘?U it the
memory by another, Doing so requires a t Mengal Challenge dz;(R eler’s
i f[cm 11 Traits the vampire who initially worked with used Rev .

: L at the time he did the work. For this reason, it is imporfant 1or




the Storytetler to note uses of this power and the number of Mental Traits

daytight no longer hinders you, though you must seidl fight to stay awake.
Cainites may have to beat. You may not use this power on yourself,

solismortal, though should it die, yoursoul retums to your bady alm-l youlen;:ci
1 wish 10 retarn to your own hady, you must declare your mtcnt. 1{ I /;L
rofa . During that turn, you can seill ace as normal as the momy 1 t
ar tarn, you return to your own body, regardless of dlm'r:mcc, and the
s control of her body as if awakening from hideous nighrmares.

To force another to relive her memories and relate them to FOU, yOU Trigs
aMental Chatlenge and prompt her with gentle questions. As long as you mg
eye contact and the target is not threatened, you can keep drawing out mer

LURE OF $UBTLE WHISPERS

You can sculpr the minds of others, stripping them of free will and &
them into pliant servants. This power takes time — several full nights ar'the
— to fully mold a person. Bach full night you spend working on your subje

must win a Mental Challenge. I you manage to perform this hideous acr:
many nights as your subject has Self-Congrolf Instinct Traits (or Willpower
for beings that lack Virtue Traits), you have bent the subject to your Win.

The subject lacks all crearivity, drive or morivation. He cannot crt ¢l
works, reach or expend Experience Traits. You need no longer engigé in’
Chatlenges to use Dominate powers upon the subject, nor do you need eye’
o comman] him. Other Cainites will have more difficulty using Domiriates
him; he receives a free retest against any such attempts, .

ile you are in possession of_y()ur subject’s bod_y, Yo ‘lofbic tr:‘\u{:k. of youll.' ::zi
ny wounds your vessel suffers are sympathetically re (clu 0? 3‘1(.){1 S
it real body dies while you possess a \rcss;fl, you may stay in t u fng;ia‘ 5
g as you continue to winor tiea Simple Test each day ai sunrise. When

the test, your soul is fost. .
I cannot be Embraced — your own spirit blocks the transfer o the
teud. the body dies. Additionally, this power is ineffective against

i other supernatural creatures.

Suciin trust any oath voluntarily sworn to you, for this power guamnteet? 1'.1‘1‘(1['_.
st will ot break his word. Once someone has frecly sworn an oath, vow of
v or similarly binding promise, gravely pronounce that you :{cceﬁﬁ[ Ih‘c
speiid & Willpower Trait and engage your subject in a Mental (_‘h{I _enign:
in, the subject automaticaily foses any challenges that would resu i ‘m l; 1.%
ngof thar oath over the course of the next year. All who witness rhis
i are aware that the oath is somehow supernaturally enforeed.

I ehe subject spends six full sessions without encountering his master {
one session per Willpower Trait spent, to a minimum of one session), he can
free of the Lure of Subtle Whispers and return to his ordinary personality. A
tively, unother Cainite may use Lure of Subtle Whispers to try to break th
vampire's hold. This is harder than the initial conditioning since she neg
sime number of successes, and the subject has the automatic retest.

ADVANZED DOMINATE
VEISEL

You can force your soul into the body of a mortal, driving the native s
dormancy while you do what you will. You mast establish eye contact for th
even if youhave conditioned the vessel through Lure of Subile Whispers, for:
are the gateway of the soul.

power only ensures that the word of the oath will be (ﬁ)[‘y(}‘d. Thg AT;L.xbject'
ark dgainst the oath, but he may work against you or your interests in aiy
not covered by the oach, '

ce the oath must be freely given, you cannot Dominate someone into
itip-an-oath to you.

Expend a Willpower Trait and engage your subject in a Mental Challe
you win, you must expend one or more Mental Traits. The number of Tr
expend determines the degree of your connection to your subject ‘ay
supernatueal powers you can use while conerolling her.

e, one of the core physical Disciplines, allows those Cainites wh.o hn}ve
secres to withstand incredible punishment, and even those ouLsul(i t ia
all Fortitude their own have lirde trouble learning it. The scholarly

One Trait Simple Possession

Two Traits Can use Auspex

Three Trairs Can also use Dominate and Presence L
Four Traits Car also use Chimerstry, Diementation and Aﬂ."?_"-?ﬁsm'
Five Traits Can also use Mortis and Thaumanirgy

ATYY T 8 1Y
365 of swords, arrows and even the sun may damage your b(; d;" bgr t.} 1
. Aker . Ve oo -nalties for damage beyond the Bruisec
You have complete control of the mortal body you occupy. 1Uacks 18] Weaken it You suffer no wound PL“"JUIU‘N amag b \z, injured you arc
. . . . 2 -nd alili igl are Ao e FArmer TR eath, No matter no . are,

and you perceive what it perceives. You cannot augment irs physical abili o Lyou are driven to torpor or Final Deat 1* ¢ ol challenges
: iy, Forti arandlo B : B ; seeive 1s being one Trait down on tied cha

Celerity, Fortitude or Potence, nor can youspeak. You may travel as far and long - -Pemalty you receive is being one Trait d




MeTTLE

Wounds that would hinder others mean nothing to you. You gain a
healeh level, which behaves as an extra Healthy line on your health Teve
This healeh level is lost and healed in the same manner as vour others:

INTERMEDIATE RORTICUDE
REFILIENCE

Fire and sunlight stilt burn you, but not with the hideous intensity wi
they affect other Cainites. When you suffer aggravared damage, perform a §
Test. If you win, one level of the damage taken is considered lethal rathy r
aggravated. If you wish, you may spend a Stamina-related Physical Trair béfore
make the test so that you win a tie. o

Using Resilience is reflexive and does not courtt as an action. You maiyon]
Resilience once for a given source of damage. If you suffer three levels of i
from a rake of the claws of a werewolf, only one level converts to tethal; the
two levels remain aggravated. L

REJIPRTANCE

Yaou can shrug off blows that would leave 2 mortal staggering, When yousn

Physical Trait before you make the test so that you win on a tie. _

Using Resistance is reflexive and does not count as an action, Your
Resistance on damage thae was reduced to tethal from aggravated by Resilienc
may only use Resistance once for a given source of damage.

ADVANZED FORTITUDE
REGIS |

Only the most persistent and destructive of forces can hope ro vaniguish
for your body has the inunutable power to resist any attack. At any pointd
turn, even after you have been “killed,” you may declare the use of Aegis. Ex)
either a permanent Willpower Trait or three permanent Physical Traits
damage you have taken in that turn is removed, and you do not take any dal
for the rest of the turn. This power must be used before a new turn begins foryo
cannot use it 1o undo previous damage. _ :

The Traits spent to activare Aegis will not rerurn at the end of the session bu
they can be purchased again using Experience Traits, I

C€LDER FORTITUDE
IMPERVIOUSNESS

The blows of swords and siege engines are almost as nothing to you, Whet
suffer lethal or bashing damage, make one Simple Test for sach level (‘_)f_ti_‘q.l“'fl_é
have taken. If you win, youmay ignore thae level of damage. If you wish, you mway

sinia bloodline possesses its OWn sp

. ayuse
sherviousness is reflexive and does not count asan action. You may

al frotn aggravate Resilience.
< oi Jamage that was reduced to fethal from aggravated by Re

is, A . secrets that that
Sappadocian keeps a jealous guard on Mertis, and the secrets th u c
o I
asuniocked. Lore within the clan suggests that the paths of Morts \l\ o
ol s hi ‘o seholarshi vhich
Jhanded down by Cappadocius himself. The scholagship from »
hand

o e e See To 18
derivies teaches that upen death, the soul departs the body and goes to it

St that something remains behind. This .n.wsterif)u? soj[nfztl.m;?\;A ;;u-j
d.y' and the spiritual echo that lies within— is the primary iuLusi 0‘ )1 hc;
owho practice Martis — be they Cappadocian or one of th(e rare {,)ltml-ﬂ}

. aaniged 1o ferrer out some of their lore — tend to dcvel()pfm %1;1?: .
on with the states of death and undeath. The.sc p(mdcs. ings 11‘1\ e o

e Cappadocian into a state of confemplative despair and no le
to suicide. -

o are three established paths of Mortis, but thercare 11111101'@&1\[0 be 0‘1 ?e rs

ccial lore (a path.that the Gorgons i&&.’Lp

ceret}, and it is also rumored thas the elders l};\}re begun I:.u‘;}hfehm:i
wsorcerers who perform a form of magic they call nigrimancy, which allows
mmon and command the souls of those who have died. |
Ci.it'ioncs' of Mortis may begin with any of the three common pathsas her

Fpath.

GRAVE'S DECAY a

i ﬁnm sterns from the ohservation of the effects of time upon EA]“, [hilnfli

Wood rots. Stone buildings crumble into suin. Corpses decay togruel, thes
thén 1o nothing. Everything in the world is subject to the ravages of time
fites, and this path reaches how to channel that force.

Y 3 C L ot
s Medicine for vetests of Grave's Decay.

. A tust. E + Biood
an seduce adead body intono more thana pile of dust. Expendoncl

' i inutes, the corpse dissolves
hing it onto the corpse. Over the next five minutes, the corpse dis

i SO Rt - . 111,1,
ahunian-shaped pile of roughly 30 pounds of dust. Certain magics, including

i \rigin of the remaining dust
s Touch may allow another to derermine the origin of the remaining aush,

gor Mortis

)l-ifiil.\d(:l'ﬁl'&'mdii)g of the processes the corpse undergoe
lés of another being in the same deathly paralysis. You mustb fetosee
set to'use this power. Expend a Willpower Trair and engage your 1:1rgc v

. as if he had heen

s allows you to freeze
¢ able tosee

alChallenge. Success paralyzes your target for three turns

thirough the heart. ) ining

fierthe three tams ate over, the target ¢an performa Simple Testat the begts_m;l}i
1 he succeeds, be is free of the paralysis. The target may also attempt to Tre




| o : P : s Trait charping
himselfona wm through sheer force of will. Todoso, he maust expenda Willpog , i oust exract two of your Blood Teaits :,11'16 s;;e‘m: T\X}/L;il]s:::\::;;[t‘(ri ;r r‘:l:[,l:; g;::t
and make a Simple Tese. With success, he can tove on that turn, although he i illh _ dith the powerof decay. Ulen.yrm 11:11_;51' bm-\gt 161; )\(\)( dimocor t_ou,ﬂhﬁs o
by this power and will be inunabile again on the Bext ram, If he loses, he takesa - hich may call for a Physicat (,.hallcngc),. --m‘&. t,‘ 11.{_}) Degﬁm, s ous
leve] of bashing dumage from the strain on his muscles, and stil} canmor moy : mwliol‘: partions of her body transform to (i.‘U.bti ]‘m;t a.s‘ ‘“\,}1 L {.“ oy he sk
’ B il thereafrer, the vicrim must make a Static 1 hysical Cha (,Vi‘lf_,t. : ft,ﬁ(.
b RCC GRAYG S DataY : ral Traits orsuffer one level of agpravared damage as part of her turps l.(judpsi
Yoo llcii;ny. (()11;0 le hias achieved as many successes as you have Wilipt_‘}\v.er ”I' lj‘dl ks,
You can casse the force of age to afflic a partion of your target’s body. Lin ox.vc'r Fas tun its course. While this dissolution is taking placc, the victim is two
become shriveledand feeble; the face becomes ravaged by time; the eyes or earsk : oo on all challenges due to the agony of the experience. N
e or ven fil Shogecher . ’? hé eftects and location of this loss is left to the Storyteiler to z_ulg]m;(ah‘.c%lte.
jual limbs may disintegrate, or this effect may represent a genera (1 .(,Sl(‘.(.:l:
of he vietim. Regeneration occurs at the usual rate for aggr;.wngf:d' (l ?;nr\i,lc
ho has been reduced wholly to dust via this power meets the Final Death.

Spend a Willpower Trait and touch the part of the body you wish with
{you may need to win a Physical Challenge first). The marget receives
aggravated wound levels, and whatever was touched is erippled and uselessiun
both aggravated levels have healed. For mortals, this crippling damage is pe;
nent. Each use of Wither can affect any single limb or sensory organ (it would 3
two uses to completely blind or deafen someone). Targets may be considered
Traits down in any challenges that would call for the appropriate Limb of 56T
_Additionally, players should roleplay these infirmitics.

H H &l s 29 e = LT
path isanoutgrowth of studies in the relationship between the dead bofdyi
b undead body. There are certain times when the traitsof a corpse are usefu
Hundead bady, and this path allows for the reansfer of those traies in certain

This power cannot be used to wither vital organs, as these are too far in ons.

the body.

Corrupt the Undead Flesh

You are capable of infecting a victim with a contagious mystical disease t
merges the stares of life, death and undeath, Those who suffer from the dliseas
experience a wide range of symptoms, including lethargy, weakness, dizziness, 10s
of blood control and loss of coordination. Although mortals can contract’s
discase merely by being in the presence of a one already affected, Cainites fous
drink the blood of a victim to be infected. :

Aasque of Death N
You can grant yourself or another the appearance of an aged cor‘pbc. ‘Tpiu.n
Blood Trait. 1f you wish to place this effect upon ;?n'uthc'r, y(—)u.mus; E‘O-Ll.(. ;{-“?]
hich may call fora Physical (_'Ilmllenge?_. 1f the reciptent is w1llm;‘;,. [1 1:1}_ M.ll fzici‘lsl
3t you must defeat her in a Menral Chatlenge. (?ncc the cffest mg,.lme,\, c.- ‘

s taut, and the body rakes on an entirely corpselike appearance anc {U_:KUE_L
.';I.'hnse wearing the Masque of Death are one F.['l“:l.it quwn on )ali lf"m;;?l
ilenges except for intimidation purposes — for im.[[-111z121F1(_)11.chalku?g‘guil, t 1Ly]
‘one Trait up. Additionally, the Masque of Death stiffens its .rz.lrgcts, lﬁ..tll Lirmg,
sne Trait down on Physical Chalienges involving {lexibiliry and speed.

f one wearing the Masque of Death attempts to emulate o corpse, it takes a

essful Social Chatlenge to see throngh the disguise.

“The Masdue of Death ordinarily lasts antil the next sunset, but the caster may

You must be able to see your victim. Spend a Willpower Trait and perfori
challenge of your Mental Traies against your Target's Physical Traits. [f you'w
your target is infected. =

Infected Cainites lose one-quiarter of their Mental and Physical Fraits (round up) ats
raust spend ewo Blood Traits instead of one at the heginning of each nighr. Addigionally
Cainites must win a Static Self-Conrolf Instinet Challenge (difficulty of three Tiits) éac _
time they feed or vomit back all the blood they just ingested without gaining any bencfi
from it. Infected mortals fose one-quarter of their Mengal and Playsical Traits (round tp),
take a fevel of lethal damage ench night and cannot hold down any food.

Miinaie it carlier.
Cold of the Grave -
M e &% . 8 BT N i 3 lll
“The dead feel no pain, and with this power, you can extend the .sm;m Illlllll )k g
in cold to the touch: akes
illto yourself, The Cold of the Grave turns one’s skin cold to the touch and ma
Imatrers seem unimportant, even personal injury. ool
Expend one Wilipower Trait. Your body and mind become unnatura ly co t;l
. i so pain a free retest against a
i"are unaffected by wound penalties. You also gain 2 free tretest g ;
' ' fe other h s receive a free
inpts to manipulate your emotions -—on the othes hcmd,‘otlu,m rece v fh e
remotions. Thischill does not reach the

At sunset each evening, the victim may attempt to throw off the disease
engaging in a Static Physical Challenge (difficulty seven Traits). With' ¢h
acquisition of three successes, the disease has been conquered, and the chatacte
regains Traits at the rate of one per hour. Wounds recover at their usual rate.

L)
ADYANCED GRAVE'S DECAY

Dissolve the Flesh

You can enforce the effects of rime and decay upon even the flesh of your:
tellow undying Cainites, turning ut or part of your victims to dust. Moreover, 5005
sorcerers have discovered uses for the duse this power produces. B

e5t on your atrempts to manipulate thei




INTERMEDIATE CORPSE IN THE MONSTER
Curse of Life _
There are many ways in which the living are weaker than the unidead; an

if you no fonger remember the experiences freshly, your research has e -
inilict one of the many of the woeful aspects of fife upon other Cainites: Thi
as simple as mundane hunger or thirst, or a return to mortal senses or vuln,
Youmust be able tosce your rarget to inflict the Curse of Life qu011 her, R

a Witlpower Trait and engage your target in a Mental Challenge. I you 'y
may inflict any of the many frailties of the Hving upon her undead body wi
nextsunser. The details of this curse should be roteplayed, but for the duration;the
character is distracted to the point she is three Traits down in all chall 4
cannot expend Blood Traits to augment her Physical Traits, The victir
expenda Willpower Trait to ignore the distracting aspects of this power for
but the blood limitation remains in effect for the duration of the curse.
Gift of the Corpse S

By taking the aspects of the dead upon yourself, you are able to rempor
avoid some of the valnerabilities to which Cainites are subject. Though
“believe this power to be little more than an extension of Cold of the Grave,
scholarsclaim that the ability eo circumvent the Curse, albeit temporarily, w;
of a bargain between Cappadocius and an archangel '

ik this transformation in effect, sunlight and fire cause only lethal dal}m‘gc,
- Visiue Traits are considered doubled for the purposes of resisting
cand frenzy. You ean be active by day without any penalttcs,.and
‘the many finer points of being alive. You stifl huve.ucces‘s o P‘(_f?‘utude
and, in some cases, other Disciplir}es (Smrytclle'r d;sﬂfet‘mn). Finally,
aodis ;ictually vitae, not mortad blood. On the downs’lde, fairh and .thc hely
o , being staked paralyzes you and the use of this power may interfere
aur progress along certain roads. | -
lv when the Gift of Life fades, your Beast isascendant. Halve y()ur\/lrr.t.scTT irs
divri) for the purposes of resisting Raschreck and frenzy for the next six nights.

DAVERCUS ADIMATION

Thi".-}.)axth is less concerned with duplicating obscrveq ph(in]()n.liel}il‘th'ilI.I ;im
ing of dead flesh with alien properties. As such, this [?ar. h Tb_.S(’Ln jlb. (ss
~table than the others. The fact that the unsavory Vcnet.l;m-mganmmuzr..s are
: dto have a clearer understanding of some of chese powers further rarnishes

some Cappadocian cyes,
Fse Occult for retests of Cadaverous Animation.

BASIC (ADAVEROUS ANIMATION

tace of Life A .

Dﬁ an stimulare dead flesh to twitch or move slowly, thus mmu}atmg the
toof life — or horrifying moreal onlookers. Perform a Mental Challenge.
y.f.'oii. fail, you can make the corpse move slightly, appear to brc;‘lthe, have a
it even open its eyes. 1f the corpse is more than a handful of mu?utes dead,
: £ s unlikely that the lifeless orbs will do more than scare Wl‘iHL‘SSCEIS.
Yéu éan also use this power on torpid Cainites of higher or equal gencration,
otmust bid two Traits in the challenge..

Expend a Willpower Trait and perforim a Static Mental Challenge (agad
difficulty of seven Traits). If you succeed, your Cainite nature is submerged foi
turns, and you are closer to being an animared corpse than a vampire, Holyar
and ground have no effect on you; you are immune to Rotschreck and frex
Sunlight causes at bashing damage at worst, fire only causes lethal damage, 2
stake in the heart is no different from a scake in the liver. At the heginning of
third rurn, make a Simple Test; if you win, the Gift of the Corpse stays with yoridor—=
another turn. Gift of the Corpse does not interfere with the use of any vampi
abilities. Should the effect end while you are exposed to any of the circamsta
it protects against, they timmediately take effect.

all the Homunecular Servant

Yducan cause asmall piece of a corpse to separate and move around. undet your
s pbwer. The hand is the most commonly animated piece, but rolling eyeball:i
iépiiiar in certain circles, and it is rumored that some use other, mm.'e aueré
approximately

Those who possess Soulsight or similar abilities may notice an alien appears
inyour halo. Also, since this experience amounts to the rejecrion of any semblz
of life, the Storyretler may rule that it interferes with certain roads,

ADVARCED CORPSE IN THE MONSTER
Gift of Life

You can approach the living seate, experiencing rhe best that it has to offer:
food, drink and the joys of the tlesh are once again pleasures. The sun is not the
enery that itonce was, the blood hunger abates, and the Beast is muted. But ther
is « terrible price — the Gift of Life almost always costs the life of a mortal, so gre
is its cost in blood, and when it ends, the Beast returns with a vengeance. Some fe
that there may be a greater price than has vet been perceived, for flaunting God
curse on Caine cannot avoid having dire repercussions.

This homunculus has mystic senses, a sore of intelligence
He arder of a trained hound — and a rude relepathic link with you. | L can
jireeand carry out simple telepathic or spoken comsmands. Additionally, if you
shy you can perceive what it perceives. .

sxpend a Bleod Trait, sprinkling it upon the body part you wish to animate,
d perform a Mental Challenge. If you succeed, you have animated the horaun-
lusi Since you are animating it, it is completely loyal, and will f(fllow your ordgrs
| clusion of all else. It has no initiative, so it will keep acting on your mOst
ntorder until you countermand it. The range of your telepathic lmk 15;
pro imately one-quarter mile, and while it is within that range, YOUCan pcm.tjv’@.
it sees, but you cannot use any Disciplines through it. The servant stays

Youmust spend 12 Blood Traies as quickly as you can — you may drink while
you burn them if you cannot hold enough Blood Traits on your own — and:tl




animates fi e SCene i .
z 1ditu1 for ane scene, but you can keep it active into the nexe scene
an addition: - inni 7 o e
: lat ditional Blood Trait and winning another Mental Challenge T;)
culus ne L T ite b " e L

! need not be in your presence to extend its ife span this way, and :
may be repeated indefinitely. T

€p QADA\?ERO% ARIMATION

ot-the Corpse Army

afy CTeAEe an army of Athanatoi. You must spend 10 minutes anointing
riors as you wish with three of your Blood Traits. Animating and
fhe army usce the same challenges as for a single Athanatos, but you are
Trait down for each body yoware animasing beyond the initial one.
ith this power, you would be four

I hL‘ h()[‘ﬂ llUS At (,.llly At y‘i g, bub sme THS, SLE l K
UTCL Ci an
al ig,‘,lll,.in i“ e 3
}.)L &“ﬂ’vll@d EO iE, ’ (

NTERMEDIATE ¢ADAVEROUS ARIMATION

Raise the Corpse to Service

eif you were to animate five corpses w
iy for the initial challenge to animate them and for all challenges to
them. You cannot augimer:t the abilities of these Athanatol, bur they gain
Benefits as individual Athanatoi from being excated of warrior stock. Your
4 if you lose control of one, you lose
hese Athanatoi behave just like those

You can animte 1 corns ;
u can animate a corpse to a shambling mockery of its previous life-ar
I]S rl | - - MG " ) ;
s ser\i((u}t. Lt matters not whether the corpse is freshly kilied or has molder
into a skele it will car C ( ‘

a skeleton, it wilt carry our orders to the best of its ability. These serva

¢ ” ’ f e . - {
exceliend (l ﬂ()[f}()[n(.) 111&]01({0111()5, bU[ {}l(;s AFC ()[l]y O [ll]iSﬂHCe V d;ﬂe ima
.6

I axrends over the entire group, an
15t the entire group. In all other ways, €

J by Call the Athanatos.
hispower may also be used to creare multiple servants as pet Raise the Corpse
Athanatoi, but you need not

jice. The procedure is the same as for an army of
cvants created in this fashion last unt il daybreak.

Expenda Blood Trait, dripping it inte the body’s mouth over the cour
r’umis, and performaStatic Physical Challenge against five Tra.iﬂr S;:C(Z:’:néq
ave created an ani i s FDGe
:1:)::132:( :;:m}tttirllz :11r151]1f?i ]i,di c()tig,?s.? ca;\mbie of Dcrfbrming the funcrions of
Also, it continues to df“—; l )1 ]:l.-tlt !hu}m L()ﬂ;ll;{lnlCE![C through rudimentary ge iwill to controf them. Se
. : s to decay until all thar is lefr is a skelet “orpse I '
three days, and they may he raised again afrer they Ei:::nm( g)m\b ES so prepared 36 FOUR BUQ)OUR&S
Call the Achanatos as metion. — - - . . o o
: witgh the Lamia bloodline shares the Cappadocian’s
they possess a special body of lore ali theis own. This distiner understand-
ad them to create the Path of the Four Elmours — @ separase Mortis path.
ot Humours represent both the fluids of the physiofogical hady and
dphical characreristics that may be ascribed to peaple. Lamia claim that the
nours — phlegm, blood, black bite and yellow bile — are held in stasis in
ebodies, but that through this path, they can tap into the powers of each of
Umours rather than just blood as do most vampires,
Al Lamia must choose the Path of the Four Flumors a8 their primary path. No
sadocian can learn this path without tutoring from a Lamia who knows it, and
'l_i_e Lamia believe that it might be their sole defense against their nominally
_t_clan, they are toath te pass on that knowledge.
ise Oceult for retests of the Path of Four Humows.

A$1¢ PATE OF THE FOUR HUMOURS

Whispers to the Soul
You can release a wisp of your bitious humour into thee
er nightmares to hirm as he sleeps and fearful imaginings when he is awake.
While speaking ro your victim, whisper his nrame s yoil know it and engage
‘2 Social Challenge. If you succeed, he will be distracted and edgy and have
gative Mental Trair Impatient for the remainder of the scene.

Kiss of the Dark Mother

B\/_’ mixing your black bile with your blood and dire
mcoct a toxic substitute for sativa that makes your

focus om the processes

Comm(.l)ut l:(;ll;\ :ﬁz;‘;;i E ILE:SS;: Tixf() a ’monstlroua?,. .u%l.liv‘;ng lfille.r. Thomig_}_é
e : v orce of your will, its true motivation is 1
question — s_laymg anything thar is not dead. Legends claim that Athanatoiat
the pawns of their creators, but of Death itsell, and a Cap )'1d(<)ci'm ol ;’"
purd down may not survive to regret it. The nam:.: /I“—\ltf:an.at(' ;HU ,,.t'
};{cmciotus’.s term for the immortal elite guards of the god-kings n?ix: fJil‘l: rL ;‘ '
I:Larc)pj:nn Cappadocians somerimes refer to them as mi.nisteri;is, a:r sz;;(m:;l,
" :;c?; ing dnlAtihycmamx fa%ccs five zflinures and two Blaod Traits, spread act
pse in unholy glyphs. If you wish, you may also expend Mental Trait

grant the A{hanams greater combat prowess; for each Mental TI”lit‘S)ei.lE.
At‘!zanatos gains two Brutal Physical Traits. Additionally, if the cor Tcse fr([)m : ).}.
the Athanatos is prepared possessed greater Avchery Bra;ﬂf Dadge i)‘r Melee 'T.r":
it)han ;he default Athanatos, this killer will keep th;‘se Abijliriesgé)ncc the E;l
AVE e > £ - - &Y % V " V e
A S A
agtempts to kili the nearest thing — ’ ; ?m ¥ l-lﬂlﬂ.m['cs and unmcd!_ﬂ_
: kil the nearest thing possibly yousself. To direct the Athanatos;
@usl}iefcat itina Social Challenge. 1f you win, it will follow your orders, oth s
it will atrack the most opportune targets until it is controlled ‘:lcfeate
(iest’royed. You may attempt to regain control once per turn. but this cj(mtesl: Of-'\;vi
does countas an activity, Furthermore, if the Athanatos pﬂs;scs muu{: than 100 yar
away from you, it becomes free, and reverts to indiscriminate killing until yo
ressert your will. You must maneuver to within a few yards (('n‘ it to ‘1rt§jem t10do
so. Finally, you must succeed in a Social Challenge to cn.cl\its rnm.pr;lgc. P

ar of a victim where it

cring it to your moutly, you
bite even more deadly.

An Athanaios lasts unti i
s fasts untit day i b e lose ¢ . L . )
would not be associated witl : ‘Elgiln, andis useless at performing any activity that - = nce you have channeled the Jebused blood to yous tips, alt bites for rhe rest
3 d ated with ¢ ot a - . . . . . - . .
combat. If enough of it survives, it can be animal? he scene do an additional level of aggravaced damage. This can be used with a
' turn to clean the

g actack, if you successfully bite your opponent. 1t takes one
tutf from your mouth.

again.




INCERMEDIATE PATH OF Th€ ROUR BUMOURS

Dark Humours .

Youare eapable of directing each of the Four Humours much as regulai
direct blood. Once the humour is prepared, if you bring it into contact with s
he falls under the effect of that humeur. As with blood, you can secrete it 1o Ol
and thendeliver it with a touch (which may or may not require a Physical Chalke
depending on the circumstances), coat a weapon with it or ineroduce it intc:-
drink. When yourelease a humour in this fashion, you alter your body’s own bila
causing you to behave in a manner contrary to that humour. Thus, for exam
should you secrete phlegm, you will feel energetic and active, o

You must sefect a Humousr, expend two Blood Traits to transform it and
defiver it to a victim. When a victim comes into contact with a Dark Hum .u‘r
must win a Static Physical Challenge against your Physical Traits or fall unde;
sway of the humour until the next sunrise. Should he win the challeng
humour becomes inert. '

Phiegm: The victim becomes lethargic and must bid an additional T
all Physical Challenges. .
Blood: The victim becomes prone to excessive bleeding, and ta
additional level of damage every time he receives lethal or aggravated dam
Blaod prepared in this fashion no longer functions as vitae. It cannor be use
nourish Cainites, create ghouls, Embrace childer or lead ro the blood oa_rh_
Black Bile: Black bile causes a level of aggravared damage to anyone oth
than yourself who comes into contact with it. The turn after contaceing the bla
bile, the victim must win a Static Physical Challenge {difficulry five Traits),_'(')r
a second level of aggravated damage. o
Yellow Bile: The victim is plagued with melancholy visions and loses
Witlpower Trait, He may not spend Willpower while affected,
Clutching the Shroud N
By focusing on the transformation of living blood to dead blood to Caini
vitae, you can partake of certain of the benefits of being dead. You are more diffi
to injure, youcan see and speak with ghosts, and you can trace the patrerns of dea
in the people around you, telling who is close to death — and who is already il
You must drink five Blood Tratts from a body that has been dead for at
one day, but less than three. Assoon as you have deunk them, you must expends
five to activate this power. While this power is in effect, you gain one additiof
heatth level of armor with no Negative Traits, you can see and converse with gho!
who are in the area, and you can use the Valeven power Sense Life. An unfortuna
side-effect of this power leaves you more vulnerable ro the powers of ghosts =Y/
are two Traits down in all challenges against them while using it. This powet la
for one scene. i

ADVANZED PATH OF ThE FOUR hbUMOURS
Black Breath c
You can awaken the melancholy black bile that festers in the core of
being and expel it with your brearh as a miasmic black cloud that chokes evesy?2
around you with malaise and depression.

da Wﬂl;’i{)wcr Trait and a Blood Trait w prepare thg bile 'Tl;xd ;h’cn

i tarcets, The Black Breath affects everyone \.wthm ﬁ\-re y-au s {r)% \,()u

it you are facing, though those caught within may ;11?@;1111t1(j i(l-m:

ichQU(dif{iCu%ty of five Traits} to dodge our of the fem.r an L.hh i:m?

tite pemmed in or otherwise trapped. Those who come into u)miu;t

Hreath must make a Mental Challenge against your Mcmul ”_I"r:;nt:h

“1ihis challenge are seized by an overwhelming depression for the

ene. Their Willpower Traits are considered halved — round

sionum of one — for Trait comparison purposes, and they cannot bl.n.‘n

s¢ Physical Traits. Some may contemplate or even attempt sglctldf

i opportunity present itself, and most will expericnce OC(??&;[]F)H:Ei

-prospted recurrences over the next couple of nights. Mortals \\‘l-i

itempt meaningful suicide {hanging, drowning, c:%t'c_.)} unles:? prevented.
siii) into torpor and remain torpid as per their Road sating.

tos who use this power feel exhilarared, and almost cheerful for the
“of the scene, having expelled their melancholy to their enemics.

Ritials are even more rare and more carefully hoarded than those of

al Sight
. moving and processing a corpse’s eye, you can see the laststatic ';.mage the
before he died. The eye is consumed in this process, so 1t can he
Faed at inost twice for a given corpse. Spend five minutes preparing the eyes
féntal Challenge. 3 you succeed, you pesceive the vision as dcpmtcd: If the
es were closed when he died, you see the last thing he saw before he
vivify the Cold Vitae
ood stops being fic for Cainite consumption 5000 after the death of the
Yol can prepare the blood of corpses so that it can provide sustenance. Most
ssfind this sevivified blood repugnant, butafew consider it adelicacy. 1fyou
inaSiatic Menral Challenge (difficulty five Traits} you can convertup to
bloed in a corpse into vitae, The corpse must possess a goodly amount of
and this rirual ruins thee corpses for any future use by Mortis powers. Thecold
tays fresh for one scene.
"f'f.ﬁ'o'f-the Grave
A cain visit visions and gerrifying insights of preordained do(\}m upon your
These experiences are distracting and terrifying, seemingly forctc]lmg.rhe
of the recipient. Those with the presence of mind to analyze such th.mgs
the visions are often contradicrory, perhaps bearing more relationship to
set’s fears than the actual doings of fate.
Ut possess some item that is sympatherically linked to the ViCii%ll, and
y dle stroy it over the course of two full hours while chanting incaptations. If
e experience to be more terrifying, you may expend one or mote Social




Traits during the incantation. Each night, over the course of the i
target will experience one harrowing vision, and one more for each T
during the casting. The Storyteller will determine the time and coitent
visions, but each time a character receives such a vision, he must ke
Test (difficulty five Traits) or be incapacitated with terror for three tirns

ADVANCED MORTIE RITUAL
Walk Through the Shroud .

You canstep beyond the world of mortals to the place where the soul: o te attract the
who are still tied ro the Earth and have not moved on to their final heconcealed. You may move about as Jongas youdo “mhm{; to ‘“?af‘t t “{
punishment) dwell. The ghosts you encounter may be able to provide i foitn ' (;f others. You may use the crossed-arms pose 0 long as you t_O avoic
or some eldritch service, but many ghosts do not view Cainites kindly d : can look and walk, but talking, dr(){:)pmg
attempt to do yous harm. This ritual was developed by the Venetian your concealment. You
50 it is new to the clan and is viewed warily by many Cappadocians,

OF SHADOWS
.'c;an. conceal yourself as

& Joig as you do not move or produce nois dow A
nm altbut magical scrutiny, and youmay use the crossed-arms pose.

long as you remain sitent, immobile and out from
¢ anl stay in shadows or behind

immuneto

N-PREJENCE

od tie Jonger consign yourself ro immohility

in the shadows when you

ting with your environment. You. and v
ouchinganothcrpersonorattackmgsomc.onctms ceament.
. s, but the use of certain ones — such as Presence
cannot activate this power while someone

most Discipline

You must surround yourself with grave dust and perform chanting in oiatically end your camouflage. You

tions from dusk 1o midnight, and then perform a Mental Challenge. Success :
your soul in a manner similar to Anima Walk, but sending it across the shrots
separates living souls from the dead and into the dismal world of lost soul

" you are there, you have access to Mental and Social Disciplines, and you’
affected by the ghostly inhabitants as if you were one of their own. As with?/
Walk, you are unaware of your corporeal hody. Your stay lasts until dawn oty
you decide to return. When you return, you can bring nothing back sav
mMemories. T

YINg yOu.

tﬁx."" .1. take on the appearance of someone else, taking the role of a
ettable everyman, impersonating a real individual or creating a new appear-
. ’ i < a¥ey
¥on your imagination. Your body does not change, rather those who see you
automatically mute your

erceive you according to your desires. You can pieally mute you
o that no one wha sees you will recognize you {oreven be T 3[* e t'u identify

" =) 2 . &) v o - 2 \,1 ]
Nosferary, shouid that be of concern). you expenda Man rait, you cas
! and since this effect lies in the minds of your
ks

The Storyteller may wish to consult Oblivion for ideas about how todetai]
world and its inhabitants, or she may resort fo her own devices.

OBRUB(CACE

The Children of Caine are a blight on God's creation; this Discipline all
them to conceal their accursed selves from God's children. Obfuscate does not offe
true invisibility, rather it encourages those around the vampire to see it
something else or ignore him altogether, thus its effects extend even to the Blin
or those relying on other senses. Some claim that Obfuscate points to the acct
nature of Cainites, for it fosters isolation from humanity. Others suggest that Cain
taught it to the Nosferatu Antediluvian in hopes that he woukd conceal the visa
of himself and his childer. The infidel Assamites contest both notions, clab
that Obfuscate represents a natural honing of their hunring prowess. :

See Auspex {p. 157) for details on how that Discipline can per
Obfuscate’s concealment. '

Use Stealth for retests of Obfuscate.

©on; any appearance you wish
esses, this effect fools all senses. o ’

Adisk of a Thousand Faces does not auromatically :-mgtlnem your b‘ocu‘ﬂ Ta‘zuf,
“imitation of the HOTEEOUS and gracious marguise :r.:ay se&.m strangety
aod Traits to increase your Social Traits on a one-
Trait total beyond generational

bing. You can expend B O in
asis. You cannot augment your Social
with this power.

ANISH FROM THE MIND'$ EYE | -
i can disappear from plain sight and even speak to )pcopi{‘z wbithout t 1@‘;:1
tig able to locate you. You have all the benefits of Unseen I Tesr:nfé, 1ut you n‘c.'cli
& out of sight to activate it. To vanish, declare your intent im_L engage a

ack of you in a mob-style Mental Challenge. You

lookers who wish to keep tr for
bid one Mental Trait per person chatlenged, and throw one symbol uga}m,.t'
Lof them. You fade from the sight of those you beat, and you may retry against
0S¢ who still see you on subsequent turns. Using this Discipline dogs n(;t Lour}t-
a4 Gction, but its effects only take hold at the end of the tarn. Auspex does not
dagainst the initiaf disappearance, but it may focate you zlftef\varn1. . |
“Youcanalsospeak aloud whife using this Vanish fror‘n the Mind’s h}_‘e,‘ an.c.ils.nl! r?~1;1211}1
den. Speak your piece and perform the rmass Mental Challenge axfoi) vanis }mg. hose
defeat hear your disembodied voice; the rest see through your Obfuscate.

In order to indicate your concealed status, cross your arms infront _()_f
your chest, displaying a number of fingers on cach hand corresponding 10!
your highest level of Obfuscate (one for Basic, twofor Intermediate, three fo
Advanced and four for Elder).




Any more overt activity, such as attacking or using Presence, automati
reveals you, though you may always fade away again. ' R

ADVANCED OBRUSCATE
¢LOAK THE GATHERING

f With {.ff(.)r[’, you can extend your concealing powers to others, hidiﬁ'g 1.}1'@
rom observation or even granting them disguises. AL

Sertain theologians propose char these shadows are God’s Cugse upon Caine
: and that this Discipline pudls its users even further from the eyes

iz ifest,

se Oceult for most retests of Obtenebration, hut Brawl or Melee way be used
sore pugilistic applicagions of this Discipline.

$1¢ OBTENEBRATION
SBADOW PLAY

o can exert minor influence on shadows, darkening them or making them
e innaturaliy. Expend a Blood Trait and choose how you wish to deploy your

adows. By twisting them in your immediate area, you can use them o aid your
allenges of stealeh and ranged combat.

) Expend one Mental Trait for each person (other than yourself) you wish
affect. Yo ucan then manifest any single Obfuscate power upon them Y(zu ‘ Wish ¢
each a different disguise, make them all vanish or simply conve * thel?ang;
through the hamlet. Youuse the mechanics of whatever powet yon izncnd tlc.::me
among your compatriots and perform any chatlenges once as if S’Ull \;verc '1ffcp*-r.e.a
only yourself, but the results apply to the whole group. e

ceiilment, grantingone extra Traitfor ch
i abso use them ro make yourselt appear more mehacing, granting you an
ifional Trait for intimidation-related challenges.

Alternatively, you can have the shadows dog and unmerve someone else.
e under the shadows” influence, the target gains the Negarive Trait Chansy.
Jeak mortals may be overcome by these shadows. 1 2 mortal has three or fewer
nt Physical Traits, he begins to suffacate, losing one Physical Trait per turn,
ot one health level per turn until the shadows smother him.

If one of the people you are shielding breaks the conditions of concealment o
dcrcctc.d by Auspex, only she becomes visible. If you break the conditions orare éetéc’fed
the entire group becomes visible. The concealment does nor affece mcmEcm withizih

_group, so if you have cloaked five people with Unseen Presence, you need n; st fear the1
bumping into each other. [t is possible for one of those you concealed ro use Obﬁtsccaié .
herself, though, in which case, you would not necessarily be able o see i)er. :

CLDER OBRUSCATE
SOUL MASK

N "Ynur deceptive powers are so great they can even alter your halo, Those whous
Soulsight see what you want them to see. By expending Blood Traits, you can alterth
appearance of your halo, telling a false story to creatures with Soulsight or siifa
abilities. One Trait allows you 1o lie about whether you are telling ﬂw ‘trutix ;mll wha
your emotional state is. Two Traits allow you ro claim to be a gh:ul a mortal o.r' eve
a Lupine. Three Traies allow you to lie about whether you are um’icr the inﬂ&énc
of magic or have committed diablerie; you can also hide your.halo entirely. Th
power cannot conceal the Assamite clan weakness, This power lasts one sceny

Shedow Play lasts for one scene.

NOCTURNE

Youcan summon forth a great cloud of inky, smothering darkness that muffles
ind and slows movement. Expend a Blood Trait, and an approximately 10-foot
feter cloud will form anywhere you wish within 50 {eet. [f you concengrate, you
force the cloud to move at a walking pace. Noctine lasts for one scene or until

dispel it.

‘Abyone inside the cloud gains the Negative Trait Clamsy. Furchermore,
?qnc within the cloud — other than the caster, or someone with an ability o
e through Obtenebration — is two Traits down in any challenges and must
. Only Cainires who know Elder-level Auspex may even attempt to see throught d 80 automatic retests if they succeed at anything. Heightened Senses and
thisdeception. If youhave nolevels of Auspex yoursclf, youcannot change ym.;rha:la 55 of Darkness are affecred, but cach removes one of the penalty Traits. The
appearance; you lack the understanding to do anything more than suppress it'.

OBCENEBRATION

E({)i)teneb.mtzon, as a Discipline, belongs to the Lasombra, and any others who
7 - " - ACE VT . i H

would learn it had best excrcise great discretion. The Lasombra like to keep theit
shadowy power to themselves. 8

tomatic retest is not removed.
Morttals with five or fewer current Physical Traits may be smothered as

sctibed in Shadow Play.
NTERMEDIATE OBTENEBRATION
ARINS OF ABRIMADR

You can call forth tentacles of darkness from the shadows and bid them to
grasp people, strike them or perform tasks of dexterity.

Txpend a single Blood Trait awaken the shadows, and one Social Trait per
tacle you wish to create. Tentacles issue from any nearby source of shadow and
aven teach of six feet. Each tentacle possesses three Physical Traits and chree health
ols. For each additional Blood Trair you expend, you can increase the length of
gle tentacle one extra Physical Trait. Tentacles

I hez‘cl are many theories concerning the source of the darkness ¢ha
Obtenebration invokes. Some believe that it is the darkness upon the face of the
dgcp that was spoken of in Genesis. Others feel it comes from the deepest com.ef:
of rHelE. This darkness is most commonly referred ro as Ahriman — the dz-ark half:
of Zoroastrian dualism. Whatever it is, the darkness seems to have a w1:Il of its O\.VI‘:--
and it haunts and devours those who fail to master ir. o i

ingle tentacle six feet or grant asin




canbe damaged normally, and are injured by fire and sunlight- - the't_entat
from any Fortitude you have. Aleernatively, you can add your Potence po
tentacles, but doing so remaves their benefits from Forgi tude. The Arms of,
last for one scene, unti you lose consciousness, or until :

MGBTIHADES "
You can craft illusions of inky shadow. Such illusions would- b

unrealistic by the light of day, bur they can be quite convincing in
This power can also be used as a more potent version of Shadow

1 two Mental Traits and step into a shadow large enough t;g) lfwk
aﬁ fiow exit from any other shadow of the appropriate size within 50 feet

aryithisaction can count as a Fair Escape. o
“an also reach through a shadow and grab someone t‘u y mg: .‘1(‘,1' ;}1 .i:,ll
1é or even attack her. Pulling someone thrq‘ugh 111\’01\’;5 d‘l- f}is ,;[
lepge Orher forms of attack also count as Physical Chailcnges,\ : 1ut}tl. 1.L.tﬂji’“r
e retest because you do not have the time to prapple and feel where yo

you dispel theny

Play;
You can ereate a human-sized illusion with little effort, If you wish'tb__

something larger, you may expend one or more Sacial Traits, depending o7

skill at Obtenebration — up to two for Intermediate, thice for Advanced

for Elder. Each Trait spent allows you to double the size of the

b .oﬂl‘f' found among the fading Lhimmal.x %L?Odlil’le,}uﬂd t]hq: cflll(igl
. whirdoes not share their curse cannot learn it. &m_ct.‘ Ogi _mf“ ¢ 1"“{)& oa
illusions affect only sight, but the subtle inclusion of the Arns of Alvimai can' fthe dark forest spirit that touches e"".d_-l Oftht_lm’ It 157(1}.1;: :::z waning
to the effect. In the darkness, wirnesses may attempt a Mental Challonye o cotre %.TheLhiunnankm)wtbatthcspmtth;ate1r{1)f}\VC1.s ! (',{ r;w b]{)()(i
determine that what they are seeing is not real. By bright light, the effecrisy ia] _ weaker by the decade, but for now, at least, the powe

only convineing in the distapce. If you want subtlety, you can use this abilie '

grant three extra Traits in situations involving dodging, intimidarion orsteg

ng Ogham is a very personal expcri?nce, for the Epil'}if l'h‘citf“‘%‘?"‘i;lcs 55‘\‘;3:}%;
Finally, you can create an area of whitling shadowy nighemare. Those who s he core of the Lhiannan. No Lh,u_mmm. uses (]jg -Igﬂmltzlbll:;:c; dermesne.
affected gain the Negative Trait Clumsy and are three Traits down i onof this power is that a Lhiannan SEIS@(){.ltlshﬂ t.‘a ltf).;.lwqdd;(ionalr]:rait
challenges, Auspex is of no assistance in this roiling chaos. Weak mortaks ing - o pass more than 50 miles from their rerritory must bidan

overcome by these shadows. If a mortal has seven or fewer current Physical Tr:
he begring to suffocate, losing one Physical Trait per curn

, then one health level
turn until'the shadows smother him. T

The Nightshades last for one scene or until you dispel them.

ADVANCED OBTENEBRATION
TENEBROUS AVATAR

You can become a creature of pure darkness — a humanoid formed Qf 1
shadow. Expend three Bload Traits and spend three full turns in concentral
complete the transformation. As a shadow, you are iminune to physical atta
though you still take damage from fire, magicand sunlight. You cannot interact w
the world of mortals, for you have no substance, but
envelopingthem

ONSCYRATE THE GROYE N
O can use your blood to awaken the forests to defend Wl? )y[;suu]:f._, gr "
ad prinkling the blood in a widdershins (coﬁun!;erclonc' Wllb(-,-' s.,p{utri.) the
1g¢ m the area you consecrate will act in your defense, flatling at and wipping

pend from one to three Blood Traits, taking one tun? pea‘vTrz_nt t(‘1 a‘n-o:lm) ,d,lf;
rest as described. One Trait covers an area 10 feet in diamerer : A }(,.,-‘l(,n
efuient Trair doubles the diameter. For the temﬂindcr. of the sccnc, a:;girp”u.s(; 1
iri the consecrated area who acts against you must bid a.n-addltmna i?;t v
hillenge to counteract the thrashing vegetation, Addmomail.y, éh(;{ (’ y:}::
onsecrate the Grove in heavy woods, your enemies must win a Physici

[‘ingt or take one leved of bashing damage per turn.

you can attack people b
as achallenge of your Mental Traits versus the victim'’s Phy
Traits. Hyousucceed, the victim is affected as with Noctirme. Youcan glide alongs
surface or through any crack

s see through toral darkness, and even use most m
Disciplines {thowgh not Deminate since you have noeyes). Your blood is rrarisforine
into the same shadow, so it is even immune to the effects of Thawnanngy.

Unfortunacely, sunlight and fire are extremely painful for you. You $_u_ff_‘f :

one-Trait penalty in Courage Tests when facing them,

ELDER OBTENEBRATION
WALK ThE ABY$$

Youcan traverse that place where all is shadow, stepping into one shadow
emerging from another — or reach through a shadow to someone near anat

By tracing ancient runes in blood across your body, you can .il?‘,”tlc f pl‘l,l)t:ntt(z
wird von physically and spiritually for battle. Bound by an "m‘:‘e_nt de;,f eSe SpITE
Hde your Beast and fortify your mind and guide your hand in battle. .
Sﬁend one scene painting the runes on your bady with' om.a Bload Tr?n;% t 1; (.)
nd from ane to three Mental Traits. While under this power, you ‘:“ er)ne
ehltics for being Bruised, and for each Mental T's:nt fx1)e;1cchl, g)u ‘g:(mT ‘tuw
ius Trais for ail.C{)m'age Tests and Mental or Social Challenges. Once per




of Crimson Woad, you can call upon the spirits to direct your atrack, inf] + from these sites can leave them barren and lifeless, as if you have drained

additional level of damage per Mental Trait spent.

fcblood from the earth,

ouust win aStatic Mental Challe
yieller — to discern whether a lncarmn can provide power, Once a suitable
L has been discovered, you must expend a Blood Trait to mark the site and
1 yourself to it Thereafter, unless someone interferes with your attunement,
an deain the site’s mystical energy to your, self whenever you visit it, gaining
orus Traits for every Road Trait you possess. These bonus Traits last until
md they can be used in any challenges.

to he determined by the

Crimson Woad lasts for one scene or until you take four levels of dumage
which case, the runes are considered wiped away and the spirits freed.

INTERMEDIATE OGHAM
IN$CRIBE THE CURSE

By painting the name of an enemy in ancient runes in blood on your body:
can bind spirits that will enacr a curse upon your enemy when she sees it You

shape the form of the curse by placing the name in different locations on yoiith DRAINING THE EARTH
o AINING 7

Expend three Blood Traits, and write the name of vour enemy upo
Mystic sites vary in power from one to five. Each site starts with 10
times its rating in bonus Traits, which may be slowly replenished at the
scretion. Should the Lhiannan ever drain all the site’s

rren, lifeless place, devoid of mystic energy.

appropriate part of your body with them. The name must be painted is a9
location, but the enemy need not be able to comprehend it. As soon as she seé
the enemy must win a Static Mental Challenge (difficulty seven Traits) 6
affected by the curse. The curse lasts until the name is rubbed off or defaced it . onus Traits, it becomes a b
suffer four or more levels of ddm'lg_,t

in any way ()Lher ihan th(, sm;,ie Trait necessary to stay active,

Through your relacionship with the spirit shard, you can learn the names of
ricient beings of power, thus gaining the ability to summon and commune with
i Dragons, demons, perhaps even the clan Methuselahs can be invoked with
sower, but since no control is granted, you had best have something to offer
hem before you call.

You must expend three Blood Traits, allowing them to bleed into the ground
H an hour o appease the spirit shard’s thirst. Af the end, you must win a
tu_ Mental Challenge, difficulty determined by the Storyreller based on whar
h to summon — perhaps reduced by a Traic if you have summoned it before.

mythic beast you have called will arrive before the end of the scene. The
yeeller nyay assign whatever statistics and needs she deems appropriate to the
teatute, and most will wang to be satiated in some fashion before they are willing
listen to your concerns. Creatures summaoned in this fashion remain until they

Mind: Painted across the forehead, this curse disjoints the enemy’s mmd Ia
Mental Challenge, the enemy must expend a Willpower Trait or automatically£el

Voice: Painted on the throat, the enemy loses the power of speech. She
grunt, but she cannot form words. :
Soul: Written directly above the heart, the enemy is overwhelied by prl
feelings. Mortals must flee your domain and Cainices are two Traits down or
to resist frenzy. o

MOON AND $UnN

You can paint ancient glyphs of the celestial bodies upon yourself to inyo
the aid of their spirits. Lunar spirits provide speciat gifts, while solar spmts wartf
the worst effects of sunlight and fire.

]

It takes three Blood Traits and 15 minutes to inscribe one of these gIYPhS
glyphs must be exposed, and they can be inseribed on any willing subject- A single
person can benefit from both glyphs at the same titae, bur the power fade if the
alyph is rubbed off or defaced by the bearer taking four or more levels of damiag

in or deign to leave.

If you wear the sun glyph, you can expend a Willpower Trait any time you
exposed to fire or sunlight, converting one level of damage from aggravared ¢ ¢ leth

Much as every Cainite has the instinctual ability to avgment her strength
ugh her blood, Potence, the Discipline of unezlrrhly strength, is one of the
sciplines thus comes easily to afl Cainites (though it does come more easily to
omé than of hers). A Cainite skilled in Potence can lift a horse, crush bones with
bare hands or even break down a castle’s heavy wooden door. The curse of
tence comes from its stripping of the vampire's ability ro be gentle, forwho needs
[?(_{.C_f't'less when one can take by force?

‘The use of Potence heyond the Basic levels is clearly inhuman. No Abiliry
ws Potence retests, but actions performed under the influence of Potence may be
tested as usual.

H you wear the moon glyph, you are one Trait down in all tests to: avoid fren
but you gain two bonus Traits on all other challenges. :

ADVANRZED OGHAM
DRINK DRY THE EARTH

You can identify sites of power — cromlechs, faerie rings, dragon tmcks

the like — and draw spiritual energy from them. Doing so can be danger s b
wizards, faeries and Lupines also use these sites. Addirionally, taking t0¢




BASIC POTENCE
PROWESS

Yourstrength.is great even for a Cainite, and your blows stagger any opponen
You can choose to inflict lethal damage rather than bashing on any unggsis
attacks or attacks using blunt weapons. Additionally, once per nighe, you'ca
recover your strength — regain any expended Braumy, Ferocious, Stalware, Toug
and Wiry Traits. These Traits must afl be restored at the same time. If you he
unexpended Traits at the time you decide to recover your strengrh, you canng
restore them later in this fashion. Using Prowess does not requm: an action, ar
may be done any time, cven when unconscious. R B

MIGKHT

Your strength is obvicusly grearer than any mere moreal’s, and evenorhe
vampires consider it daunting. You may make a single retest on any chaile
involving sheer physical strength, such as breaking statuary, grappling.
peasants and lifting porteullises. Once you use Might for a retese, other retestsar
not allowed. This power works for situations where your opponent agtempts to gs

finesse or stamina rather than strength. {(Your strength allows even glancing blow,
to do damage.) Might does nothelp in situations where agitiey is more useful; i
as throwing boulders.

INCERMEDIATE POTENCE
VIGOR

Your unnatural strength altows you to easily lift hundreds of pounds and cris
hones with but a single blow. You may use the Bomb in challenges of strengths Yo
do not have 1o use i, but you must warn your opponent that you can use it and hay
it works. Your opponent may use agility or finesse against your strength, butaston
as your strategy depends upon personal might, you may use the Bomb.

INTENJITY

Your might is unflagging, and under all but the most strenuous circumstance
you can use your phenomenal strength without rest. You can use Potence as ¥0
bid Trait in any challenges of strength. Even if you lose the challenge, you do 510

lose this Trait, so you thay use it repeatedly. This Potence Trait does not count i

any other way, though. It cannot help in ties or overbid sitvations. You may o
bid Potence twice in the event that you must bid more than one Teait. In those cast!
your other bid Traits are at risk. Should you lose all of your Physical Traits, Yo
cannot use Intensity, or enter into any more Physical Challenges, for that matte

ADVANCED POTENCE
PUISBANCE

The strength of your undead limbs is unmatched in nature. Your unarmed an
melee attacks inflict an additional level of damage, though rhis punishment 1 m
be hard on weapons rhat are not designed to withstand your abuse, ?‘mthamore
you automatically win all ties in tests of strengrh. Should you encounter a situatio

¢e your opponent has a similar ability (such as Celerity’s Fleemess), ties are
ed normally by comparing Trairs.

LDER POTENCE

our strergzhy is the stuff of legends; you are a walking sicge engine, In any
allenge mvolving strength, you must be defeated in two tests in order to ose, If
win cither rest, you win the chaltenge. Should you fight another creature with
is level of power, and you each win one of the tests, you both take full damage.

Presence is the discipline of unnatural charisma Tes pracritioners commuand

e atrention of those around them, draw prey to their sides with ne more thana

ckoning glanee, and draw out afl variety of passions from their subjects. Whereas

Dominate bends the will of its victims to that of the Cainite, Presence sways their

sotions, This can be a great boon if the vampire prefers having lackeys with

itiative and wits, but it can also result in unpleasant surprises as each follower has

s own vision of what the Cainite really wants. Also, unlike Dominate, Presence

oes not require eye contact. Philosophers hypothesize that Presence’s curse

manifests by replacing true communion with athers with artificial intimacy,
Hing the Cainite into greater isolation.

Use Leadership for retests of Presence.

“Your words and actions command the regard of witnesses, and your arguments
theeded more often than not.
Youmay expend one Social Trait during any Sccial Challenge €0 demand an
automatic retest. You may use this ability in mass Social Challenges, but you must
pend one Soctal Trait per opponent.

DREAD GAZE

With a hiss and baring of fangs, you can draw the emational force of the Beast
o he surface, instilling a preternatural terror in your victims.
Performa Social Chatlenge upon your victim, If you win, she is overcome with
t,.ef:f_Oi‘ and must flee from you and avoid you for the rest of the scene. Should you
sequently corner her, she can fight back herself, but will do her best to escape.
uch cases, the viceim defends normafly, but must risk an extra Trait if she wishes
ke an offensive action, just as if she were wounded.

NTERMEDIATE PRESENCE
NTRANCEMENT

Those you focus your attention upon find your charm irresistible and their

nion of you wmproving. Perform a Social Challenge against a victim, I you

TSSOSO




succeed, he becomes more favorably disposed to you. Hostile people are civil;
they refrain from attacking or abusing you. Neutral people seek to aid and hefr
you. Should you perform a hostile action against an entranced person, the Sp
hroken, and it cannot be used on him again for the duration of the scene,”

$umm0n

the person wimhc atrr,nd..mu you dummd. As long_, as .shc is known to you, 5h€_ W
make all effores to come to you. Victims do not necessarily know the source of 1}

Summeoning calls for the assistance of a Narrator, Inform the Narrator of you
tar L,{_t 1hc nt mhu of S()Lml Tmz £s yoti i)ave ;md whethervou wv,h o use Leadusht_

Qhould your opponent bc of EhL SAME generarion, :Ju goes 1o whower
sumtnoned her. Should you have summoned her at the same time, you mi

a false identity (perhaps crafred through Mask of a Thousand Faces) the person wh
wore the false idenrity is summoned. In the unlikely event that multiple people

actually met her.

ADYANQED PREJENCE
MAIESTY

Your personality causes all to pay heed and bow before you, None can 1a
sword in challenge to you or act to incur your ire

Expend a Willpower Trait. For the duration (n‘ the scene, you are und :
effects of Majesty. This effect may be indicared by holding your arms out from you
side, or with a special ribbon or card. While Majesty is in effect, none may jsul
or attack you as long as they are within 10 feet of you and can see you.

Subjects must expend a Willpower Trait and win a Social Challenge a
you it they w;sh to bte'iu? b your aura of Commanc‘i and fattack you. Shmlld 1he‘f fai

may not try again for thc (ﬁlmtlon of the scene, :
You may use Mcntal and 90c1ai Dlsc1phnu whilc_ us‘ing Majcsty but ftm" avel

'EDER PREJENCE

m1ﬁc[s in lmwlmg_, fcrvm Youcan opttobe the nb]n(.t nf t"hzs emotion or luwu
afocussed. You cannot designate something or someone else as the recipient of

ver passions you unleash. Since this power can only inflame overwhelming
aigs, not numb or deaden feelings, the results are invariably stimulating.

You must first communicace with the victims in some manner, even if only

th romantic overtones,
Fear: Subjects are gripped by Ratschreck if they are Cainites or overwhelm-
greor if they are morral. The effects are the same as for Dread Gaze.
Rage: Subjects feel the urge to sirike out at whatever irks them — or at you, if
choose. Cainites are subject to frenzy ss if they bad been humiliated, and mortals
nust make Self-Congrol Tests (difficulty five Traits), or begin an all-out artack,

or millennia, the secret of the barbarian Clan Gangrel, Protean is becoming
wihy civilized Cainites. Though it seems ideally suited rounlife away from the
comforts of populous environs, Hs uses even in the crowded eities are obvious, The
is manifest in Protean as it leads the vampire away from the civilizing
ence of her natural, human form.
I__]Se Survival for retests of Protean.

A$1¢ PROTEAN

of Witness of Dearkness. At the end of the turn, you can see without penalty in
mplete: darkness. Though the supernatural shadow of Obtenebration can still
?—ef”fere wuh your vision, its L{{{,L{S are lusmcd {see ()btcnebmtmn . 184)

)u can prow claws that cause devastating damage. Expend a Blood Trait; the
grow forth at the end of the current turn. These claws inflict aggravated
e and offer the honus Trait Shasp in combat and climbing challenges. They
twhen you desire or lose consciousness.




INTERMEDIATE PROTEADN
INTERRED IN THE EARTH

You can call the earth to grant you refuge from the sun or your enemies iy its
shelter, leaving norhing behind but a patch of gently disturbed soil.

1 be affected by mystical attacks, but you have no vitae per se, defending you
. cortain forms of Thaumaturgy. You can use any Disciplines that do not require

Expend a Blood Trait. It takes a full turn to sink into the ground. During this
time, you can do nothing else. You take your clothes and small items — notlis
larger than a dagger —with you. You must be touching earth to use this Disciplin
so stone, wooden floors and the like block its use. While you are interred, you'.a
fully protected from and unaware of sunlight and wharever else happens én'l
surface. You can stay conscious, though the usual penalties exist during the da
and you may use Disciplines that donot call for & physical presence, such as Auspia

You can employ a more potent form of the Body of Spirit in which you rest above
fie ground rather than entombed beneath it While you enjoy Blissful Stumber, you
not be affected by any physical attacks, including sunlight and fire, but you could
il be moved about by the wind. You might want to use this if you do not desire other
inites to know where you will be when you awaken with the next sundown.

“Fxpenda Blood Trair. Over the next five turns, you transform into a smmall cloud
Fraist (the effect is almost unnoticeable if you are already wearing the Body of Spirit)
akimmediately enter slumber until the next simset. The Storyteller deternines
e the wind has moved you when you awaken, and, upon awskening, you take
ot normal form unless you expend another Blood Trait to move into Body of Spiit.

This power merges youwith the earth, so youno longer possess a true corporesl
form and cannot be dug up. You are aware should someone dig where y(m:‘\"re:
interred, but you cannot discern anything about them, You ma\,: choose to atk
\‘vhen thishappens, flingingdirtinall directions, or rise later, either from where yé
first descended or from some of the excavated dire, depending upon the Storyeellé
decision. You are able to act on the turn you arise. 3

Vo can tranct bode \ ] y L The Banu Hagim, known to Furopean Cainites as Assamites or Saracens, are the

f an transtorm your body into that of ; - hat: is Tugnored thi i iscinhi i i i

e o | ki o y . the t_ of a ‘f’O or bat. It is rumored fhd? stodians of this Discipline. Though the warrior caste’s uses of this power is more
ampires from distant lands can transform inte different animals, but most ate nitiar, the less familiar sorcerer and vizier castes use it as well in their pursuits.

limited to these two forms, While you are inanimal form, your mind stays yous owi;

1 have ¢l e o orcling to clan lore, Haggit himself developed { uietus after prolenged meditation
but you have the physical abilities and limitations of the animal.

nd self-contemplation. Tronicatly, the blood poisoning this Discipline seaches may be
nepart to blame for the clan’s susceptibility to blacd curses. Though the individual
aracen is no more susceptible, it appears that such things pass through the clanasa
vhole far more readily than with other clans. Beyond this hypothesis, Eutopean
olarship does not have much wo say about Luietus, for information about it is so rare,

Expend a Bload Trait. Over the next three turns, you transform into a bat 0¢
a wolf. You can reduce the time of the transformation by one tarn for cach
additional Blood Trait you expend to a minimum of one tem. You can retain your
form until the next dawn or end it when you will. Clothing and small persoﬁal
items transform with you. You can use normal Disciplines other than Serpentis,
Vicissitude and forms of blood sorcery.

(utietus powers ave notopposed, so they donot receive retests, though thesituations
deliver the power of Quietus iy allow for Athledes, Brawl or Melee retests.

ILENJE OF FIERY BLOOD

Yourcan create unnatural silence in a certain area. Warriors tend rouse this ability
o prevent any sound from emanating from near them. Sorcerers and viziers more ofien
¢ it to keep all sound away from a room, whether originaring within or withour.

: '_'Expend one Blood Trait, For the scene, or until you eancel the effect, no sound
can originate from within 10 feet of you, though youcan frear sounds thatoriginare
outside the zone, Alternatively, expend rwo Blood Traits and concentrate for five
s to completely silence the room you oceupy. This effect works fos rooms up
1050 feet square. You can have only one instance of Silence of Fiery Blood active at
any time. If you start another, the first onc fades away.

BCORPION'S TOUCH

- You can transmute your blood into a deadly weakening poison. You can
deliver 1his poison by spitting it at your foes, coating some object they touch,
bringing it to the surface of your skin and touching them or even mixing it with
heir fond — or if someone attempts to diablerize you.

The animal forms are physically identical to ordinary animals, but they are
undead. Asawolf, you gain the bonus Traits Alert and Attentive as wel} as che effects
Qf Talons of the Beast and running speed grearer than that of anyone not using
Celeriey. As abat, you can fly and possess the Merit: Acute Senses (Heaing), but you
are reduced to three Physical Traits (your choice) while in that form. '

ADVANCED PROTEAD
BODY OF $PIRIC

You can abandon your human form, dissolving into a cloud of mist. Your
senses are unaffected, bue you can go wherever a mist can enter, seeping along at
a walking pace. You are immune to physical, danger but you could be driven out
of your way by strong winds, '

Expend a Blood Trait. Over the next three turns, you transform into a small
cloud of mist. You can reduce the time of the transformation by one wirn for eich
additional Blood Trait you expend ro a minimum of one turn, 1n addition 19
physical immunity, you take one level less damage from sunlight and fire. Youcatl




& the benefits — and drawbacks — of having diablerized the Lamite rom whoih

H0is . . : )

I(\(VEEEL :223;(;:;z;l:c:g;:z:;f:u;‘{;‘tﬁir‘;’:l‘?\:}}:‘i)“-11101%01? ;(;ses a Phys,'_ d[ T ':P“‘P_‘;“Cd' This heart’:irh.i(_)(ﬂ is traditionally taken back to A'lamut where it 1s a l.<cy

poison become deathly i1l ose all Physical Trzms-t_( peft to many of the rites of th? Road of i?)lood,_ but tl.m.* tise of blood addiction

L arrior caste has begun to interfere with this gradition.

The process of preparing the Blond Essence is quite similar todiablerie. You must

Arain all of your victins blood and health levels by any means available, Then
the beart's-blood, focusing the blood through Quietus, which requires 2

‘llpm_ver Ch he viceim three Traitsup. Thisact channels the victim's

enice into a kept in a ceremonial vessel). This

ays licquid

LDER QUIETUS
1PPLES OF THE BEART

ou have learned how to infuse the blood of moreals from whom you have

ied with concealed passions thag affect the next Cainite o drink from them.

toexd Trait from the mortal, then spend a minuie in
b to instill inhis

ransmuting your blood is instantaneous, and it converts one Blood Tiy
. g 1

You ca it this poi SR g the
- fum spit this poison at anyone within 10 feet, bring it to the suifag .
a ha [ 01 any other £ ing i V i
a hand, feot or any other body part you being into contact with an opponent
con . . P . . o L. . - )

; at a weapon or object with it. Spitting involves a Physical Challenge (¢
than actually spitting on another player), as may any other form of phys
con lerendi . 3 . b

ntact, depending upon the circumstances. Since altering your blood doss i
e o et e . . :

equire an action, you can perform an unarmed attack and then declare th
of Scorpion’s Touch. g o

allenge with e
heart-sized mass of blood {usually
for « number of nights equal to yout Willpower Traits.

Although there isno limit to how many Traitscan be lost ina turn, each atg
can deliver only one Blood Trait of poison. Muftiple artacks are ;'equir;d(tc'lddtit'ac'
1¥1L_|‘1{iple Traits. Even if you coat a weapon with multiple Traits, only on)* o
f){f inany strike. The remaining Traits wait for future serikes. Blooﬁ mi:o xL ??’(mﬂﬁ
in this way kasts a number of nights equal to your Witlpower Traiitc; e

INTERMEDIATE QUIETUS
DAGON'S (ALL

e zth. a simmple rouch, you can infect another with your blood, tater causing
thart blood to revolr within, atracking the victim from the inside :

Jrink a minimum of one B
yysical contact with the vessel concentrating on the emotion you wis
ikl Perform a Static Mental Challenge (difficulty five Traits). If you sacceed, the
stion has been instilled into the blood of the mortal, where it will lie in wait for the
tmonth. Atterpts to instill additional emotions into a pnortal’s blood fail until the
Fort wemss off, Mortals affected by this Discipline should toleplay being slightly
©ere isnomechanical effecton them.

pilisposed to the emotion secreted in theirblood, d
hlood of an affected vessel must makea Self-Conerelf
mortal's Willpower Traits, 1€ she fails, the effects of
assion. This eflcct lasts

- ou\ ‘1(1/1.1115( touch your victim. At any point in the scene, you can expend one
Or Iore W ;
; 1 “'1()1({ Wi fpower Traits and let a Narrator know you have issued Dagon's Cal;
etting g > i i - ;
p tinghim knowthe nu.fni.)t.r()i’ Physical Traits you have and how many Willpower
. tr(u.ts, ;(l_ns imvle(si;;em. Each Willpower Trait spent forces the target to undergo a
otatic Physical Challenge e diffic is i its. E : :
oraed }l : 1(11Ec1}gt whose difficulty is your Physical Trairs. Each failed test
Yu,u ts in the target }:akmg alevel of lethal damage as his blood rebels againsthi
ou cannot reuse this power on the s: iCti i €
$ he same victim until you rouch him again, S $
SO _ ERPENTI
gV AR | | : Despite arguments from Furopean v
ansmufe y G an ic i ; !
through ‘ln(y loing or m: 1‘,0L;rﬂblc})oci ;ntu an ichor that is potent enough to eat - sagifeof the god Set — not part of a curse at
. b e i o1 2 1341 5 ,
o ‘_ o 54 dead flesh. This poison W(JI’kS ()n[Y from ti\C inside out, s0 e ] ‘;ldl.l;lg of S(:‘T[)EHIES’S Hbihtits 1O other Cainites,
you must apply it to some sort of edged weapon. o

“Any Cainite drinking the
et Challenge against the
atent emotion rake hold as with the Presence power I
twice as many hours as Blood Traits consumned by the Cainite.

ampires, the Fotlowers of Set see Serpentis
a1l As such, their religion preciudes
unless those Cainites are

nitiates of the Setite cuit.
“Use Subterfuge for retests of Serpentis.

ASIC SERPENTIS
_'-CBE €YES OF THE SERPENT

“Your eyes hold the hypnotic powers of the serpent, holding your prey
yes and make a Social Challenge. If you win, your
J untit you no longer hold his gaze (orheis

’ Spendt a turn in concentration to ransmute a Blood Trait into the caustic
ichor, then place the ichor on your weapon. Each prepased Blood Trait pl‘aced OI;
such a weapon converts the damage done by a strike with fhat’ wea.pon' intc
agpravared damage. Thus placing rwo prepared Blood Traits u.pon ascimitar woula
make the next two successful strikes inflict aggravated damage. Blood poiso
prepared in this way lasts a number of nights equal to your Will;);)\xfel' Traits.

ADVANCED QUIETUS
BLOOD €33€NCE

1 Yo1.} candmin the vitae of a vampire such that his entire essence is contained withit!

a heart-sized ¢ ol . ! i ! !

(-)I eart .slzci} container. This heart's-blood has potent effects, both for blood sorcery and:
itsown. Not the least of these effects is that anyone who subsequently drinks the blog

nmobile. Meet your victim’s e
Victim gazes into your eyes enirance

Atkacked or injured).

CONGUE OF THE AJP

“You can transform your tongue into the
t.tack and even drink. Changing your tongue requi
tiacks for one level of aggravated damage, provided you w

split shape of a snake’s and usc it o
res no effort. Your fongue
in the necessaty

et el Ll



you can use your tongue to drain blood from your victim. In this case, thc_t(n“;g
acts much like the Kiss of any vampire as soon as the Serite begins to drink:

Finally, you can use the tongue to augment your senses, reducing they .na
from darkness by one Trait. '

INTERMEDIATE FERPENTIZ
$KIf OF THE ADDER

You can take on a portion of the form of Set, transforming into a scaled snak
like humaneid monstrosity. Expend a Blood Trait and a Willpower Trait. At the tnd
of the turn, your transformation takes place, covering you with mottled scale
adding serpentine agility to your limbs, While in this form, you gain the b(
Physical Traies Lithe and Toughand the Negative Social Traits Bestial and Reprignd
Your mouth also distends like a snake’s, allowing you to cause an additiona] tev
aggravated damage to bites if you win (not tie) a Simple Test after the bite. You
contort yourself to slither through any opening large encugh to fit your head:

This form lasts until dawn or you decide to discard it '

RORM OF THE ¢OBRA

transforn into a cobra. As a cobra, you have all of the advantages of the Skin
Adder, you can fit through even righter spaces, and you get 2 free retest’i
grappling challenges. Finally, your bite is poisonous to mortals, causing
levels of aggravated damage.

This form lasts until dawn or you decide to discard it. le rakes three ©
return to human shape.

ADVANCED 3ERPENTIS
CHEAT THE $CALE OF ANUBIS

Upon the scale of Anubis, the hearts of the dead are weighed againsta fe:a_th
1o judge the sin of the owner. You cart remove your heart from your body o chi
the effects this withered organ stifl has upon your unlife. -

By the dark of night — not even the mocn may be visible in the sky ==
must spend severat hours ritually removing your heart from your bedy and plac
it in a properly prepared canopic jar. From this time on, you are fmmung to be
staked through the heart, and you gain an extra Trait in Virtue Tests to resistren
On the negative side, the loss of the seat of emation also removes all Empat
Ability Traits and any Social Traits that focus on warm interaction {sucl
Friendly, Empathetic or Genial). "

Although your body is immune to being staked, shoukd someone locate ¥2!
heart and stake it, you arc immediately paralyzed. Additionally, should your he:
take even one level of damage from fire or sunlighr, you erupt into flames and d’
Therefore, wise Setites go Lo great effort to prevent their heart from being 166
and used against them. Using this Discipline on mortals or ghouls kills them

DER $ERPENTIS
REATHE THE $ANDSTORM

¥ cz.alking_; upen Set’s ancient mastery of sky and storm, you can exhale a
hing sandstorm, scarring and croding anything in ies path. Expend a Blood
tand exhale in the direction youwish ro direct the sandstorm. Anyone within
féé{"in that direction who cannot dodge out of the way (with Physicat

Jebge) takes three aggravated levels of damage. The blast also erodes aboutan
Lol stone and wood and pits metal. Smaller items are broken or destroyed.

AUMACURGY

Although it is the youngest Discipline, Thaumaturgy has one of the largest
pertoires of powers. This is completely due to the assiduity — and desperation —

hetnortal wizards who gave up their souls for immortality, enly to discover that
st of their old magics no fonger functioned. Yet certain powers — those linked
;x_:ient pagan blood sactifice - did function, and through the study of those
vets, this newest, most rigorous forn of blood sorcery was born.

Most Tremere begin their studies with Rego Vitae, though there are always
sewhose scholaship leads in a different direction.

Eéch use of Thaumatwrgy calls for the expenditure of a Blood Traic in addition

hiatever other expendirures it may require.

Use Oecult for retests of Thawmaturgy.

The Tremere and Cappadocians are not the only clans with blood
sOréﬁrs*. Assamaites, Setites and Tzimisce each have their own strain. For
s_npliéity’s sake, treat these magics as Thaumaturgy. Setite sorcerers must
oose Rego Tempestas as their primary path, and Tzimisce koldun nust
chaose Rego Elementum. Assamites may begin with any primary path.
Sorcery from different cultures does not mix well. Artempts to learn
orcery from another clan's lore may require extensive Mental Chaltenges
orbe entirely impossible, depending on the plans of the Storyteller.

This path was the first devised by the warlocks, and is, in fact, the keystone
hir syseern of blood sorcery, for it points the way to unlocking the different
powers hidden in vitae. The tools and implements of this path — vials of blood

" Tasting a small sample reveals many secrets to you about the person from
0 it came. By ingesting a single Blood Trait, you can uncover how much virae
subject currently holds (in Blood Traits) and how recently she has fed. 1f the




subject is Cainit

By e 1 2 p . 5 . A "
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may expose you to infected blood ad y
Blood Rage
You cat i

1 excite the bloc

fashion you wisl YthL bload of another vampire, forcing him'to sper

Challenge) W ]i Eou must touch your subject {which m o spencd

” e/ ith this ¢ AN _ AV reduire s 3

Physical Traits, to [l .al.sl Llomaut, you can force him o use E;i}s‘ ij[d‘__‘l;tl_:m_.

) weil damage, cven to sweat bl()()d {r()m hi O.QL _t'f’)
5 poTes
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ADVARCED REGO VITAE
Cauldron of Blood
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sidirectly harm someone -—itis too slow to properly slam such a victim
ghiing — it can be used to place people in precarious sitrations. N

i H - ¥ (> 2 el N Gl ¥ T
s.power asts uneil you stop concentrating on whatever youare cantrotiing

o5 out of your line of sight.

aggravated damage. Flammables within and adjacent to the aren of effee
fire, but mortals and vampires fleeing its clutches do not necessarily ¢

The firestorm lasts until you dispel it, move more than 50 feet fromii
CONSCiousness, :

REGO MOTUS

The ability to cause objects to move without actuatly touching thy
ohvious utility to all warlocks. Notondy does it allow for one co summon Atdis
fromn across the room in an otherwise desperate situation, but it can beiise
proped oneself from the duke’s eastle to the chantey withour troubling i‘he‘_&'
retainers. None of the powers of Rego Motus allow the thaumaturge €'
objects she manipulates. For example, the sword she sumimons to her hand co
bhe searing hot, acid-coated or constructed of wax, and she wouald not kinbw
she grasped ir.

BASIC REGO MOTUY

Force Bolt

- ) ing nearby objects or people
hacquick gesture and a word of force, you can fling nearby objects 1.0

i is i85 an instantangous -1. Once
i vou. Unlike Flighe or Manipulate, this is an instantaneous power :
; ithout another use of this

nilse something, you cannot Repulse it again w her v of b
saffect people, perform a mass challenge of your Menta ftds \: g_,,.lf‘ .“Ln.
hvsical Traits. Those who lose are flung back until they are 20 feeraway fic

. action reorienting themselves. You can use

and they must spend their nex ox cwvscl u can v
anyone within 10 feet of you, even if they are g appling or biting you.

h this power on an object allows you fo move it with enough force to inflict

of lethal damage to whomever it hits. You must succeed i a challm%gtit of your
. ) ire - ¥, ir e Ferwise
“raits against your rarget’s Physical Traits inorder to hit your tagges. Otherwise,
] setile misses. You cannot use this power to move something toward you.
ftrol

! i C ol ject or person
hirough a supreme act of concentration, you can control any object or person
were and chant, so witnesses may figure out

) You canemitasudden impulse of morion that can move or knock aver ob
or disorient people. Objects weighing 100 pounds or less can be shoved abon
feet in any direcrion. Should you wish 1o jostle a person or knack something
his grasp, you must defeat him in a challenge of your Mental Traits against:
Physical Traits. A person shoved by this power must move one stepin anydirec
you choose and must spend his next action orienting himself. ’

Manipulate

WOre your puppet. You must gesture

5 going on. o .
- can move and manipulate any creature or thing weighing a ton ol w:
Id hring to bear with your own two hands, Striking
hallenge of your

hie same precision you cou Lo
meobe with an object you control thus requires winning a ¢ e of you
fital Traits against his Physical Traits and inflicts one lchtl of lct.h(i ’Lljlfl}ca?t,:
uld you wish 1o wickd a weapon in this manner, you must i)].(l an extra ralt for
‘thallenge to accommodare the difficulty of remote maniputation.
' ziining control of a person requires the same .Challengc 1o l‘}(ﬂd t:h.cm
¢ If you wish to do anything else with your victimon subscc‘gu.em‘ {urn:s -
h 4 make him dance or slam him inso a pillar — you naust win 11‘*.10 salm:,’
enge. People held by Control can do nothing with their physical bodies, but

¥ 'cim speak, shout or use Disciplines.

By focusing your attention upon some object within eyesigh, :
manipulate it as if you were holding it. Objects moved through this power d
ondy the skill and speed of the thaumarurge. If you are skilled at playing the
or wielding a dagger, however, you can play or wicld them from a distance, wi
only a slight increase in difficulty for doing it remotely. You can only manipuy
objects that you could tift with one hand. L

You must watch and concentrate on the object you are manipulating for
entire duration of your control, Should you be distracted or lose sight of the-obje
— or should you decide to end your control — it immediately falls to the grou
or ceases moving, You must bid an additional Trait in any challenge that involy
remote manipulation. '

INCERMEDIATE REGO NOTUS
Flight

You can raise a whole person into the air or shove Farge objects around o th

jecteallstore ste conceniraiion.
reising Control over one creature ot object calls for complete concentrati

ol i se sightof s puppet.
Ttiolendsas soon as you turn yourattention clsewhere or fose sight of your pupy

The ability o bend the weather to one’s will is phm(_];m?nul&y px)i'ent; in .I?y
v.thar depends upon the earth for susfenance of must face c.xposur.c )m I;f
ents during travels from town to town. On sma!lcr. scales, the powers ¢
ather can both aid and hinder the Cainite i her pursuits.

ground. You can use this power to slam doors, toss chests or sweep rapestricsd
the hall. Any object that weighs 200 pounds or less is fodder for this power

SRR mwm&ammnmmvmn;wmmgmm

faster than a brisk walk or perform quick maneuvers.

More dramatically, you can make yourself fly ar a brisk walking speed as}
as you dare, or merely skimming along the ground. You can hoist another p !
if youwin a challenge of your Mental Traits against her Physical Traits. While

Cloak of Fog
au'can cyeate a thick fogbank outdoors th
1thin 15 winutes, fog will tise from the ground and cover

ar reduces vision. Chant foratarn.
an outdoor area




approximate cet in dic i le .

dk D )Xllﬂ] Ely 100 feet in diameter. Visual chatlenges within the fog ag

1 own, but eightened Senses removes that penalty. The fog lasts a scé ; ;
r e il 2T 1a805 A 8¢ >

ut it may be dispersed earlier by windy conditions. '

REGO ELEMENTUM
1i:Born Strength
Canyimbue yourself with the strength of the earth without deplering your
5. As long as you are at pround level or below, a quick gesture grants
tditional Srrength-related Physical Traits of your choice. These Traits
you have powers in Rego Flementm, but you may expend
d one more turn to that. You cannot use this power again
expired, but it can be activated the same turn you atrack,

Downpour

You can call forth rich rain-bearing clouds to drench an area ne;
tin'uﬂ_ turns of chanting, clouds begin to appear and thicke(n x;ntg s i
15 minares later, they release a torrential downpour on an outde ?.a?'pmy
n.lm'el“y 100 feet in diameter. Within the rain, alf Physical Chs “{)()r.dl’?;}. app
1'.15;%( of an additional Trait, and ranged at'mcksjare [imiln:d(m 2(1)(;-' ‘Gl‘lg_es_ o
fires within the rain are extinguished. The (%()wnp()l:rrlz-k‘ir‘i one Te‘:(’fé o
extend it an additional hour by expending a Menﬁ_ﬂ TI:H;[. rouk

INTERMEDIATE REGO TEMPEITAS

Tempest

e many furns as
sower Trait to ad
iednitial use has
Waoden Tongues

an compel inanimate objects tospe
theit limited understanding can offer. Fo
g as the object, oie of the following guestions: “Peseribe who last passed
suched you.”*What is the most interesting thing to happen to you recently?”
» “What is your purpose!” The Narrator will answer
ersonality of the object. This power may be
situation surrounding the object or

ak to you, imparting what informa-
i each use, you may ask a Narrator,

re did yon come from
scriptive images reflecting thep
Tepeatedly to gain greater insight into the

NCERMEDIATE REGO cLemencum

Animate the Unmoving

/ot can awaken the spiritof an object to the point that it will move under your
iand. Such motion is limited to the nature of the object you animate. Doors
dept ar slamming on intruders, and beds can carry their occupants down
ways, but not vice versa. You must expend a Willpower Traitin addition to the
od Trait and speak the words of an ancient pact to the object you wish
miited, Then, perform a Stafic Menral Challenge against a number of Traits
generally one Trait for every 50 pounds,
are moge of kess resistant

15 minutes to build and las

’ -llll?lttb 10 build and lasts for an hour, though you can extend its dirat

another howr by expending a Mental Trait, B
Hide the Burning Sun

y Youcancall forth clouds dark enough to partially protect you from the sun
| vou must cl?:mt tor five minutes, during which time clouds form and t.izick.un ov
arca approximately half a mile in diameter. At the end of an hour, or the be sinniy
thgncxt scene, the clouds witl be heavy enough that Cainices rr'u,rclin s '1131‘5;' 1 b ;
suﬂe.r only lethal damage from the sunlight, At the LEi‘;crcti(:n of ii; '*V“Stc'& e
particularly holy places may resist this shrouding, rcmain‘ing barhed iﬁ :u;lli(;?it

ident upon the size of the target
gh the Storyteller may declare that certain objects
nimation. Objects stay animated for the scene.

A thaumatuige can animate as many objects as his Willpower and blood
low; however the difficulty of the challenge to animate each object increases by
Trait for each other object that is cuerently animated.

These clouds las » v i
| ohese ..ouds last one hour and provide no protection from Hmitatiof
daytime action due to sluggishncss. i

ADVANCED REGO TEMPEFTAS
Call Lightning

o f:ZEIZ}‘f;i;U;: i)}(::;:?g ()l;l: ylc.)ulr l_:al"get anda word of command, you can brin

fre rom the ok o n‘i O a 1g rening bolt that strikes where you conmans

Yous ¢ g)ur targee must be outdoors, and the weather must be at Jeast overcast

TZ:;: :.::YI‘( .:ncr n chalieng‘c pil,ting your Mental Traits against your target’s Ph_.‘,"S‘

Jfyou win, your target suffers three levels of ageravared damage.

REGO ELEMENTUM

Thaumarurgic command of the elements — earth air, fire and water — isat
cry from the potent and versatile wizardries of living imrl;lctic magi, but l‘hevé
5_"“” potent enough to evoke wonder and concern from Cainites wEio, see l:liis.éﬂth'
inaction. Tzimisce koldun begin with this as their primary path ma ©ifestation
their ancient ties to their homeland. ¥ parh, smanfieta

Elemental Form
You can rransform your hody intoany of the primary elem
oma patch of air or fog to apool of water toa hutnan-sized boulder or clod of earth.
It takes but a quick gesture to invoke this power, but you must also expend a
illpower Trait if you wish to be able to use your senses and Disciplines in this
rin. This material is not shaped or processed at formation, and it is inanimate, 1t
upics approximately the same volume as your body, but it can weigh far more
or.tess, depending upon the material you choose. Should the form undergo
istuption (from heavy wind, in the case of a patch of fog, to chiseling in the case
fa boulder), you take one level of unsoakable bashing damage per turt.
A you have mastered Creo Ignem, you can also take the form of a patch of cold
te; but you cast only wan light and cunnot induce Rétschreck or ignite flasnmables.

_This power lasts until suntise or untit you terminate it.

ents other than fire,
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actually begin to penetrate yuit

; dust upon contact. The stake has ©
ntil the next dawn. or dusk.

irual to take effect. This ritual lasts u

ADVANCED REGO ELEMENTU

Summon Elemental

arLhis

wvil's Touch

iving her a mysticaily prepared penny

he ritual, you can paystically mark a morta

cial Traits Repugnant and Obnoxious until the next dawn.

Vake with Evening’s Freshoess

itially spreading ashes of burnt feat

¢hat should your shumber be interrupte

y penialties from acting during the day- Thist
o of sunlight, though.

velation of the Blood Lineage

an hour over a Cainite’s B

Youcans E CC . —
" | (11"(1 ;un)unon{lnd command any of the eraditional elementals
salamander (fire), undine {wat ) ) B
er) and gNOIMEe (ear(h) Y [ e
of the element : T, ' - You st be .
o l[ Ht appropeate o the t‘lemenm? you intend {0 summ(o :
Alemental will emerge ; i 5 e
Comen i ;1;1Lrgc from that location. 51:1;1111(}11';11g calls for five n',u
Sab10n Aang o (o ol irer I i . . .
o Jurs )ﬂfdl;( the prLndltum()f feom one to five Mental Traits deLl };'.m.
e power of the elementat ] el hon
A YOU SUFRTHON As '-1gé:n(:1"1l ul i
" ‘ CAsag rule, elementalst
six Mental and six Physicad Trai : ‘ . d] o S
ana s Vhiuli raits, though some mz Star
‘ . 3 § ¢ may have far more. The Stan
should decide what answers - . ar more., The St
decide what answers you based on the environment of the sumImo i
5 MO

{pfennig, sou, et} ar the conclu-
| so that she receives the

hers over your sleeping place, you tan
4 during the day, you will not
itual in no way protects from

(..)HCL Vou Ve > > ele : Yy by 1 T
& . 2 hd e bl_llﬂlﬂ()ﬂ(‘,.d ['hL Ll(i.ll](..l‘l[’ﬂ], OU IMEST ASSCrt COon (}2 OV
. R} ¢ 0 N ‘ i l T . - ) &
a 1 l .1 1EE ( you YOCIa raies dgams[ tEs E{.]g{.‘ I Taigs 1 - 1 ir
1Ippropnate f . ) ~ . e you lﬂC]H
;S} [(] prate o fu‘mg, [b(,. BE()IYI{:”LY mnay g’l‘ﬂ[\l' you l‘)()ﬂli.‘i I le:lif"i on 3]) i.‘\ (& '1d
Shy dyon - \ : | . P L ] : S syk
h )Ul ] Jwin, 11 '\lli C[i T O ({ l|yh)f Fu ,'ih{] l] s¢, if i )g_‘iSl.
. . LU SO Y(JU l()fL,l \VIH l b
D(JbSlb]y al ll(:kli\?a yoeu }.;(" [ ¥ i G118 7C8 aft (l : i
. men '115 W IH nor pu h ir spiri i k
: . { ' BN CII SPEEE ,ll'll 11\ C5 ¢ 1S
ik o 3y 3 foyu o f 7 7, ’ . .‘Sl\
\d lht,‘[ 1(,(]\’(, ane ildy arter hC‘ E\ﬁ\ [ b(’&’n Slll“lﬂ(]ﬂl,‘d ( B :

- OTHER PATHS

Despite T) . .
- I havumaturgy’s relative youth as a Discipline, there are many ot
aths — some ¢ sted and secret - s cat
paths fnL comlplc_t;d and SFCK‘.EC({ away by paranoid warlocks, others carghu
ansla rom other forms of blood sor ‘ oped. T

5 od sorcery, others still being devel '
ranslated from o het ofb , 5 ecing developed
1 is hidden and lost lore has kept many Teemere busy in their unlife

CHhAUMATURGIC RICUALS

While the paths : : '
of quick meg [] aths allow the cducated thaumaturge to call upon a diverse arm
P TYA o e e e Wb TN
to accom i_ia}‘i—c‘l powers, lii has been sugpeseed that there is a thavmaturgic it
¥ plish almost anything a Cainiv : ) i :
‘ : g a Cainite could desire. This versatility
N _ sire. This versatility come
price, though, as even the simplest e attlity com
s‘omg, . gh, as ({VLH the simplest ricual takes a quareer of an hour to perforen, a
E CAre TeDQ » - A G . 3 i
inuﬂ_&k ts (l)rtu to take years, Another drawhack is that these rituals may eall
ngredients that are rare, expensive, diffi ) o :
W?\ oo (; t UL‘r;Itﬁ expensive, difficule o obtain, and sometimes dangerod
Sontacts and Influence could suffice tc i i
- suffice to obtain some of these ingredi
some micht requice vreat off k E of these mgrec Le_:n_t
rhmm‘“ﬁr ‘ qmr; great effort on the part of the aspiring thaumaturge. Mo
< - ¢ are e F, . . g ' 2 id 3
aturgic rituals are located on p. 219, in rhe section on Gargoyle powe

BASI¢ ChAUMATURGIC RICUALS

Communicate with Sire

jood Trait, you can discover the

% gire, learning her name argd gaining an unHage of her visage. If you
ymie blood and win another Static Ritual Test, you can
You may repeat this process, journeying up the

sciying for

qpie scrying on the 82

k one more genesarion.
i the Static Chatlenge (or run out of night). At that

om the blood (including sustenance).

&'s lineage until you fai
“you can get nothing more fr
ning the Mask of Shadows

anslucent, smoky and the
isibility orsilence, this ritual does make

¢ one Trait up on any challenges
the primary senses.

1 can render yourself tr sounds you make become

i1t Though it does not confer true iV
et to detece by sight or sound. You ar
ing stealth or hiding as long as sight and hearing are
Pfincipal Focus of Vitae Infusion
, you can infuse your blood into a small object.
wthing between the size ofacoin andapothelmean he infused with a Blood Trait. Objects

ning blood in this fashion possess a reddish bue and feel slick to the touch. Later, by

hing the object andl issuing a mental command, you can draw the blood back out.

/6w can also craft this ritual so that another person can release the blood,

ded he is present when itis first infused. Since this ritual only works with the
ving toward the biood oath.

LTS bloed, anyone pastaking of it risks mo
Ward Versus Ghouls
By repeating a warding invocation while ritually inscribing a glyph onoan
st using a Blood Trait, you can make it so that any ghout touching the object
ured, Any ghoul that rouches the object suffers one level of lethal damage, in
Idition to any other damage that may be involved, should the object cause
afmage in and of itself. This damage occurs each turn the ghoul touches the abject
the warding effect lasts uniil dawn. . g
You can craft this ward €0 exclude
the casting and contribute a Blood Trait.

INCERMEDIATE CHAUMATURGIC RICUALS
‘Flesh of Fiery Touch
Yoiu can treat youtself so thatany whao touch you are burnt upon confact. You
ust spend an hous preparing @ siral] Tump of charcoal that you then ignite and

y. inwoking the power of your blood

RS B

You have
o, : r}:;‘:l:il: [:2 :f.:clﬁt‘tat‘e]f(\n‘ h:l.lf an .hour with some object that belonged 1@
conversation lasts & <1 (.I.xtcl conversation with her, wherever she may he. This
asts for 10 minutes or until you or your sire terminates it
Defense of the Sacred HBaven J o

TS

certain ghouls, provided they are present

By devoting if o
door ,13“,1 ‘-\’i11t(il—1g a Blood Trait and an hour to inscribe of mystic sigils over € h
s N ) A . N
' ow in a room, you can mystically prevent sunlight from entering
Deflection of Wooden Doom
By holding u tiny splinter 2
o ‘lggtllkt i:;‘, @ tuiw splinter of wood under your tongue, you can protect y{me"ﬁ;f
as 2 vy v rive : o . . :
ake being driven through your heart, The first stake to impale your heatt




swallow (takinga level of aggravated damage in the process). Unii

anyone who intentionally touches you receives an automatic fevel

damage. Brushing against you by accident or getting steuck by vand

this effect. T
Aside effect of this ricual is that your skin takes on a dark, ééppéfg;.h

to the tan of one who works in the sun, but subtly different,
Incorporeal Passage

You canrender yourself incorporeal by looking into a fragment ¢
chanting. Physical atracks and barriers do not affect you in‘any way. Y
move forward orstand in place while this ritual is in effect, though: You
ot back up. This ritual lasts for the scene, or until you tum aside of

Shaft of Belated Quiescence

You can prepare a stake with a simple elemental spiric so ehat it
vicious weapon against Cainites. When the stake strikes someone; th
off and begins working its way to the heart of the victim. It takes fou

perform this ricual, which calls for a seake (or SPEAr OF ATEOW, CEC.) O

rowan wood, coated in three Traits of the caster’s blood and blackened in
woaod fire.

stc

Once the stake is prepared, the first time it strikes a person to doat]
level of damage, the tip breaks off and begins wending its way to the Cair
Atthe middle of every scene (orhour) thereafer, the Storyreller perforing
Test against the victim. Should he lose, the splinter manages to inch clo
heart. When the splinter has accumulated as many successes as the vi
Physical Traits, the tip has reached his heart, and he is paralyzed. Should it
be a mortal or a ghoul, he dies. '

It is possible to try fo intercept the splinter by carving it out, bui the
will ry to evade these artempts. This attempt may be made once pérhou
attempt to intercept the splinter causes an unsoakable level of lethal damage ¢
target and calls for a Staric Mental Challenge {difficulty of seven Tra
person attempting to carve the tip out may bid up to three extra Tta
challenge. These Traits count as extra successes should she win the challéng
the person attempting to carve out the tip can accumulate as many succes
tip has achieved, she extracts the rip, and the enchantment fades.

This is also the only way to remove the splinter once it has reached thel
though attempts at that point are easier since the tip is no longer movin
challenge's difficulty is only three Traits at that point. '
Heart of Stone

You can harden your heart to stone, rendering yourself immune to stakiti
losing touch with your emotions. You must place a candle on your hare ches
atlow it to burn all the way down, inflicting one leve] of aggravared damage W
the extinguishing of the flame, your heart turns to stone, and you are iminy
staking (including from the Shaft of Belated Quiescence). At the same tinig,:
under the effects of this ritual, you lose all but one Conscience (or meictt'ml.)_.
and your opponents gain an automatic free retest on any Social Challenges &
those involving intimidation. Heart of Stone lasts until you dispel it. .

rersus Cainites . o
‘enehant an object so that it injures Cainites who touch it. Thist 1t.ual
V 1 AT H A i 1 1e> g
it to Ward Versus Ghouls, exceptic affects Cainites and requires
Bloé.)d.rffaits. You are immune to your own ward unless you specify

“the Blood Contract . 1
n craft a contract in your own blood that mystically bmd.s yoursei}f am‘
signatory to the letter of its conditions. It takes .th{fee mghl.% ar? 0.1‘1?
‘o write the contract and one more Blood Traitl f(.n‘ bc)tll.Sigxxrlﬁtl}tf,?.
'.:_ftgact issigned, should either party break ir, she w1.ll unmedlat'cly sur [Lr
ggfa\raied damage levels to fall into torpor — this damage cannot be
y way. . N
et ate only fwo ways of ferminacing the contract: by fulfilling the.rcim(b ‘(?lr
. Fuiening it. Both pasties ined tately know should the contrace he terminated.
cape to a True Friend . .
it burn a three-foot mystic circle on the floor rhat will tmnsp;)l iy{(uu
ighly trusted friend, or at least the closest thing you bave to (;n?. %t ta ‘ fr
anjght for three consecutive nights to create the circle, anc e.ac h _nfsg_ﬁ}\h,
dicate three Blood Traits to this ritaal. With the completion o ‘t e
o must dedicate the circle to a friend. Thereafter, you need but sl'qf)k .11\1{(:;
andspeak your friend’s name, and vouwiil be transporied near y.o'ur rieng
thiitya few minutes’ walk, out of sight. This ritual onby works to bring you ©
i fecl no il Lwill coward, and you must speak this friend’s name. Th'r'llli‘lll«lfui}gefi
attempt to use this ritval to reach an enctiy of do not use a n::al tTame f-m‘g
bves somewhere else (Storyteller’s discretion}. You may bring one n.thcr
Y{.)ur own weight in gear when youuse the circle. Furthermore, this circle
iséd indefinitely as long as it is not damaged.
fard Versus Spirits .
o can enchant an object so that it injures spirits whao touch it, whctbm“ 11‘{
tural world or the spirit world. This ritual is identical in effect to \‘(/c‘ml \{)msu\
except it affects elementals, nature spirits and the like. Ward Versus Spirits
salt rather than blood.
Yiere are similar Advanced rituals for protection against demons and
ection against ghoses. Ward Versus Crhosts uses crushed limestone fro'n? a
torie, and Ward Versus Demons requires holy water. None of these wagds can
tuned to accept certain spirits, demons or ghosts.

Cainite scholarship suggests that some creaturc other than Saulot, the balu}m
atedilivian, originally created the Salubri Discipline. ThGI"t.: are even apocty-
Lfragments of the Book of Nod detailing Saulot’s quest to find it
wleren is divided into two paths, ¢hat of the Warrior and that of the Hcalert .
Ugh it is passible to learn powers from both paths, it is not easy. When a
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RMEDIATE PATH OF THE HEALER

ing Touch
can channel the healing powers of your own vieae to others. You must
diéarea near the wound, which may require a Physical Challenge, should
tierit be unwilling. Expending one Blood Trait can eal each level of lethal
xpending two Blood Traits can heal each level of aggravated damage.
o nos heal entire wounds ina single turn, but you may spread the healing
low for the speed ar which you can use vitae. Similarly, you are not
ed to hial a patient completely, and you may, at a later time, continue work
e you have partially healed.

\inmpi‘re first studies Valeren, she must declare which path she Eﬁmn'd ;
Experience costs for learning powers on this path are normal. Experiens" : :
powers from the other path, however, are treated as if the power bej o
was one level higher. (Basic powers require the Expcriéncc Trais L““*il; &
dinte powers, and so on.) A Cainite’s knowledge of her secund:lr ; i’;r}“ I;nmf ~
t-xcecd. her understanding of her primary parh. The Satubri used tz] }f[tc ‘}'ma
Path of the Healer, bus with the coming of the Usurpers, many use {hf'“Y_-( ﬂ?h
bargaining chip with local Cainites, offering their abiliries ‘in elb 'i;(
protection, l 4 "

Although most Cainites believe the third eye is a part of the clan’s .
really aside effect of learning Valeren. The eye forms in rhe forehead (OF fh ; ug: i
uf\ho learns Gift of Sleep or Morphean Blow. Thereafter, it npu;s wl;zw* ',31
Cainite uses those or any higher Valeren powers, Vampires who-wi';h to 1(”_‘»‘ :
third eye while using their powers may do so, but they mast bid :m ’\(: )‘[ T
any challenges involving Valeren powers other than Sense‘ Life ‘1;1d LS" h, Dr .

Use Medicine for retests of Valeren. | e

PATH OF ThE BEALER
BASIC PATH OF THE BEALER

Sense Life

Gy gan crect a mystical barrier between those under your care and those who
s them, Erecting the barvier requires a full action and the expenditure
Witlpower Traits. This barrier extends around you at a range of 10 feet and
cswithyou. Those inside the barrier when you ercet it may come and goas they
gh; but those cugside must wait one tem and best you in a Mental Challenge to
£ OF course, if you trust them, you can relent and grant them the protection
battier as well. This barrier only stops people and what they caery, It provides

‘hé Ailing Spirit
You can bring the tranquility of your focus to the minds of those afflicted with
and the demons of madness. Spend 10 minutes in quict conversation with
tient, expend two Blood Traits and pesforma Sratic Mental Challenge with
fficulty of his Mental Traits — more complex minds are smore difficult ro cure.
suceess, you can remove one of your patient's derangements. For most
atures, this blessing is permanent, but Matkavians — and other practitioness of
mentation — can never be cured of their core derangement. For those unfortu-

life someone has within them. You must touch your patient and expend
number of Mental Traics to use this power. For one Trait, you .n‘m ; dctif]ﬁ
whether the patient is martal, ghoul, Cainite or sc.nncrh;ng el&;e( S’wa T
reveal how much damage he has suffered. Three Traits ;1.llc)wr f(:;] zto detef
hf.)w much blood is within the patient’s system. Four -Trai[s izwfo.rm you ofat
d,lscasc.s the patient carries. Each level of informarion includes all the infbrl
tion of the levels below ir. T :
You can also use Sense Life ro dingnose ailments and afflicrions disce-\.re.rl
Fhe source and nature of injuries and unnatural mentat stares. F,;.ch- pi.ccé.
information requires the expenditure of a Mentat Trait, for example 7 fcnming tli
awound was caused by a poisoned dagger would cost two Meneal Tr;i[‘s - the i
to identify the dagger, the second the poison. R o
. Ifyouknow Sense Death as well, you need spend one less Menzal Trait f()r.e
diagnosis, S
Gift of Sleep
.Wﬂh a touch, you can free a living being from pain and lead mortals intod
heating sleep. Freeing another from pain requires a touch and the expenditire of
a Blood Trait. Your patient feels no pain and experiences no \w;und penalties for
the next turn. If you also expend a Willpower Trait, the respite lra.qrs {61‘ tl‘;e scene.
This power works only on willing subjects. h o

es, the respite lasts but the scene.
You cannot cure your own derangements with this power.

ELDER PATH OF THE HEALER
_warding the Beast
Your empathic powers are so great that youcan draw the very soul of a Cainite
0 your own self for ministration, and though you cannot alleviate the Curse
tirely, you can heal the most damaging spiritual crauma.
This power works only on a willing patient, and you muost maintain cye contact
}iiié_}’l)ll draw her soul into yours. To draw the soul in, ake a Static Physical
allenge with a difficulty of two Traits per Road Traie that the patienr lies below
: {For exanple, if the patient has two Road Traies, the difficulty is eight Traits.)
hispower cannot help those whoare on the Rox dofSinorhave lostatl of their Road
Taits, While you have the soul in your care, you can expend permanent Wilipower
tstorestore Road Traies ona ane-for-one basis. You can restore up to the normal
- tun of five Traits: Should the soul wish o return to her body at any ;.mint, she
- ¥ initiate a Mental Challenge against you to fry 1o break free. Confining a soul

y Alternatively, you may place your patient into a deep, healing sieep, fre€ of
shtmares ¢ by T b - ST
nl.gh}tnm;’us and derangements. Though she can be wakened normally, the patiestd
; s - ot s . . - iy
will rest for etght hours if left undisturbed, and find her Ateribute Traits refreshes
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against her will is a vile act, and most Salubri will relent in this case: Shen]
decide to prevent her release, she may rry again once a night,

While you have possession of a soul, the soul’s original body is an elptysh
devoid of consciousness. This means that the body is immune o Mental and Sg;;
Diisciplines, bot it also means thar it is an appealing host for ghosts, Spir
demons. Unless possessed in this manner, the body follows your simple y
commands like an antomaton for as fong as you hotd its soul. Unless cotam
the body rests passively.

Should you fail to properly care for the hody of the soul in your care or at
to hold the soul longer than it wishes, you risk regressing on your road ——
Conscience/ Conviction Test (difficutry four Traits} to avoid losing the appropr
Trait. You cannot use Warding the Beast to restore your own Road Traits. <

PATH OF Th& WARRIOR
BA$IC PATH OF THE WARRIOR

Sense Death

You can trace the flow of death and derermine how closely and in'w
manner a person approaches that terminus, Inpractice, this power acts exactlylik
Sense Life, expending the same number of Mentai Traits for the same question:
it is the philosophical antithesis, for its practitioners trace cancer and we
rather than the bright pulses of life. As with Sense Life, those who know both po
pay ome less Mental Trait ro ask their questions. '

Morphean Blow _

You can send a mortal to sleep. Though this sleep is not as restful ast
granted by Gift of Sleep, you can use this power on an unwilling subject. Allyd
need to do is touch him (which may require a Physical Chatlenge) and expe
Blood Trait. The subject will fall into a deep slumber and will not awaken.
disturbed or a full eight hours have passed. -

INTERMEDIATE PATH OF ThHE WARRIOR
Burning Touch

Your understanding of the secrets of the body allow you to generate inte
pain with but a touch. Expend one Biood Traic and touch your opponent {wh
may require a Physical Challenge). While using this power, your eyes flicker Wit
a dull reddish glow. Though the pain may take on any flavor you wish, this pot
does no actual damage. Instead, the victim experiences penlties as if she we
the Wounded state for the next full turn. If she is already Wounded, she must defe
you ina Mental Challenge or be affected as if in the Incapacitated state for the nest
full turn.

When used in interrogation- and torture-related challenges, this power alloy
for one free retest per use. o

Armor of Caine’s Fury ;

You can use the power of your blood to create armor that protects you frof
phystcal harm and the rerror of battle. While wearing this armor, youappear 100
wreathed in @ hato that resembles crimson mail.

dedgrants youone

pYANgED PATH OF CTht. WARRIOR
éﬁgeance of Samiel

- blood calls back 1o the spirit of the might
gﬁii}g-yiﬁur attention and power into one supremel
our regular eyes open.

For the atrack, expend three Blood Traits and
ieal Traits added together for the atrack cha

of damage your atrack inflicts. Vengeance of Samie

apon. You may not use this

ELDER PATH OF THE WARRIOR

‘Fiery Agony

rish. Fxpend one Blood Trait and touch your opp
ticceed, the sufferer experiences penalties as i
apacitated for that duration.

he tate of one level per tarn. You must maintain

achilevel of damage inflicted in this fashion. If he st

VIQI$$ICUDE

version of God’s ability to create, wherein the

pe'{i& a Blood Trait and from one to five Mental Traits. Each Mc.ntai"l‘"rla-lt
additional health level of armor with no Negative Traits.
simore, for every Iwo Mental Traits expended (r.nund clownL the difficr?ft-i
Coitrage Tests to resist Rawschreck on the batti.eﬁc}.d decreases by one. fhie
4510 effect on Rotschreck from fire or sunlight,

o dévoted an entire turn to making an attack with your hands or
: attack toas a vehicle for another Discipline's power,

it wi : iscipiine as
s Dagon’s Call, but you may augment it with any other Discipline, such
Jins of the Beast, so long as that power does not generake anartac

wpend one additional Blood Trait per turn, A Cainite tnay ma

iest warrior of the Salubri,
y potent attack. Your third

pens, emittinga blood-red glare and guiding your hand such thatyou need not
1y - - z

use both your Mental and
Henge (including Bidding,

' ot use the ility to
bidding and tie resolution}. Your opponent may notuse the Dodge Ai;llity
i TRt aTs ™ afeve
Lor aretest. 1f the attack succeeds, you inflict two additional levels of whatever

I may be used only when you
hare hands or a melee

kinandof itself.

' X ine Touch’s pain pales in
it touch can deliver agony so potent that the Burning ouch’s pain pll]{_

Sarison, — iati Caind s g @ als may
mparison — pain so excruciating that Cainites may frenzy and mortals may

onent (which may require a

. . . . N . g I . X, If
Sical Challenge). You must then engage your victim ina Mental Challenge

f he were Wounded for the

1 of the scene. If he is already Wounded or becomes 50, he is considere

itinfli A he victim
You can make the pain sa intense that it inflicts lethal damage upon the victy

contact with the victim and
ke aSimple Test for
weceeds, he negates that Jevel

larage. Should the Cainite take more levels of damage than he has Wllip.miver
aits, he must make a Cowrage Test against a difficulty of your Mental Traits to
void Ratschreck. For Cainites, damage received fr
xt sunset. For mortals, this damage heals normally.

om this power vanishes with

L e
Of the vampiric Disciplines, only Vicissitude competes with Dementation fo

tling fear among Cainites, for as Dementation w s
shapes the bady, be it living or unliving. Christian scholars see in Vicisst :

arps the mind, Vicissitude

user futilely twises life to no
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5 1o0He oo e . e "
Li_l)?ut S ﬂ(._bh. In cases whete the victin may flee or resise, using this Discipliy
P byt Ty e s ) ; s
aPhysical Challenge. For martals, shouls ane Cainktes of higher generation,

t= &) K

f-lttcmpfs to improve the appearance of Nosferatu and other such cursed Bl
invariably vanish whenever the beawtified Cainite must heal b ls own t::;“ 1{)1
Use Crafts: Body Crafts for ceteses of Vicissitde. Crafts: Body Cry l.““‘f
Ab%lity available to Cainites who have learned as leus‘t.:\édll)ea{)?ﬂfi;'is :
Ability also covers less drastic alterations of the flesh, such as pice €_. o
and scarification. i s

BASIC VICIZSITUDE
MALLEABLE VISAGE

You car sculpe your own flesh either to imitate another form o.r t
yourself toward some personal aesthetic ideal, You must expend a Blo lﬁfm
physically mold your features into the form you desire. If you ;vi*;h (r)L 'd.m.
another’s appearance, you must win a Static Mental Challenge \vl;()se-((‘liffllp
the subject’s Social Traies. Yet even though this power may grant you y(.mr su
appedrance, you still operate with your own Social Tr:iss in z.my Clié[i

Alternative an gi ‘
! ternatively, you can give yourself a hideous countenance, raking on up tod
Repugnant Negative Trairs. '

CRANRSMOGRIFY ThE MORTAL ¢LAY

You can reshape the flesh and organs of any crearure you can touch stretchi
and sculptmg itas you will. By expending a Blood Trair and p[ying anuéméf’q it
you can perform alterations similar to the Mealleable Visage upon them. Adfilt
u}l[y,"l?fy reafr:anging tissuc and viscera, you can exchange one (and only ¢
Physical Trait for an extra Healthy health level or vice versa. '

INTERMEDIATE VICIFFITUDE
REND ThE 033€0US FRAME

Bone is now as malleable as flesh under your ministrations and ﬁm
cmr}picrely reshape any being, yourself included, into wharcvcf f(;rm yon:de:S
uddmg height, bone spurs and other fancies. You must expend a Bi#)dTl“ﬂil’ and e
your victin as you desire. I youdo so without simulsaneously exercising TT&].]S.I.I
?c Mortal (.ﬂay, each use causesone level of lethal damage. Usc:d in rl‘m'u' et

ransmogrify the Mortal Clay, vou can rebuild your victims as yoli wéli.

N Slvmuld you craft protruding bone spurs into someone’s form, he can use
to inflict lethal damage on unanmed ateacks. '

AWAREN THE ZULO 3hAPE

‘ You can adopt the raditional war-form of the Tzimisce voivodes the
c1ghr feet tall with a gray-green stime-exuding scaly carapace, fong black I,"&I'O'.ﬂé
spines protrading from the vertebra. This transformation I'C(;uircé t.h.ﬂ expenditd
of two Blood Traits and inflicts the Negative Socﬁial Traits fécs[ial,‘ Fm."ffl.’

pon you. In retuim, you gain the additional Physical Traits Brawny,
during, Ferocious, (uick and Stalwart. You inflice lethal damage in
coinbat and one extra level of damage in all unarmed attacks. You may
tiate Social Challenges for intimidation purposes, and all whoare unaceus-

eing such creatures must win a Courage Test or flee.

inay maintain the o form for as long as you desire.

 14g€NDANCY OF THE $ANGUINE HUMOUR

With a moment’s concentragion, you can ransform any limbs, or your entire
‘2 mass of vitae under your consrol. Fach limb {two arms, two legs and a
dforms into a single Blood Trait; yous torso eransforins inte your remaining
Traits. This blood can move under your control at the speed of a slow wallg,
ver objects and through cracks. Blood in this form can also do whatever your
i normaily do (sustain Cainites, create ghouls, etc.). It cannot be physicatly
but it can be hurt by fire o sunlight, i you have trunsformed entirely into
you can use mental Disciplines, provided they do not require eye contact.
hould a past of you that was transformed into blood be drunk or destroyed,
form that part by expending a Blood Trait. Similarly, should such Bleod
[ you, you can reform it into the part it was before. Should you reform the
ve regaining the blood in question, the blood becomes inert. Should all of
pank or destroyed while in this form, you meet Finat Death.

€R VIISSITUDE
BIROPTERAN MARAUDER

Lol can rransform inte a horror even maore terrifying than the zudo. The
iteran Marauder is an enogmous bipedal bat with veined, leathery wings and
enormous, fanged maw. Assuming the Chiropteran Maruuder form requires three
Traits. This form offers all of the features and drawbacks of the zule form, but
slight at the speed of a sprint, inflicts two extra fevels of damage in vnarmed

ks and allows an automatic retest in any hearing-based challenges.

RGOYLES

rgoyles have supernatural powers quite anlike other Cainites because they

3|

vesare quite unlike other Cainites. In fact, it has been posited that they are more
L constructs than the cursed Children of Caine. Rather than acquiring Disciplines
_1‘[;11\(1 learning from other vampires, they derive their powers from the arcane
tion of their blood and special tiruals performed by their Tremere nrasters.
turally, the powers granted to Gargoyles are well suited to the purposes for
ch'the Warlocks have brewed them, particularly in their hattle against the
sce, As is appropriate to their servile lot in unlife, Gargoyle powers are built
around Physical Traits and aecasionaily perception, for their role as
atchdogs, Whereas most Disciplines do not leave physical traces upon those who
Cice them, Gargoyles are wsually physically altercd by their powers.

R R
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€IGRTENED $ENIES

ot senses are keener than any mortal’s. T
Jeightened Senses (p- 1 57).
ORROR
Yo a;ﬁpca rance is so frightful that mortals and Cainires alike are dsiven back
srrarunless you conceal it. No person with less than five Willpower Traiis can
approach you. Those with six or more Willpower Traits must make a Stavic

PURCHAZING GARGOYLE POUIERZ
. In addition to their clan Disciplines — Flight, Fortitude énd'.P' ;
(_ralrg(:)yles may possess or grow certain other special-ch:zmcmristicq Th [-J d)
r‘cnsncs are purchased as Disciplines, but do not allow for a progré%iﬁ eSSl"Tb
simply changes in the body of the Gargoyle. In time, thisset of aZ)w\-:r.‘. l?:li .
the Discipline of Visceratika, but that is a different cent'ury.. pome b_L‘—

ais power functions as the Auspex

Use Survival for retests of all Gargoyle powers except Fortitude and Flfgh

GARGOYLE POWER COITE age- Test (difficuley three Traits) to approach. Should someone possess the
ower Discipline Cost  Free TraitCost Experience Trait Cog igeto appf()r,\{,b you, the Horror of your appearance does not trouble her for the
Erwbrace 3 5 9 . ainder of the night.
E:xtra Arms 2 4 6 HUGE $1ZE
Foulness i 3 You are a behemoth, standing over 10 feet tall. You gain three Bruised health
" _ 3 : b 8
Gargoyle Rituals sand a free rerest on any intimidation-based challenges, but you must bid two
(Basic) 1 3 3 Traits any time you attempt to dodge.
Gargoyle Rituals
(Intermediate) i :
Gargoyle Ritaal 4 6 You possess long, sharp, noneretractable claws on each of your extremities.
(Advanced) 3 hese claws inflice aggravared damage and offer the Bonus Trait Sharp in combat
o . 5 9 smbing challenges.
Heightened Senses 2 4 6 ..G..RRIHYlQG VISAGE
Horror 3 A
- 5
Huge Size 7 4 E: “Your counrenance is so terrifying that all who look upon you quail in shock.
. ) J : Ve ~ri : ) Y1 e oy o ¢
Talons or Claws 5 ) . 5 powe functions as the Presence power Dread Gaze {p. 191).
Iy 5 L
Terrifying Visage 1 3 ; HIGHT
All Gargoyles — save those created without them intentionally — possess

and strong enongh 10 allow you limited
your wings continue (o grow. This
¢h no other clan can use it, you

idimentary wings, but yours ate larger
ight. As you improve your proficiency at Fligh,
ower can be developed like a Discipline, but, thou
pay Experience Traits as if it were an out-of-clan Discipline.

ase the speed of Flight, though it may be used
¢ in one turn when you need a

GARGOYLE POWERS
CIMBRACE

Unlike . o .
. ?hke most Qargoyles, you cansire childer. Your childe experiences the sam
stress o v, - . ;. : ’ 1

! essofany other Gargoyle at creation and is one generation higher than you. Thi
power may be taken only ar characrer creation. i

Tl ou poa{scs:s two additional arms, jutting out just below your regular arms
hese arms do everything your regelar arms do and grant you a free retest in '

challenges involving unarmed and melee combat,
ROULNEES
- d?t:t:f;i l(tlr;:)llsa?i.lh}uc so vile that everyone within five feet of you .I‘i’l.l.l.s_t.-.
ach challenge they enter. :
GARGOYLE RICUALS

| Y{oulhave bcc:} thesubject of one of the Gargoyle rituals listed on p. 219, You ta
have the henefic of mulriple rituals, but each must be purchased separately. Addition

 Celerity canmot be used to incre
0 perform more complex maneuvers or get airborn
mning rake-off,
Use Flying for retests of Flight. Flyingis a special Ability that is only available
or other creatures that possess

Jargoyles who have leared at least Gilide

tioning wings.

To indicate that you ave flying,

too tiring, speak with yous Storyte

 BASI¢ FLIGHT
Glide

Though you cannot actually gain al

hold your arms straight cue at the side. 1f this
ller about adopting a different protocol.

titude, you can control your fall, and if you

an lacate an updraft, you can maintain level flight. Since you can manage o more
than 15 miles per hour, you arc at the merey of strong winds. You can carty oty
othes and personal effects, but you need never worry about taking demage from

falling,

wnmwmwmmm;m.wfM‘mzrm:m\xmmmmmun\wﬂmm\mmmmmm
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You are no longer limited to leaping from parapets to get airborne, Wig

Futfing start — one action’s worth — you can take to the air from the ground: ¥

can carry 20 pounds or so, and fly at 30 miles per hour. Strong or magicall
controlled winds and complex maneuvers may call for a Static Physicat Challeng

INCERMEDIATE FLIGHT

Swoop

You can tiow take off without a ranning start if you are carrying nothing or fro
running staet carrying up to 50 pounds. Your maximum speed is now 45 miles per}
Stiongor magically controlled winds and complex maneuvers may call fora Static Physj
Challenge. Youcan declare Fair Fscape whenever youare ourdoorsor nearan open windo

Soar B

You can take off while carrying 5¢ pounds or from a ran with up ro 100 pounds
Your maximum speed is 60 miles per hour, '

ADVANCED FLIGHT
Flight of the Eagle :
You can take off vertically while carrying up to 200 pounds —enough to u ;
mast Cainites, or prey. Only the most porent storms can affect you, and you fly.a
75 miles per hour. o

E€LDER RLIGHT
One with the Wind
You can take off while carrying up o 500 pounds. You fly at 90 miles per hou
and barely notice the weather. Anyone atterapting to hit you while you are flyin
must bid an additional Physical Trait. :

FEIGHT MANEUVERS

There are certain combat mancuvers that flight allows, including the following

Pounce .

You leap a great distance onto your prey, using your wings to guide and po
your flight. In areas with enough rcom for you to spread your wings, you can’lé
six feet per level of Flight you possess, reaching an opponent who would other
be oue of your reach.

Plunge

You swoop down from the sky, adding your flying momentum to aserike up
an opponent and then flying out of his reach before he can attack. You cannot us
this maneuver indoors {unless you are inside a cathedral or some simibarly Jarg
space) or against targets who are under cover, '

To Phunge, you must hid an extra Physical Trait — or two extra T‘rﬂits'i_f you
target tsactively trying to evade you—and perform your normal attack. Ifyoud
your attack inflicts one additional level of damage. =

Cainites with. Celerity may attack you hefore you fly off again: once fo
Intermediate Celerity, twice for Advanced Celerity or better. Because of the spe
of this attack, vampires do not gain the preemprive advantage of Alacrity- Youmt
know Fly or better to perform a Plimge.

Dive

Youi swoop down from the sky and ram into your target, crushing them with
Cia'.{guyle body. You cannot use this maneuves indoors (unless you are inside
athc( £t or some similatly large space} or against targets who are under cover.
T Dive, you must bid an extra Physical Trait —— or two extra Traits if your
i is actively trying to evade you— and pesform your normal attack, I you win,
artack inflicts three levels of bashing damage - or four levels if you know
Jisht of the Eagle. However, since you are using your hody as a weapon, you also
i level of bashing damage unless you possess at leass Basic Foriitude o5 have
et 'p_roitcctc‘d by the ritual Trarsform the Skin to Stone. Because of the speed of this
track, vampires do not gain the preemptive advanrage of Alacrity. You must know
st better to perform a Dive. You cannot use melee weapons with this ateack.
\frer this attack, youare on the ground antil you eake off again. Hyou succeed
artack, your target is knocked to the ground and must bid two extra Physical

tson his next action if he wants to get upright.

RGOYLE CHAUMATURGIC RICUALS

he Tremere have developed various rituals 1o strengthen their Gargoyle

sants. The Tremere employ these rituals fo fictheir needs, not the whims of their
ines, and there is almost always a price associated with having a ritual cast on

whether it’s being assigned more strenuous working conlitions or being sent
A dangerous mission.

Most of these rituals’ effects are permanent, but they are hased upon the
ieal process that creates Gargoyles, so they cannot e used on other creatures,

racters who stat the gare with one or more of them in place, shoutd buy them
diditional Disciplines.

Tntermediate rituals can only be used on Gargoyles of 11th generation or lower,
vanced rituals can only be used on Gargoyles of eighth generation or fower.

BASIC GRRGOYLE RICUALS
Feather-Stone
Sometimes Gargoyles may be called npon to land on weak or fragile places,
1 can be troublesome if the new perch collapses ander their weight. This
s which involves the coaring of a chunk of lighsweight seone, such as purmice
tale, with one Blood Trait and then crushing it in the Gargoyle's jaws, allows a
foyle to reduce her weight to one quarter without reducing her Physical Traits.
additional benefit of this effect is that this weight can now be added to her
Tyinig capacity while flying.
G activate the effects of this ritual, you must expend a Blood Trait. Your
bt will be reduced for one scene.
Know the Unnatural Beast
As Gargoyles must ofeen work against Gangrel, Nosferatu and Tzimisce, alt of
ch can become animals, the Tremere have created this ricual to gife its subjects
the ahility to recognize supernatural creatures in the guise of animals.
housgh this ritual is faiely simple, it calls for blood from a natural animal as well
i vampires of she three sforementioned clans.




ts. The Tremere must prepare a clay mask molded from the Gargoyle's
¢, infuse it with her own blood, bake it over night and shatter it exactly at
{the mask is damaged before the shattering, the ritual is rained and must
it (]E_ig,;li:} on the next night.

Hce tl{is ritual is cast upon you, you can expend a Blood Trait and meld with
earth. Other than the ability to meld with stone, this power funceions like
inthe Earth,

YANGED GARGOYLE RICUALS

ransform the Skin to Stone

“The Tremere know that it never hurts 1o have soldiers who are unhurt by
al:weapons. This ritual hardens the already-tough Gargoyle skin to a rocky
stency, protecting the subject from physical damage. This rite requires 10
- 4 Traits taken from three different Gangrel, none of who may share a sire,
rewed over three days in an enchanted cauldron. At the end, the subject must

he near-hoiling mass in under a4 minute.

Yot skin hardens into one additional health level of armor with no Negative
Addirionally, you suffer only haif damage from fire. The negative side to this
tis that you Jose some sensitivity to your ¢kin and raust bid an additional Traiton
challenges that involve the sense of touch. It provides no protection from. sunlight.

Once this ricual is case upon you, you can astempe to determine if an
is 2 natural animat or under some mystical influence. Doing so calls for's.
Mental Test against the level of the power being used: one for Basic powéf
for Intermediate powers and five for Advanced or higher powers. Add 't.w
to the difficulty if the animal has a natural body but a supernarural mind; 46
another two Traits to the difficulry if the supernagural creature is nm‘.e.a ,()amt

Skin of the Chameleon o 1

ltisoftendesirable for guardian Gargoyles to be able to camonflage thiems
as a part of the building that they ate set to guard. This ritual calls for éxp
rare pigments mixed with a Blood Trait from a Tremere to be painted upo
Gargoyle over the course of half an hour. Since the Gargoyle must be perfect
for this ritual, some Tremere simply stake them to ensure they are not distur

_ You 1_1ee(§ only stand still against a wall for three turns for it to activa
active, this power works fHke Cloak of Shadows: You can use the crossed arms
until you move. &

NTERMEDIATE GARGOYLE RITUALS

. Defender of the Haven

Heart of Granite

s it is good to have soldiers that are as impetvious &8 possible, the Tremere
developed a method for using the Heart of Stone ritual on Gargoyles. Since
art must be removed from the Gargoyle’s body for this ritual, i€ is remarkably
asant for its subjects. Otherwise, it functions exactly like the Heart of Stone
his ritual only works on Gargoyles of the Seventh Generation or fower.

hour preparing a glyph-laden brick that the Gargoyle then ritually destroys
his hands. i

Once this is cast npon you, you can attune yourself to any building. Do
takes one night and requires you to win a Simple Test. Once you are attung
building, whenever you are in physical contact with it, you can spend a W
Trait to determine who is inside and where they are for one scene. You can
as many people as you have Mental Traits, and can even use your senses 3
Obfuscate as if you had Intermediate Auspex, but these powers only work w |
building vou are attuned to. o

Rite of Sorcerous Shield

Tremere often need their servants to do baetle against other sorcerers
ritual allows a Tremere to protece a Gargoyke from other forms of blood sor of
even mortal sorcery, until the next new moon. For this rite, the Warlock 117
mystical energy roasilver tore that he then places around the neck of the Gargor
A Tremere can only protect a single Gargoyle at a time using this ritual, at ;
the ritual wears off, the tore dissolves into an acrid mist. . '

= sift of the Immobite Form
Artemarkable triumph of Tremere knowledge
- Uargoyles to temporarily circumvent the Curse of Caine and stay out in the
isht as long as they do not move. The Tremere must inscribe a perfect circle
l.ﬁ(i(_i on the crown of the head of the Gargoyle and invoke the power of the skies.
erward, the Garpoyle must stand perfectly stillin the sunlight for a full hour, in
ice of Rotschreck, 1o bind the vitae into him.
The Tremere must spend a Willpower Trait and a Blood Trait, along with
ak ng:the usual Witlpower Challenge to invoke this rirual. Unfortunately, it's
IWays evident when this part of the ritual has failed, until the Gargoyle
btsto stand in the sunlight. Then the failures are usually spectacular.
anding perfectly stifl for a minute requiresa Physical Challenge (retest with
). Afrer thar, Willpower Challenges are needed, especially for standing
Lor long periods of time. Once the Gargoyle succeeds in standing out for an
1 hie may thereafter stand in the sun and suffer neither damage nor Rotschreek
ong as he keeps still. Should he move and suffer damage from sunlight, he
. s Lomes vulnerable 10 Rotschreck again. If Fortitude allows him 1o endure the
At times, Gargoyles are sent more than a night's journey from U i e, he may make a Physical Challenge to resume standing still. If be suffers
Inasmuch as their appearance precludes seeking “shelter among Mo any sunlight damage, he may not use the blessing of chis ricual until the

oo ave develomed ghic 1 . ollo ) . ; : :
Tremere have developed ehis ritual 1o grant Gargoyles a method for weathering Il ing day. The ritual's effects are considered permanent.

or hubris— this ritual allows

While this ritual is in effect, you receive an automatic retest agains al
of keldunic sorcery, Assamite and Setite blood sorcery, mortal magic and s
Lt does not protect you in any way from the secondary effects of magic, thouight
might be protected from a sorcerous lightning strike, but you are pot protec '
the fire a sorcerous lightning strike may cause. :

Infusion of Earth

el — e
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(parter Five:
Rutes, Jyscems
anp Drama

Rules are an integral parc of any game, as they de
characters can and cannot do. Rules are necessary only tago
outcome of a confrontation, though, when one does oceur, The
focus of this game is to tell a good story — the rules just facili
focus. They give you a framework to make sure that everydﬂé i
fairly. The Storyteller and Narrators are responsible for makitg
decisions in regards to disputes over the rules. :

ChALLENGES

From time to time, two or maore players will engage in 4
cannot be resolved threugh roleplaying alone. This sort of £
catled a chailenge, and the systems detailed in this chapter:sh
quick and efficient resolution of such conflicts. In most cases, 8N
does not even need to be present when a challenge is played.

Roleplaying does not necessarily have to end when a¢hal
hegins. In fact, roleplaying becomes more important than ever
intend to enjoy a confrontation and aveid out-of-game disputes
enced players can integrate a challenge into their roleplaying sosea
that cussiders don't even know that anything unosual is going 0

Inorder for this system to work, players need towork togett
have to educate each ather on the rules and agree what Traitscan
in a challenge. Compromise and cooperation are the bywords

game. Argutnents over whether or not a Frait is appropriate wie
the momentwn and the mood of the pame.

U3ING TRAITS

Before you can begin to leamn how challenges work, you
understand what definesa chavacter's capabilities. Bach churacteri .
with a number of adjectives that describe and define that jefso

their Attribute Traits 1o declare challenges agd
tagainst static forces represented by a Narrator Oreas

f i & ibute Traits against
; ins with a player bidding one of her Areribute Tre o
g b e e “ hat the victory conditions of
b AL the same rime, she must declare what the vict : fons of
ent. same ¢ o ) srsuading som
tn i are, such as firing an arrow, diving for cover ot pu;uacl I meont
Enge are, | : e ading someos
.%int o’f view. The other player must then decide how “T- ars ol
. : ) i |
b can i elent immediately (see below) or bid ene afhisown Tre
He can either relent immedia

. = g v 5
.piaycrs bid Traits against one am')t:her, they 11‘\;1‘2" onl:le :jdtli{ﬁ;v:; ll":::lry
Jid sensibly be applied to that situation. A playu;aﬁ ;,St S
Saaits from the same category his opponent. used. \ o\A[tr.itmtc oo e
i s Physical, Social or Mental Challenges, as pﬁ:r ¢ 1(; ‘ S(m_le cona
1l Teaits wsed in & challenge must come flt.)m. t\a{c 1,‘ e e o
s are noted when they arise i these rules. Experlcnc‘u -p ayer
or more creative leeway, bur only by mutual agreement.

‘  olaver may choose to admit
i fore an actual test is performed, 8 player may
iy time betore an actual test is [ Aty e ey
‘hatacters who relent lose the challenge automaricaly, But < et
nif they bid one before relenting. Relenting to challengesalso t h(:s e
ok Paper-Scissors matches do-
ong more smoothly than exrended Rock-Papes Scissors ma

1 : ¢ AR 4
nee borh parsies involved ina chaltenge have bid ;1T1{;1| il 11[1;2 (::,lg: zil‘.nj) :
mediately. The test itself is not what you mz.w lr m\\ ; -B,Off e

but the players use no cards or dice. The rwu‘p‘ {llir:mi (‘ul,m)mc.m i
b_? playing Rock-Paper-Scissors. The t.est works 1 Li mmduccs b
ou turn over your cards and declare 2 winnes, The test p e

. = ieor o the result is a tie.
{Ele cutcomes — either one player is the victor or the re ;

. . : - rsese the local prince
ample: Miguel, a Toreador musician, is atempting o nn[)msI t.ht ;uCTL i
. i} ) . o a - v( o
atest compuosition. The Brujich prince, however, Is known for bl_l? ¢ Trait that
30 SO . 'y . 1 Te
fill at arms. Luckily, Miguel's piece 13 martial in nature. }Hef ids a T o
_ 5. L , ; . isic
il _ T Tremathetic natire of my mu
il will tug at the Brujak's emotions (T 'he Empd(hn‘t‘ e Lt imdatin
~ou of my strength.”), and the Brujah responds in kin et both
* " , O SL— G
nor must surely weaken your perfornance. ). The twe P%Tf “_{S o osolue the i
b dﬁ?r atie. Now they have to declare thei total number of TS T hat he has
T et so he bids all mine Traits that e 1
knows that this encounter 15 important, ! P on the challenge an 1 the
- . . . e meerently . 5o he loses
We. The prince has only eight Traits CLTIENIEY, f (_J o mthem is worthy of his
dating Trait that he bid, and agrees that Miguel's stiv ;ng (th’ [m'n;‘e would have
) - of Traits, tnen tic
¥ the ravo had called the same amber of Traits, t

ned unimpressed, although both lose their bid Traits.

€3

" -
the case of a tic, the players must then reveal the numbulofTaigi\fti:i;z
iy have available in the Attribute category from which (ellgll} ,1 . }j(;te that
ver with the most Traits wins the test, and thus the cht‘) (,Jm:':;ied for any
nber of Traits you've Lost in prior clmllcng@, or lost or L\).\Iltﬁl.lim i-ﬂ o
eason, reduces the maximum number of Traits that you can ¢l



Rock-Parer-Scissors

What we mean by Rock-Paper-Scissors is the tollowing: You ap.
another person face off and, on the count of three, you show one of thye
hand gestures. “Rock” is a basic fist. “Paper” is just a flat hand. Sticking.

* your middle and index fingers represents “Scissors.” You then compare thy:
two gestures to determine the winner. Rock crushes Scissors. Scissors curs
Paper. Paper covers Rock. Identical sighs indicate a tie. Certain powers
allow some characrers’to use gestures:other than these three.

A fourth gesture, the Bomb; is allowed due to a character usine
certain supernatural powers. The Bomb is shown by a closed fise with
upright thumb (the “fuse”). The Bomb beats Rock and Paper, but i
defeared by Scissors (which cuts the'fuse). Before players can use this

- gesture in a test, however, they must declare thar they have the option.
and explain what the Bomb i, anid how it is used. Experienced players
may forgo need for the explanation as long as all involved agree.

Hil

You may lie about the muml

declari

» the actual nu
lenger is alwa
same numbe

BONUS CRAICS AND TRAIT PENALTIES

C I specializations and special
You may add these extra Traits
tie involving that weapon ar spe
alties (fromd
it total thart is

difficulty of the challenge.

UP TRAITE ARD DOUIN TRAITS

In some circumstances, a character is said t

theplay quiredtobi

Example: Corwin, under at

i any challenges

sratiating manner should «
“raits in ovder 1o indtiate his

¥ 1o his toral for the

recuired to bid multiple Traics

on, they can count et for the purposes of that total. They C:_.{l?
in defense challenge, but never to initiate one. These Traits
clse to bid extra Traits when challenging you.

yme a victim of diablerie. His

ning that although
ical Traits, he con stll bi of his “up” Traits
Trait bids if need be), and has at

say, a punch versy
.t the atracker des

it the rules or the condit
ind a Nareator o make a judgment. Try to remain in
e a Narrator. Any interruption in the progr
bie, so work problems out with oth
g slication of a certain rule

srevious chatlenge — you can’t prote
nd 58 , then drop your ar
es supernatural powers
allenges untess they specify otherwise — a charact
tempting one Soulsight after another until he finally s
ive-minute time limit statts.

an become more complicated i a number of ways. The
sputes, bt the following sect




Animalt”) while the snarling Gangrel steps back, trying to gain distance ("I'mfar

ﬁﬁblé for your fumbling paws to veachme.”) They perform a test, and Taylor wins.

er; Baker is an experienced pit-fighter {“My skill gives me wictory in this 3r:m:l. ),
He calls for avetest. Taylor states: “You are not the only one skilled in Brawling,” and
= s the retest attempt. Taylor dances out of the veach of the fuming Brugjeh.

i desperation, Baker dives forward, attemfting a tackle (“My Stalware arms will
féﬁ% I the fisht out of you,”) . Taylor tries to vesist with o classic move { *Pardon my B.mtal
- e toyour groin, ") and they perform another challenge. Baker loses end immedlallel}'

i retest (1l outlast you in any Brawl.”) Taylor has run out of Brawl T’rmrs,

cannot block. They test again and Baker is successful. Taylor squirms in Baker's

v o aveil, and groans as his vibs ereak painfully. :

QVERBIDDING
: werbidding is the system by which powerful elders may prevail in a chal-
¢, even if they lose the initial test. Janos the elder with 13 Mental Traits should
hie to outwit Darian the neonate who has only three. This system is designed
¢ that possible.
Once a test has been made, the loser has the option of calling foran “overbid.”
arder tocall an overbid, you must risk a new Trait, as the original one has already
wlost. The other player, as the current winner of the challenge, does not need
Sicd i Trait. At this point, the two players must reveal the number of applicable
ts they currently possess in the appropriate category, starting with the player
.'_c;ﬂlcd for che overbid. If that player calls double (or more) the number of
his opponent has in that category, he may attempt another test, which isnot
sbicct co further retests. As in a tie, cither player may state a number of Traits fess
aft-the actual number they have in order to keep their true power secret.
thidding can be dangerous unless you are confident in your estimation of your
fonent's abilities. You can calf for only one overbid in a given challenge.
Example: Pietro is attempting to seduce mortal prey. He begins with his lools
Sﬁﬂ’b‘ youe swould prefer to be seen with a Gorgeous man on your anm this evening?”)
tshe vesists (“One as Elegant as myself needs no man to support her.”}. T hey test,
id the movtal awins, bt Pierro is determined to feed. Gambling that his social aptitude
sSuperior to the mortal's  he bids an additional Trait, relyingnow o his personality (“But
e C'_ts:.Magnctic as | ean only be o bonus to such a strong woman!”) and calls for an
erbid. The mortal, as the defender, does not need to visk an additional Trait. Pietro
@notnces all 12 of his current Sociel Traits (huving lost one in the initial test) , while the
tal meekly notes her five. They testagain, and this time Pietro is victorious. Themortal
5 her Elepant Trait due to having lost the overall chadllenge, and Pietro has lost his
otpéous Trait eartier in the challenge. He has won the challenge, however, as well as
botential ate supper.

CATI] (BALLENGES

Sometimes characters have to undergo challenges against a Narsator rather
another character. For example, a scholar may need to make a Static Mental
'lenge wish the Occult Ability to dig up an obscure bit of lore in a vast library.
1such circumstances, the player bids an appropriate Trait and performsa testwith

NEGATIVE TRAICS R
Many characters have Negative Traits that an opponent can use

During the initial bid of any challenge, after each player has bid one Trait but

test is thrown, a player can call our 2 Negative Trair that he believes his

Trait in order to continue the challenge (although the player who guessed the N
Trait does not have to increase his own bid). If the player does nar possess ihie Neégs
Trait his opponent cafled ow, his opponent must himself risk an addifional Tra
maycalfout as many Negative Traits as youwish during the initial bid phasé of
as long as you can pay the price for being wrong, You should also have a valid
reason to list an opponent’s Negative Traits in the fist place. Itis lame to it}
list of possible Negative Traits rendomly just eo see which puesses stick. -

If you figure out more of your opponens’s Negative Traits in a challenge
he has regular Traits to cover, then he loses the challenge automaticatly, The
works in reverse, however, if you do not have addirional Traits remaining
incorrect guesses. i

his initial bid (“I make @ Ferocious attack with my clows!”) while Ansputh ait, mp
dodge (“My Lithe frame is elscwhere than in your grasp.”) . Kharkas then suggests
Anstruth possesses the Negative Trait Clumsy (“All those howrs behind a desk hd{_ié
little to hone your veflexes, oh Clumsy ene.”) If Anstruth did indeed have Clumsy.

Kharkas — having underestimated his prey — is the one who must bid an extra T’
he wishes to continue to maul his enenvy. ' '

It can be risky to bid Negarive Traits, but if you’re sure about what yoi
doing, you can raise the stakes for your opponent, possibly to the point ¥
relents rather than risking additional Traits, Any Traits bid, whether initi 1
due to Negative Trait calls, are lost if the player loses the challenge.

RETESTS
Cerrain Traits allow a character to retest a challenge he hus lost, A'rate
allows a player to ignore the results of the first rest (including the loss of Trait§
test again for a new result. Multiple retests are possible on a single chatleng
each retest must come from a different source — Abilities, Willpower, M___er__. :
supernatural powers. A character who is trying to strike someone with a swpf.d m
retest his Physical Challenge once using a level of Melee, but he may not:ga
another retest using the Melee Ability on the same challenge, even i h? b
multiple levels of the Ability. He may, however, use a retest from the Luck’_}’ Meri!

A character who is capable of matching the conditions of the etest '
“block™ an opponent’s retest. For example, if a player uses Brawl to retest 8 fai
Physical Challenge to punch his foe, his foe may expend a level of Dodge tO !
the retest and force the attacker to accept the results of the original test-
exception o this rule is Willpower. o

Example: Baker, a Brujah, is attempring to wrestle Taylor, « ('}ang‘r:d;___w
submission hold. The rebel tries to bear-hug his opponent { “Thereis no escape from it

i
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5 \\.fith overbidding, you may declare fewer Traits than you possess if you

Hfir'lcters with equal Trait numbers perfora their actions simulrancously —
A% ) - . -

mply choose one to act first for resolution purposes.

Sometimes Narrators leave notes on objects, such as books, doors of mag
items thar indicate the type of challenges that must be won to achieve o spec
effect with that object (such as deciphering the tome or breaking down the dos

Before the test, the Narrator decides on the difficulty of the rask in tor
a number of Traits that will need to be heaten in the case of a tie. In the ﬂbsje
of extenuating circumstances, a difficulty of six Traits is typical, and is a gg
starting point from which Nartators can extrapolate the final dif ficulty 1akipg.
account the modifiers they know of. :

Atrator can si
imetimes a character with a high number of Traies will attack a character
H wer Traits, who will then decide to strike back, Tn this case, the character
: 5,

wer Traits resolves his action in the same challenge as the faster character,

sing his action for the tum.
This rule can occasionally cause us much confusion as ie’s trying to sobve, and
hie Narrator may choose to apply it only when there is a debate aor other critical

adto establish who's going first.

Thetest proceedsaswith anormal challenge, and Ability rerests and overbidsy
be called as usual. The Narrator may also opt to overbid using the difficuley of ¢
chaltenge, which should represent the difficulty and danger inherent in the challen;

SIMPLE TEITY

Simple Tests determine whether you can do something successfully when
face no real oppositiors. Simple Tests are often used when using Disciplines, Mg
Simple Tests do not require you to bid Traits, though some may. _

When a Simple Test is called, a test (Rock-Paper-Scissors) is performed sgair
a Narrator. [n most cases, the player succeeds on a win or a tie, although it inight
necessary for an outright win to give the player a successfol outcome in some cage

ORDER OF CHALLENGES

Typicalty, all challenges activate simultaneously in a turn. If you absolitely
must have an order of precedence, the simplest method is for a Nareator to picka
character at random and then proceed clockwise around the group, arbi
each successful challenge.

(HALLENGE $PEEDS (OPTICNAL RULE)

This rule works only if you trust your players not to misuse the informatio
revealed from Trait totals for speed in the subsequent challenges of cach rura

THE ¢HALLENGE geQuenge
Challenger declares his action and bids a Trait. Defender
cither relents, or declares her response and bids a Trait

Players resolve the challenge using Rock-Paper-Scissors.
Compare Traits to resolve ties.
Resolve any retests drawn {rom Abilities, Merits, Willpower or

supernatural powers

The character currently inthe losing position loses the Trait(s)
they initially bid {in the case of a draw, both lose their bid
Traits)

The loser of the test can attempt o overbid, depending on the
characrers' relative Traits

esolution  Derermine the resuls of the challenge

Che MOoB ggene

1t a fact of life that a Targe group of characters will decide to mix it up sooner
rlarer. Group challenges can seem intim idating even ro experienced Narrators and
stytellers. These rutes are designed to streamline the resolution process, rather
ani letting the situation devolve into endless matches of Rock-Paper-Scissors.

Since multiple challenges can occur simultancously during any given fig
the Narrator oceasionally needs some means of determining who acts first and W
acts last, Bach person involved in a given turn should check the current numnd
of Traits that are appropriate to the action he wishes to attempt, Whoever has th
highest number of appropriate Traits gets to go fiest. A character pu‘nc_i_l_mg
someone would count his Physical Traits, while a character using Demeniatio
would count her Social Traits. :

First of all. find oue whe is challenging whom. The casiest way to do this s to
~First ,find ¢

Gt to three and have everyone peint to the person they wish to target that turn,
frioone is being chatlenged by more than ene person, then the challenges can be

e

Bonus Traits from weapons and any applicable penalties are not counted i
this total, just the Traits in the characrer’s Attribute category. Bonus Traits fro
Merirs, blood, Disciplines and specializations may be permirted ar the discretio
of the Narrator. Adjustments may need to be made in the case of cercain weapon
that allow you ro artack before sfower weapons. Such cases are specified in th
Combar section.

ved normally.

Af several eharacters challenge one farget, tesolve it in the following mannes.
it, deal with the groups in the order of largest to smallest, just for ease of play.
chattacker must bid an appropriate Trait as normal for the challenge. For the
ke of logistics, no more than five characterscanattack another character at once.

Next, the lone character must bid enough Traits to counter every opponent
I th'c'group. If he does not have enough Traits, he must relent to those opponents
hose bids he cannot meet. e may choose whichopponents he rclents_t:o. Resohm
those relented challenges first, because the defender may succumb before the resg

Ifan action does not require any sort of Trait challenge or Trair expendituf
it comes last in the challenge sequence. If the action requires a simple cxpend el
of Willpower or blood, it takes place according to the current Trait level of thﬁ
category. Any Discipline effect that has specific Traits artributable to it (c.g_-, Arth
of Ahviman) uses those specific Traits for their count in this order. '

-y
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After the bidding and relenting phase, the defender and his attackers
one simultaneous test. The defender compares his sign to each of the atfackeﬁ
andapplies the appropriate results. f the defender throws Scissors and his fouﬁ&t_

throw Rock, Scissors, Paper and Paper, the defender toses to the first Lhaﬂénge
with the second (which is resofved as with any other tie) and wins against the la
The defenders and attackers lose wny Traits they have bid ina lost test, If the ok
in the previous example had bid one Trait against every attacker, he would hai
one Trait to the fisst attacker and another if he tost the tie as well, i
Once the tests have been made, vou resolve them in the standard aide
actions and initiative (if using the optional rule). If none of the attackers log
defendersimply suffers the resulis of their actions. It is possible fora defendef
Traits to the first attackers and then lose a tie to an attacker later in the saie
challenge because of those Traits he lost. '

Unless the defender has aspecial power that allows him to make multiple ac

however, he may attempt to injure only one of his attackers, and it must he one
fost the chalfenge against him. 1f the defender does have extra acrions, he can saerfi
torthcomingactions from that rum to harm additional areackers on a one-for-one

- When the defender in a mob challenge uses Abilities or other powersta
retests, treat each attacker's challenge as a separate test. Therefore, a de:
would need to spend five Melee Traits in order to retest against five attack

melee combat challenge if he initially lost against all of them.

ALONE AGAINST THE WORLD

fa character wishes 1o call a challenge against multiple targets, such A5 M
amass Social Challenge for performanceart orattempting to obfuscate before s g
of people, then he must still undertake a mob challenge. He bids Traits for ex
the defenders, up to a maximum of five Traits, no matter the number of defen
Each defender bids a Trait in defense, unless they relent to the chailenge. Traits
lost as normal, but since the attacker has risked no more than five Traits, he can
0o more than five Traits, no matter how many tests he loses. o

cme

Time in Mind’s Eye Theatre works as it does in real life. [t moves for#
inexorably, relentlessly.

For the most part, every action plays out in real time, and players are expee
tostay “in characrer” unless they have a rales question. A player should never ]
out of character when interacting with other players. Doing so ruins the 2
sphete for everyone involved. Players may talk th rough challenges, but a chard¢
is atways considered to be active in the game. If a player needs to take a bl‘_ﬁ_‘.""k‘
should inform a Narrator, That player should not interact with any of the ot
players while he is out of character.

a timeout. This call may be necessary eo resolve a dispute or change the scené:
story calls for it. When “Timeout!” is CaHC([, all [)lﬂye rs within hc;._u‘ing Jistancen

s Eye Theatre time breaks down into fiv.e major :—1110{[.11011&: chronildﬁt‘s, sl'<71:iczsi

55, seenes and tumns. A chronicle is a series of smaller stories ‘that are al (1()1,1;1LL1F( (V’

ndwhich might take months oreven years tocomplete. L.mch complete plot u\;,

i the chronicle is called a story. A session is one ;:u.;tunl m:_[;ht: of ]11.'(131, ;-1111}‘102% A

ollers may define asession as one night of game s:ime. if the nction endsin mec‘ zam a‘i

ndofthe previcus game. (Since many chatacters tegainspent Traits l'mwcm; si .(asT(_Tns,

distinction can be important.) Finally, ascenc is the time it tales to }'cso]vc the (]L'H‘;Pi

¢ lacation. Once the characters shift locations, the scene is endecl. Tf asession will be
ingrplace entirely at one location, ascene can he defined as roughly ene hous.

the discrete blocks of time that make up conflicrsand SCENCs. .\X/l.mn

tart throwing challenges around or attempting com.;')icx actions, it is tm{‘é

wsing turns 1o measure game time, Turns last approximately tln“ec aeq;xﬁx ?,
measure may vary from challenge to challenge at the Storyte us
cretion. In any given nen a character may take one action (‘r.litll()llgh S(I)ch\
rhtural powers may allow extra actions in a trn). Some actions t.;lk‘c 1?1 (K:L.
“multiple turns, such as picking a complex l,ock..Othcr QICF;()%}S,,bLj{le. as
eakitg ashort sentence, donot take up a character's action at ail. Once every <.)-n‘c
ved in a turn has taken an action, that fusn ends and the next twmn begins.
In'some instances, a character might be interrupted before he can take his
tionor be forced to respond to events developing around him. In Sll(:]li Il‘lsiﬁ;ll(:l(’,lsi
aticrer may always defend himself, although doing so uses up his available

Manyaspectsofacharacter’sunlite are critical tohereontinued cxisr‘cngz, yc.t rl?cY
funot make for dramatic roleplaying, or they are too intricate 10 take time .durmg
sessions to perform. Storytellers are encouraged to use Sdowntime” between ses\ismnsl to
allow characters to maintain their holdings, learn Disciplines and see to orhe}' facets. of
¢l existence, Other actions and interactions may take place during this time, \\.flii'l
Storytelier supervision. As long os players don't abuge downtime pz‘i‘vilcges, the tigme
Iwveen sessions can be a rewarding roleplaying experience in irselt.

Each character, Cainite and otherwise, has differeny healch levels rhz‘lr repre-
nt'the amount of injury the character can endure. A normal characeer's health
levels. are: Healthy, Healehy, Bruised, Bruised, Bruised, \Xf’(')undcd,. \med-t;li,
Capacirated, Torpor andf or Final Death. Mortals replace Torpor with Morta y
ounded. If a fully uninjured character loses rwo heatth levels, she beu.nnu.
fiised. 1f she loses three more health levels, she becomes Wounded, and so on.
tain merits or supernatural powers may alter this gypical health track. .
“As 1 character’s condirion worsens, it becomes harder to carry m.lt'varmm.‘t
fons, Vampires are more resilient than mortals, but they can still be injured or
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even k1?1e(] with enough damage. The following penalties apply to the el
depending on the level of health at which he currently sits. Note that rhe ¢l
penalties apply to all types of challenges. .

Hea . RV s ik -
Ithy When a character is healthy, he is virtually or coir

Braised — A Bruised characrer is more sertousty rosghed up, and his injuries
started to impair his viability, He receives a one-Trait penalty o?n all ti;*d cj‘iizllliii

Wounded —- When a character is Wounded, he is seriously injured i o
more Jocations. To reflect this level of injury, he is one Trait down' o
challenges, and bis opponent wins all ties, regardless of who has more Trqit":(}ll
injured character has a power thar normally allows him o win ties 2 )r:).' B
the challenge, ties aze resolved through comparing Traits imrm.d T\ifplf e :p'fx' i
ter may always attempt to overbid. - . _C_. :

) Incapacitated — When a character is Incapacitated, he is complerely out of

forat least 10 minutes. After that tinne, andagain awake, the character isstiil éﬂf . t
immobile, although he may whisper pained sentences. He ca.mm‘r | initiz t;
tch;aﬂcnges until he has healed ar least one health fevel. He is at the merey ;f o
characters, and he may do nothing more than heal himself. He will rc;quire ‘}H st
to move. Mortals injured beyond this poine are Mortally Wounded. o

. Torpor—Cainites injured beyond Incapacitated by bashing o lerh'tl'dfllli'
falt into a deathlike sleep known as torpor. T

Mortally Wounded — A mortal injured beyond incapacitation has little time
He doesnot regain conscicusness normally and loses a Physical Trait every 10 minul
Assoon as he runs out of Physical Traits, he dies. 1f he takes any damage, bas ﬁfgo
lethal, during this time, he dies inseantly. Few things can rescue a mortal :1,1' th; p{. i

Final Death— Cainites injured heyond Incapacivated by apgravated e
(En not ent)cr or Temain in torpor — they are permanently (%jésl'l'()yecl. At
S.mrytellcr s discretion, significant quantities of bashing or lethal damage (suf
cient to dismember or destroy the corpse) may also cause Final Death. i

DAMAGE TYPES

FJHH‘HCtCi’S can suffer injury from a bread range of sources. A charactg
Physlcal nature determines his valnerability to injury and the degree to which
is ;1ffcc1:c§1. A Cainite can shrug off injury that would cripple a morral, yet susta
damage from sources that a human wouldn’t consider a risk at ail..Thu‘ Narrator
the final arbiter of which category of damage a specific cvént causes.

BAIHING DAMAGE

. Bashing damage isunlikely rokill, and even mortals heal it swiftly. Braises, sprait
minor injuries such as those from falls, punches or clubs are included, Cainites aré largel
unraffected by such minor injuries due to the lack of blood in theirbody gssues, so th.é‘f.wﬁe
only half (round down, minimum of one level) the indicated damage from ;llCh Caises

While hashing damage is rarely fatal, it does sofeen the victim up for wo
come. 1f a Cainite is reduced to Incapacitated by bashing damage, subsequ
aggravared damage will cause Final Death. Additional bashing or lethal dam
will simply place thent in tospor. T

or Incapacitated mortals, any additional bashing damage converts curens
thicvels from hashing into lethal damage asbones break and organs crush.
ake any level of actual lethat damage, they become Mortally Wounded, as
iTTdie if subsequient bashing dimage pushes them past Incapacitated again.
xé'rﬁple: Joshua has been beaten senseless by thugs, and he lies Incapacitated in the
Francis, his rival for the hand of alady, takes the oppornmity 10 plant a boot in Joshuia’s
Fiis dct causes one level of bashing damage normally, but it converts Joshua's fivst lost
mito a lethal loss. Joshua must now nadrse 4 broken vib, rather than just tending

1 Francis had instead stabbed his rival with a dagser, Joshua would be dying. ..

HAL DAMAGE
¢ the name suggests, lethal damage is far more serious, and ir has the posential
ormairn, especially if the victim is mortal. Most bladed weapons inflict lethal
e, as might some blunt weapons {noted in their individual descriptions}.
slike bashing damage, lethal damage has a much more imaediate effect on
Any moreal reduced below Incapacitated by lethal damage is dying. A
o it 4 stmilar position is simply driven into torpor, bue he does not reach
Death as a result. Such injuries still make the vampire vulnerable to Final
th through subsequent aggravated damage, though.

Although Cainites are far more resilient in general thun mortals, some forms
sty ate dire even to them. Largely elemental or supernatural in origin (e.g.,
ilight, the teeth and claws of other vampires, or any other source the
o deerns sufficient due fo circumstances}, these sources of injury are hard
st and equally hard to heal.
astals suffer lechal damage from those ehings that would cause Cainite to tuke
vited damage (except sunlight, of course). There are some specific instances in
4 4 morral may receive aggravated damage, however, and they rypically sequire
matucal means to heal them. These are exphained ona case-hy-case basis.
Sunlight
Exposure to sunlight is extremely painful for vanpires. Indirect sunlight, such
through thick custains or heavy cloud cover causes one automatic aggravated
und per turn of exposure, while direct sunlight causes three levels per tum and
o} bly causes the vampire to burst into flase. Even gazing into a sunlit areamay
emporary blindness as the reflected rays burn the vampite’s eyes. Heavy
G_fl_ii_[_\g provides some protection, reducing damage or the rate at which it is
ffered, at the Storyreller’s discretion. Vampires confronted by sunlight must also

ainites fear and loathe fire, and its slightest touch causes them great agony.
S  nre uncomforiable around open flame, since it can destroy them
anently, Sufficiently large sources of flame inevitably provake Cowrage Tests
inites to avoid Rarschreck.
Ingame terms, ali normal and supernaturat fires cause agravated damage to Cainites.
ilso cireumvents protective armor, Fire will cause a fevel of damage relative 1o the
pire’s exposure to it. A torch will typically cause one Tevel of apgravated damage with
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asuccesshul strike, while immersion in a bonfire will cause three or more §evcls..m a

- 3 Py o H =1 M : i 5 SE

tunFL The Narrator will determine the base dmnage of any given fire. Continued )

to fire over multple turhs causes the same base damsige 2 the beginning of C'lCHﬁ ;
T <]

; A character whose clothes are on five must spend one action dougin
ll .\‘. ar M . " =] L1 " 1 i V . g
antes and win a Simple Test. Failure means the fire continues and the chi
will eake damage again next trn. T

ing lethal wound with one maore Blood Trait.

norder to hes

Fire rends ro disfigure those who've felt its touch. At Sraryeeller dis r et
c%l‘amcter could lose some or all of his Appearance-related Social 1111; t tl:i)
'I'l‘élit penalties on Social Challenges where appearance counré. For \{"11;1'])]'1' o
disfigurement lasts untif the wounds are healed, For mortals, this is; *1' 16
short of miraculous supernatural healing. | e

rée_Blood Traits per aggravated healeh level).

- Inan age:without-
themselves surrounc

Hirther three days recovering to Bruised.

dTsaits. The damage heals over the following day as the v
can be expended over a period of several days of rest — simply keep a note
character sheet of how much blood has heen expended for the health level
saled, If the vampire wishes to artempt to heal more than one level of
avated damage in one day, she must expend a Willpower Trait {or cach
itional aggravared healch Jevel healed in the same rest period (in addition to

Morials are much more fragile and rake longer to h
lical expertise of the Dark Medieval is also quite primitive compared to modern
icine, and the following rules take this into account. The following rable
s the length of rime a mortal must spend recovering from i
fi level must be healed individually, so a mortal who has reached Incapaci-
et bashing damage must spend one week recovering to the Wounded level,

cample: Tf Marie expends four Blood Traits over the next few tums to heal, she
Brised, but she is still sufferinga lethal wound and an aggravated wound {taking
ce of her nwo Healthy levels}. Later that night, after feeding, she ther hea

Jl one level of aggravated damage, the Cainite must spend three
ampire steeps. This

eal than vasapires, The

_Hé:ilti1 Level Bashing

Bruised

APPLYING DANAGE one hourfievel
| ;E"ilc three types of damage {(bashing, lethal and aggravated) are comulat

and the gravest level ar which the characeer finds herself indicates ber healths

and the penalties she suffers. Different wound types heal at different rates,

Wounded one day/level

one wecek
Two months {(at least)

Incapacitated
Meortally Wounded

MORCAL BEALTH LEVEL RECOVERY TIME

Lethal
one dayflevel
one weekflevel

one month

direst types of damage are considered 1o sit at the top end of a character’s i
track. The worst wounds are healed last, as heading always takes pl.acc' 'fr;nn'-th
tevel of the health track to the first unril the character is wmplc‘%t{-f]y Healthy a

o Examplcf Alone kemter attacks Merie, a Malkaviem. The fight is somewhat o
Dhaving the seuffle, however, the hunter managed to inflice severad blows on Marie, spe
tiwo sword blonvs, thyee separate pommel strikes and anasey burn from anearby candle’s flam
in thatovder. While novmally this would seem o be recorded as two lothal !eve!s- thiee b
levels and one ageravated level, on Marie's sheet it shedd be vecorded as hev firs‘t ,I"{calthi; beir
lost w0 aggravated danage, the second Healthy level and the first Bruised level as Iétli;;!l;-ﬂ’
the remaining Bruised levels and the firse Wounded level as bashing. -

hEeALIRG
CAIDICE HEALING

Vampires heal through the simple expenditure of blood. Such an ac ol
reflexive and takes no actions to accomplish, although the Cainite s stili stk
tor the Jimits of his hlood expenditure as per his generarion. Healing 2 levi
bashing or lethal damage takes the expenditure of one Blood Trait. i

tion, further treatment is not required, so tong

‘?_bly delirious or unconscious.

ishing damage is largely superficial, and it will heal without treatment. The
ain factor is time, although medical ateention may accelerate the process.

‘Lethal damage is far more serious, and it can result in complications such as
fec‘ti(m_.' Sears are commonplace. Charactets injured with lethal damage to the
nised Jevel who do not receive medical areention automatically tose an addi-
thealth level each day to reflect infectionand blood kass. After inirial medical
as the character is above

autided. ncapacirated characters require constang raedical attention and are

Whenever a character attempts t heala lethal health level, at the end of the
& stated here, she must succeed in a Static Physical Challenge against a
ifficulty equal to the number of wound levels she has currently marked off her
2t, On o win, she heals the level. Ona tie, no change is made and she raust rest
or the same amount of time again before resting for healing. Ona toss, she makes
additional Simple Test. If this secondary test is fost, the characrer foses an
fitional lethal wound, possibly dying if this takes her below Incapacitated.

ajury. Each




$PEQIAL DAMAGE ONDITIONS

| E\ ampires have several physical advanrages over mortais - il
‘ougher, str cor fasrer i : '
;,. a,}sfmngex or faster — but there are limitarions ro their “immaieali

seetion discusses dumave and ini ifi G
o discusses damage and injury conditions specific o the Vamb;rl(: -
O L IPIICCot

TORPOR |
Y S . + -

e :ri}t...(,d‘llll)lﬁ stitfe o{ tarpor is ,\km .to acoma, A torpid vampire isyid

¥ apparently dead ro non-Cainites — and she is oblivious to-acss
outside world. Torpid vampires ignore the nightly need fc '\! ‘I_Wﬂn
effectively in hibernation for the time they remain in that sr;:lé- o
N There are three primary methods for entering torpor — vu.l it
injury and due to deterioration. Entering torpor voluntarily is si ‘1"“;} )
s}lnbl\f wills it so, which takes but a few scconds, and no‘l céa::l?tp :* i :
Entering torpor through injury is selfrcxplanurc;;‘y.. ("z‘linitc; L‘:{»U
blood gradually wither as eheir tissues become dcsiccarezl lr'o.\;f‘ .\:l o
until they collapse into torpor. This process of dcre- ior. . _f“& “-‘Or_c_
detail later in this section. \ romtion v ¢

. The Cainite remains torpid for a period determined by .EICI‘ R.():ld Trai
which she is not required to spend Blood Traits each night (:h'lr‘l‘CtIC!'S ;
Road Traits sleep deeper and longer than those with higilér I.'(’]:t'('ll gs. FI‘"\
entered their torpor voluntarily may attempt o aken fio Ebs Iy
indicared time. pe g0 awaken ol .OBL
) 'Foilow%ng this period of rest, the player may spend a B]o.c)é Trait nd
Static Mental Challenge against three Traits. [f she fails r'he (*.hq'rfl'crrcr';" :
thar night but may make another atcempt the fnl]mving‘;nigh;' ((e.s;pcm i gt

Blood Trai il she suce
sod Trait) until she succeeds or runs out of hlood. If she has no blocd: sh

not rise until some is given to her.
- A Cainite who enters torpor beeause of blood loss may not attempt tois
Thg is fed at least one Blood Frate. Unless fed, she remains in t'his'smte i .e i
sut she may attempt to rise as soon as she consumes new vitae, irrespectiy .
Road Traits. Such “eatly revivification” only works for Cuinités who enter
bcczitlse of blood toss. Those who enter voluntarily or because of in "ur.f.ﬁ'ms
for the ]?erim% indicated on the accompanying chart. Exceptinnaljci i
(fll’ihQ Storytetler’s discretion ) may circumvent ehis limitation 511(;]1;1 con
l.,he vitze of a vampire of significantly lower gencration ]()z' due to-ma
intervention. j e

unless she is injured by external forces. If she loses so many health levelst
would be placed in rorpor due to injury, her torpor now falls u;].&cr illat'éaf
although t.hc tinee that she has rested does count for purp()ser; o['('ictcrmirii.ﬂ.g
she way rise. A character who entered torpor because of injury or 13105&
considered to be at her lust Wounded level when she rises. T

A vampire who awakens from torpor with less than three Blood Tia
check f(.>r frenzy. One who awakens from torpor after deterioration entets fred:
automaticeally. - '

DURATION OF TORPOR
Road Traits Duration
Two days
One week
COne year
One decade
One century
Millennium

art totally paralyzesa vampire, making it impossible for

take throvgh the he
ines. He remains conscious angd aware

sove, spend blood or activate Discipl
uiroundings. His senses still work, but they might be impaired by his
ity such as if his eyes were closed when he was staked. The Cainiee is still
end blood toawaken each night, which mighe resultin deterioration.
foiced immobility is one of the most fea red positions in which a vampire

A himself, due to its inherent helplessness. Such is the rerror inspired by
.4 thar the vicrim must make a Self-Controlf Instinct Challenge to avoid
vhen the stake is removed. The difficulty of this chalienge is typically two
ser for fong periods of immobility or if events have threatened

t:_tit ) spen

ssibly higl

lacing a stake directly through the heart is tricky. It requires two successful

ie) Simple Tests following a successful attack with the stake. As an

il riile, if the vampire is mobile and defending himself, the artacker may be

tiredl 1o win both tests outright, due o the difficulty in hitting such a smal
g target accurately,

ECERIORATION
Cainites require blood
obvious in the need to feed to po
shete is it more clearly and visibly demonstrated tl

035 kept from blood for an extended petiod.
Deterioration most often oceurs in staked vampires who cannot feed but must
pend blood to awaken cach night. Irean also cccur if a Cainite is otherwise
ented from feeding. A vampire erapped ina chamber with no bleod supply will
tually succumb to deterioration, and long jotrneys without hunting opportu-
¢ not to be underraken lightly.

sddition to the risks of hunger frenzics, a Cainite who isstarved to the point
hich she has no Blood Traits is subject to further deterioration of her physical
ditioni, The Beast continues to crave blood, and it draws the remaining vestiges
“and moisture from her body. The vampire withers very uncomfortably
attempts to consume itself. The pain continues 1o grow,

(6 maintain their very existence. While this require-
wer Disciplines and keep the Beastat bay,
wan in rhe case of a vampire

er own substance
e vampire must suffer in silence if staked,

G
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For e:
{such as risi

social Trait
]‘w 1|¥h [C\' loss. Whenssh
wracked husk. Further det
n torpor, she is freed from the
ain. Rising involv

“hes Incapac
oration leads to tor

ly consumed, and her body will use it

ing incapacitaced, she i:}st:—m[[y pe
and driz}]{.i.ng from the n 5

ve]x
ttated w

OCBGR SOHR(Z€$ OR anGRY
DISERSE

se 18 & major fz
are largely spared its ¢

Seatic Physic 1!( ]1 1l]cngr :
The difficuley incre

“an result in thy
\l research can help vou
. Dysenu_rv {the Contaminated wate
( inal pmlwlc:mx including Hu‘dinL
al to mortal 5, it ha
(iss, however, Mortals ¢ Ltcd gradually k
to have two fewer Blood Traits than nar

ation like pinsand needles in 1hc vany
Fw wod is puzged from h|~. system.

Ik Medieval,
: ¢ the victim
0 from unnoticed shrasions or beuises) that

fed blood in some manner Any

gurement arwd c‘ic* '\V hile

and made to carry a l\ll O warn ud‘u.
sase will not normally norice d
: hing wounds can &
tely. Healing times a
ur they can casy it

UES (hulatmu_ pncmnnuu and septi

wting the
-cent, with the period

gucs but they can tran

ﬂlL 1\]|l"l§L ‘.Vl} .
 {as determine by &:htrNtm.mn) the C
mit for one to three tarns (Simple (_.h:—!.ll_cnge: win equals

STE\RVE A COLD Fﬁr:l) A F[VER

Purgmg infected vitae is not easy, since all the vampire’s blood
quickly becomes infected -~ withif miriutes. in nost cases. Sibse-
quently constined vitae will likewisebecome infecred: Infécted vitae is
stil} usablz Or NoT mal PUTPOSES § su(:h as healing and Dlst:aphm*, activa:
tion. Blood Traits can be p rotgh afy normal method of blood .
expenditire’ (such as boosting Physu:al Tm ts) untxl the vampire has 5
only five Traits remaining: = 5

Expellmg the 1emfundero the Tra
each T;alt tobe expelled, the charactm_im1st ex,pend Willpou er Tratt
and make a Self-Controlf Instince Test. “The difficulty for this eest is three ©
Traits, and four Traits for the last two Blood Traits. The difﬁculty is

ha ' V c:ssuude Quzems or. the
path Rego Vitae. Fotexample
Disciplmes (ar whatever level) would ave the chffi
Tmts The minimum iffic

stem while: allowmg the
1 1zies i hunger unm'd




two turns, foss equals three turns) and will spew forth one to three Bload
each purn (same system). Such blood loss can fead to frenzy, deterioration ortorp
The vampire must make a Static Physical Challenge against six Traits o hold
blood down each time he feeds. Failure means that the bloed is immediae
thrown back up. After such a failure, losing & further Simple Test résniy
vampire immediately suffering a night’s worth of deterioration. . ay

 Syphilis — Spread by sexual intercourse (or the transmission of blaod) 3
disease mitially smrfaces as afeverand minor aches and pains. Evenrually ulee
bad skin form, although the worst damage is internal, wasting bones, musglg
the brain {the latter resulting in insanity}. Vampires who coneract syphilisisy
one level of bashing damage at the beginning of each game session.

» Tuberculosis — The greatest killer of the Dark Medieval, this diseage
affect any part of the hody, although the lungs are the most common organ
afflicted. Fever and sweating, followed by emaciation and tissue destruction
the disease its alternate name — consumption. This discase has no effec
Cainites, but it reduces the blood capacity of affecred vessels by rwo Traits

DRUGE AND POIZONS

Moertals use a varicty of substances and herbs to heal, harm or alter percey
Most cannot be used directly by Cainites, though they may be imbibed indi
through the blood of unwitting or victims on willing vessels. Rather than detaili
effect of every drug and poison, the folfowing are the mose common and typical off

Alcohol — A vampire drinking blood that contains alcohol suffers 56
the effecrs of being drunk. For every two drinks consumed by the victiir
Cainite gains the Negarive Physical Trait Chansy and the Negative Ment
Oblivious. This effect dissipates at the rate of one Negative Trait per houre

Bloodroot {Sanguinaria) — The rare and deadly bloodroot is one of t
poisons that isdirectly harmful ro Cainites, Consuming it {for example, mixec
blood) canses three healsh levels of aggravaeed damage, while using it as?
poison (such as on a blade) inflicts two health levels of aggravated |
addition to any injury caused by the weapon. The poison attacks vamp
turning i into an ashlike black dust, RN

Food Poisoning (Salmonella) — Blood tainted with salmonela catises
and a level of bashing damage per Blood Trait consusmed to the fe :
Additionally, she has difficulty drinking blood until purged of the bad b
under “Diseases”), but she may force hesself to drink (seethe feeding tule
“Plague™}. The effects of foad poisoning wear off after about a day. 77

Hashish— In common use in the Middte East, hashish hasa Cﬂln_}il}g_éffﬁét
it also affects the imbiber's attentiveness. A vampire drinking hashi 'Epi"l’in_ieé'b
gains the Negative Mental Traie Oblivious. Hashish also reduces th ifﬁct‘
resisting frenzy by one Trait. These effects last for approximately one hour:

Hallucinogens — Hallucinogenic drugs such as cm_v_bzmé,'ii'ﬁﬁbf“_
deadly nightshade {(betladonna) are used as both painkillers and potsons b
Dark Medieval. A vampire drinking blood that contains small gueantities.of 2
herbs is considered one to three Traits down (depending on the amount co.nsﬂm
by the victim and vampire) in any challenges hecause of impaired concel)

aracter also suffers effects equivalent to Haunt the Soul. Other effects vecur

roryteller's discretion, but they may include gaining a ternporary Basic Jevel

spexor losinga Trait of Courage. The effects of hallucinogens last for a number

, possibly until the end of the game session, but they may clear if there is
'gr'a_ifi&ant time lapse between two scenes involving the character.

Painkillers -— As with hallucinogens, herbs such as hemlock, mandrake and
thood arc used as both painkitlersand poisons. In smatl doses, they reduce the
ng effects of injury, dropping the wound penalty for lost health levels.

ed characters have no penalties, Wounded chatacters suffer Bruised peral-

apacitated characters suffer Wounded penalties. Allotherhealth levelsare
flected. The effects last as for hallucinogens.

Poison — Larger doses of hallucinogens or painkillers, or extraces such as
¢ strychnine or cyanide, can prove faral to mortals and harmful o Cainites.

I a moreal might suffer an agonizing death, a Cainite isdown one to three Traits

Fehallenges and takes hetween one and three health tevels of lethal damage,

wding on the strength of the poison and the amount of fainted bleod he'sdrunk.

cannot kill Cainites or drive them into torpor, but they can temporarily

ATES OF MIND

A character’s mental state is as importang as her physical health, and it is much

sseonsrotlable in many cases. A vampire can use blood points to heal a physical
otind; but mental injuries and states are more difficult to deal with.

Tnmany ways an utimate iltustration of the “fight-or-flight” reflex, the Bease hurks
nésith the surface of all vampires and manifests as a vicious form of madness when
Mast Cainites resist the Beast desperately, straining to keep it under
1. When they fail, the resulting orgy of instincrual violence can level friends and
alike — the Beast does not discriminate. The vampire feels no pain and acts on
inct, using his hare hands and fangs to rip apart anything around him. Usuatly the
ttarpet is the ercature that triggered the frenzy, or anythingandanyone between him
bhis targer, Otherwise, the closest object or creature to hand wilt suffer,
The triggers of the Beast ate often highly personalized, but triggers common
oall vampires are blood hunges, extreme passion, frustration, defeat, humiliation
he hands of a rival or threats to a vampire’s friends or loved ones. Players must

amething that would normally trigger a frenzy simply because it isn’t convenient

ot him to frenzy at this time. The Beast doesn’t care. Discretion is advised,

évers a charactet in constant frenzy is no fun ro be around and will likely be “put

” By other vampires.

- Succumbing to the Beast is considered shameful and debased among many
ites, and it might result in the character losing status. Vampires will be held
misible for their frenzied actions by other vampires. The social repercussions

yhe worse than the situation thas brought forth the Beast in the first place,
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may expend a Willpower Trait to fend off frenzy for 10 niif
till present ar the end of that time, however, the
renzy immediately or spend another Willpower Trait for

R kllthum‘h 111( lo

L the vampire succeeds in the test, he mans
lis immune rofurther challenges against the

o e : - T Y ol -ty the vampire in order for it to
ne o conflict. Failure, or relenting to the f e thar i o present a clea ger to b

id. Once in frenz : LCECT M onnd 2 Wi : Yiseschreck seful, considering that the nights ¢ [ the © rk. I‘Tfit‘.die-\r;ll
aLLempt an .l\](ll[lﬂ]‘l.l[ . ' - ]
Riding the Beast : FreecTs OF FRENZY AND ROTSCHRECK
A che v with the Instinet Virtue will always el " When in frenzy, a Cainite has the following:
.more Instir iits than double the rating of the stimutus : :

advantages and disadvantages:
* He ignores all wound penalties utitil he reaches totpor or Final Death. -
« He cannot initiate Social Challenges unless that chaflenge is related
to intimidation.
* He does not need to risk an\; Social Truts if & Social Challenge is
called against him. :
s He is immune to further checks fGr frenzy or Rotschreck

above) to 3
direct her frenzy for the tu 5 s @
i (see the box that follows). If she frenzy pre
i of a tie, she compares her Instinet Traits to ihv prov

; fon rating & 'FRENZY DIFFICULTIES
drtel mine the outcome. ' . . e
: U ) _ Traits Stimulus ‘
Example: Catherine, vipping into her tormenter, dec 11 of blood when hungry
. - . ? . : he :
—u.!em'i 'u'lfh rhe lmjm't-lmato \he ma‘kes a tc' vith a Na-‘: 1o to meui }m 0if One Smell of blood w g

Two Sight of blood when hungry; being hasassed or raunted;
oming the Lhuﬂem& ( four Traits to two). Her ft_\'t (Im ¥ ~ life-threatening situation
words inhis ear. .. and the Beastroars back on the

Three Physica) provocation or attacks; taste of blood when
hungry '
Four Loved one in dangu:, humiliated
Five Oumght humiliation; mortal insults

(',.‘;-ume,c luud at 1 Ast (O dtf 11 wﬁ'h thL mess. ROC$QBR€QK DIRRIQGL‘CIGSS
Humiliation B Traits Stimulus :

]_ yme clear Cai ing One Being- Bulliad; czmdie, suntise

] an stir the I i  Two Torch; obscured suniag’ht _

H z‘nicplz.wmq cannot resolve th ; pl 1yc : ‘Thré e C Bonfire; uncovered window durlng daylight

Challenge toresolve the 1 et If the munting player wins, then th ( s Four " House fne hemg —

Five Tr apped in a burning buﬁdmg, duect sunlight




definitely put the vampire on edge, they will only initiate Rotschreck jf ©
towards the Cainite. Large fires nearby will always shake the confidenc
vampire, and any ateemnpts to resist frenzy if there isasmall campfire or greager
source of flame nearby will make the test one Trait more difficult than usual
To avoid Rowschreck, the vampire must make a Static Cowrage Challe
{Courage versus the Nareator's difficulty, no Traits risked). Systemically, Rowschre

case of Ratschreck, however. Alb vampires must fight the Beast or flee in fréj
A vampire entering Réorschreck flees the object. of her fear as directly-and
rapidly as she can, blindly arracking any obstacles or peaple that get in herwa
tlight proves impossible, she will attempt to destroy the object of her fear then fl¢
If such oprions are notavaitable, she curls up in abject terror for the duration of t
Rotschreck. Note that this fear does not override her self-preservation instinct
she will not leap from a tower’s height to avoid a candle — but any path thatisi
obviousty suicidal becomes an option. SRR
Without hope, many Cainites would give themselves to the Beast and e
in their monstrous nature. Various paths of conerol are available to viunpi
quell their Beast, and a number of philosophies have been suggested as tohow.
finally bind the Beast in a position of total submission. Cainite mythology €spous
the state of Golconda, a legendary state of transcendence that reflects maste
the Beast. Rumors exist of those who have achieved such a glorious goal; but the
usually take the form of “a friend of a friend,” with no direct witnesses:

the growth of the presence of devout Christian, Mustim and Jewish.vainpi
Goleonda is becoming condemned as a pagan practice, at odds with the coig
of God’s redemption. Indeed, mare fanatical Cainices have been kn(_n'vn' t
down and slay heretics rumored to be undertaking the Bitter Journey. =

must discover her own path to enlightenment — and Storyeelters are encouraged tol
extremely demanding when it comes to Goleonda quests. This journey can e ilyt
up years of play and constant progress throngh multiple stories. The only solid rule
that the Cainite must maittain a Road rating and Conscience rating of at lesstfon
Traits to remainon the pash ro Ciolconda. Slipping below that level will genemlh_f.CE
mentors on the path to desert the Cainite until he atones for his degeneration::
The following philosophies offer guidelines for such a quest to he part 0
cheonicle. One or maore of these effects may be granted to a character \}{53:“ ha
clearly indicated through excellence in roleplay over the course of bis qlltfs."th
he has achieved control in that area. ' i

Acceptance: Those who have attained Goleonda accept themselves {Ol.'_

Calm: Those who attain Golconda are repured to have mastered their Beast
sever fear succumbing ro frenzy or Rotschreck, including immunity to
isciplines that cause such cffects. o
Hunger: Although they are still tied to the requirements of blood, a Cainite
fis atained Goleonda needs to feed much less ofrens {perhaps only reguired
weiid one blood point per week, rather than per day).
Strength: A Cainite who has attainesd Goleonda is not fu'lly hound b'y the
ackies of generation, so she may learn Disciplines in excess of her usual limits.
other géncrational limits remains unaffected. ]
Maortality: Perhaps the most seductive of the legends ;_u;fsoci:lte(l with Goleonda
at, through enlightenment, a vampire may throw off Caine's curse and return
woradity, How such a transformation might be effected is spoken of onlﬁ\,’ in
wers, but self-sacrifice, true love and devotion are recusring themes. Even
sose who helieve in Goleonda usually regard these stoties of transformation as
anciful: but as always, the truth of the marter is in the hands of the Storyteller.

he BLOOD OATH

One of the strangest properties of Cainite vigae 15 s ahility to forge a link
Fetween the vampire and the drinker. This power is used to create mortal servants,
it it can also be used to bind other vampires to the Cainite’s will. The strength
of Ehl‘\ bond depends on the number of times the vicrim has drunk the blood of the
waie Cainite, but after three such sips, the drinker is almost irrevocably bound.
he person (living or unliving) who comes under this bond, called the blood oath,
kivown as the thrall, while the Cainite holding power over them is the vemmant.
A fully bound thrall is utterly devoted to her regnant aned cannot l’nl-:.c action
ainst her, In many cases, this feeling is lilee a mortal addiction or chsesston. The
thiall may not necessarily love his regnant {though many do}, and bc may even
ctively despise her, but he follows her orders noncrhckss, even ifhels do[‘nmated
rotherwise manipulated by outside agencies. Many Cainites have described the
ath as o compelling force, but it is not necessarily a compulsion to do exactly as
ie regnant says. Rather the thrall is honor-bound to demonsirate lovalty, to obey
ters and the express wishes of the regnant. This distinction between compelled
bedience and loyalty is a fine tine, but it allows the theali to demonstrate some
xibility. Invariably, however, the thrall follows his master’s wishes, .thc way of
ath-bound loyalty in the Dark Medieval for mortals and Cainires alike. Going

gainst the master’s wishes is simply unconscionable.
"The power of the oath is not dependent on the regnant’s generation. r.ic
lood of u 1 2th-generation neonase can bind an elder as readily as the eider binds
thers to her will, This is the only innate Cainire power that does not appear to

degrade with generation. A Cainite may be fully oathbound to only one regnant,

it she may have several thralls and lesser honds {those involving one or two
rinks) herself.

CAKING THE OATH

The most common way to undergo the fulf oath or even the single drmk isin
cremony of outright fealty, This ceremony involves a gathering of a Cainite
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court, at which point the thratl drinks from the repnants slit wrist aind
loyalty to her lord. The lord also swears to protece his new vassal ag if shewa
his own bleod. It is from this pmclicc that the Uath gets 163 name,

rhm: Lmbmce (.md lhus carry on lhu1 blood o(uh), and tlu, dmns of

feudalism can be strengrthened by the power of the oath, :
There are three steps in the process, corresponding to the three drink

must be at least a nighs apart) the vietim has taken from anather chara

and has strong flashes of emotion regarding her regnant. She might
about the vampire, or her subconscious might seek out “coincidental” és
There are no ;,amt Lffcus as t]m pomt but it should be mlcp aygd

it Lllﬂ'l{_l!ll' te act against him {w;u or tie a ‘mmple Tmt to take an action i
harmful to the regnant), and she may be commanded easily by the regnas
Trait down 1o resist the regnant’s Social Challenges against her).

Third Drink: The rthird drink concludes the oath, tying the thrall

of loyalty and belonging. She has a sense that she is in harmony with her.
.md vtmai Like and dts ike is nzduf int; mspul and lomlty are rthe hwrt(

challuzgc. ((Juwratzon .‘:L!ll Appheb to Dnmma[t atlcm;)ls, lmwcvu-)_ "

OACBBRGAWDG

hond may he rulsrud for one wholc scene il th action takl.n is miénvdy indlir
while one Wd]powu Trait is required per pon if the thrall wishes to ph} jcally

tu]unun{*m may dgucasc ar thL Smmgllus (§15L1me Duung 11;15 nme,
characrer must roleplay the painful process of separation as well as spending Wlnl
Traits to battte the “addiction” she has to her regnant (Narrator's discre

The blood vath also ends if the regnant dies, though the ef fccmft]n'hwai{mé'
from ehrall to thrall. Some claim to feel a sense of great elagion and joy when th
breaks, while others feel psychosomatic paimn., Such matters are solely at the d*“’.‘
the Storyteller. Regardless, the regnant feels no such effects if the thrall dies.

vihe Storytel l(,r s discretion, a characrer who possesses the Merir: True Love to
16 other than her regnant may be able ko break the bond with the power of her
at doing so requires arduaus, in-depth roleplaying and Storyteller approval.

Mmr.il grauma, boredom due to centuries of tedium or contimual loss — all
factors and many more can lead to the twisting of a Cainite’s perception of
t;y Madness is a very real part of the Dark Medieval, and those who suffer from
variously seen as cursed or blessed. A Storyteller may decide that a
ngumnr is in order after any experience that generates especially intense and
asant emotions, or which severely violares the character’s beliefs or ethics.
While much of this section is written about Cainites, mortals can likewise
t-derangements, though the Stor yeeller may need to alter aspects of the rules
ed. Forexample, mortals cannot enter frenzy, but they can artack wildly with
plete distegard for their actions and the well-being of those around them.
| derangemenis carry “rriggers” — circumstances that cause the effects of
dngement to surface, These triggers should be assigned appropriate to the
perience that caused the derangement, or they might be dependant on the
e of the derangement itself. Once triggered, the derangement becomes active
he duration of the scene, and the player must modify her characrer’s Traits,
udf:s and behaviors in accordance with the derangement’s descriptios.

'-Duanguncmx may hc ruiﬂud by tho L\(pLﬂdltlliL uf a Wlllpuwcr Tl ait. Such a

end of that time, the chﬂractcr st (-\pcnd zmnther Willpowcr Tmit orsuffer the
ts.0f the derangement. Narrators may rule thar addivional Willpower Traits or
Ipower Challenges (treat asanormat challenge, risking Wilipower Traits rather thany
ibutes) may be required to deal with particularly intense mental stresses.
The quest to cure derangements is fuel for long, intesse stories, and the
solistion of such stories rests solely in the hands of the Storyteller. Modern
chiotherapeutic methods are hardly accessible in the Dark Medieval, and
Uhierous blzane zmd tortuous mcthods were ccmu,ived to rid the insanc of tht:;r

sprung fmm thcu experiences,

Here isa brief list of derangements and their effects on characters. Storytellers might
h toallow other derangements into play, but they are advised to develop rulessuch s
o m'oid conf Lz%ion over rheir in-game effcct'; in the futurc Oftcn frcnzy can be rhe

mrcd wuh a dlﬁiua!iy daudcd hy rlm Ndi’i.ltOl I md on thc CIICUMSEANCes.

‘Note: These is nothing funny or arbittary about the way a “crazy” person acts. To
, his behavior is perfectly normal, and he is simply reacting ro the stimuli that he
ceives 1o be real. Players should never forget the Mind's Eye Theatee rules of safety
enroleplaying derangements. Playingderangements involvesac Tvanced roleplaying
) and is betrer suited o experienced playess, Addidonally, derangenents are

R




torask the player o adjuse his behavior back into line with the story and thisol

This is one good reason to thoroughly discuss and document. the"éf[e‘c

derangement with the player prior to the character entering the pame
Amnesia '

what he is. This typically occurs when he comes face-to-face wirth his
condition. The character might simply forger the memory of a single sit
he might forget everything about his idencity, including his true nature:
even forger Abilities or Disciplines and be surprised to discover that hé
things he thought were beyond his capabilities. When events and sicuat;
might remind him of his lose memories present themselves, those mie
return, sometimes doing so violently and sending the characrer into a
Bulimia ahe
Bulimic characters salve their guilt and insecurity by over-indulg
activities that comtort them — in this instance, consuming food {orblood
vampires). Characters with this affliction will gorge themselves as much aspo
when under stress, then purge their system through drasric means (burnin
Trairs, Disciplines or regurgitaring blood as described in *Siarve a Colid?
consume mote. Characters with this derangement must make a Static Gon
Conviction Challenge when feeding. Faihure means that the vampire feeds i
has reached his maximuam Blood Trair capaciry, whether or not he needs the
If forcibly kept from feeding, he must resist frenzy.
Crimson Rage
A characrer with this derangement is prone to experiencing fits of
little provocation. Whike the two bear a certain resemblance, this s
different from frenzy, Frenzy is the instinets of the vampiric Beast, while Gy

derangement, however. Whenever this decangement is active, the ch
the Negative Mental Traits: Violent x 2 and Impatient.
Fantasy/Delusion _
Some characters cannot accept the real world, so they transpose thei
into an illusory world instead. As this is somerhing of a “catch-all” derange
the scope and degree of this fantasy varies considerably, and details should best
out with the Storytefler. While the character interacts with people an_d ins
of the Dark Medieval in an almost normal manser, her perception of; Vel
skewed by her fantasy. Something happening ro shatter ehe illusions the cha
has crafred about herself can case her into frenzy, '
Fugue _
Characters suffering this affliction react to stress by adopting a sp
behaviors. In the process, they suffer “blackouts” or periods of memory loss. Whed
the characrer i confronted by extreme stress, the player must win a Static Willpo
Chailenge against a difficutty determined by ehe Narrator depending o the
stress,” Failure means that the character blacks out and the player mese i'(_’i‘_-‘?i_ﬁ"

ar'srrancelike srate, Ortherwise, control of the character passes wa Narrator f;:l
sieswhio dicrates the actions the character takes in order to remove the stress, At
g& fihe fugne, the character “regains cot sscinusness” with nomemory ofhisactions.

.i’Sté;-ical characters are L_mable £0 umtr«:)l their cmmk‘ms: (n;ithwmf&{[
svere mood swings and fits of intense violence. A hysten(,(.l ‘.,diﬂ]\l(_ “.lg
more easily than other vampires (increase the difficulty of his Seif-(,,(}?i?w f
i Test by one Trait), particularly when faced with great Stress. In afidtm.}ﬁ,
& the vampire fails in a particularly sl'rcssfull or pr(.)l.nmcnt situation
aror's call) the character will antomatically enter frenzy, with no check.
mmortal Terror
.:l'il's.mndness stems from the vampire’s inability to deal with the true SC(}.])(::
l.rr.m'.m;'tality. Terrified by the real implications of living forever, the vampise
by developing a strong unconscious “death wish.” \‘(/hen_cver he is u)n».
direer evidence of his immortality — such as attending a funeral of
hing a mortal ally die — the character must muk'c a Sl'?’lti(‘, Willpc)Awleli
dle oo {against four Traits) to avoid immediately taking actions rl};‘ir mfg i
It i his destruction. Such actions can be as indirect as breaking thfs Silence of
lood by confessing to a priest, 148 long as the act carries potentially d]:“.l:ﬂ-y.
sequences. Note that the vampire is not consciously aware tl.mr he seeks his
destrucrion, and he resists attempts to pessuade him otherwise.
Lunacy
Thls madness comes and goes, linked to the cycle of the moon. When the
otiis full, the character is manic and delirious, while at L:hc time of i'h.e new
aom; e may be reserved and mekancholic. At intervening times, ]uz' may appear
arinal aid unaffected. While in the grip of this derangement, his ability to 1“c355t
.DZ\./: and Ratschreck varies accordingly, increasing or decreasing by a Trait to
eflect his mood depending on his link to the lunar cycle.
Manic-Depression )
A’ Cainite with this derangement experiences wild mood swingts‘. ‘SAhe fre-
snly slips into deep depression, losing ntesest in her normal activities and
ming withdrawn. Alrernately, she is gripped by bursts of fervent energy. When
fering from depression, the vampire’s Willpower Traitsare greatty re.duccd (b;ﬂf,
it uﬁ, the normal value — when the phase ends, Witlpower Trszs return t{o
previous level, minus any spent during that period ). These depressive pCl‘IIOL s
én follow failure of a particular action, thou gh they may akso result { rom h\.mgm
ablood pool of one-guarter or less) or psychological factors. Hypemctw@ \ivlﬂ SILL
vampire working for hours or even into the day on her projects, I’e’:‘tlstlljlg f ]L,
d to sleep as she burns up blood and Wilipower on her schemes. She isalso one
it down to resist frenzy during this manic time. Should sumeone attempt 1O st
pressive or thwart a manic vampire, the vampire may frenzy.
“Megalomania
‘Characters with this derangement believe that they are dcstinyc& to lead, 'an)(.l
¥ éeek o accumulate power, irrespective of their skili and the zu’.t[tndc of othelt\s.
hey believe that those who dismiss their claims are jealous, secking to hold omo‘
ower and deny them their dues. Megalomaniacs helieve that these opponents




should be destroyec - ' - —
can i -d; stroyed, politically or physically. Challenges ol

£ rigoer tre I TROGPI: N - NRes 101heir
upon g ﬁ q.n“-nzyf,Dm' to their supremne confidence, theyai e
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are real or delusions
nmmn? E{;hl:x:i?;,i{:\ku, z‘mt‘i all rc'al Abilities and so forth need tobe
ot e clocs ot h;; vre t;r,m:? mi;consc f{msh’ expend Witlpower to i
ir changes due o a ﬁ;pgh{e:%l_;élyi';‘;?:-rilli.ﬁi?rrd, a personality remains do
: he initial trigeer has bee -
Cxpends a Wiﬂpn\vcr Trait te I.C\’(’:{t to fhcl Il‘bt:s?t:eiﬁd? l'ﬁu.,n Temoy
Obsession/Compulsion pemona.

ed.0p

- (il:s;sswc ch;rlra)ct?rs. become fixated on a particudar activity )c{'sc otk
. y might seek to ensure that all objects in their possessi ?’1 e
:iré;{[i jzy;lizlpt, 01‘;}10y might strive to keep their hEm‘d: ::::]ti(l-;:fei?i
washing the : f " o
. I\i ai:ﬂs: rul}‘;: Elh;_ ianhl(y may become fixated on feeding froma pi
b oot S:li_m WE; 1<:n .1‘11.11.11111:&1‘, or they may seek to visit atl the |
of @ P dmmclm.’.; (:X.'s_‘\ :-:r 1‘.10. Il;-l[lll'L.\ of that obsession is, the targe
o mDDmiﬁM; O.r is.l'\;,n‘(,.t-:. Obsessive characters are one Trait L;iw-_tc ]
e et m:'(v):l:lc'n tbem toforgo their set behaviors, but they
e e e bly prevented from adhering ro their derangerme
An overc sating o . :
e (rmlcz?iz?zi\lfﬁ)glh;uia(-;rcr. attempts to make up for a flaw:i
limits her actions and qku\; } “ ’ me,s Sme 'dlmtl_u:r aspect of her personality.
than thou” artirude tlow-uid}Lr,lp?icep“(m? of the world. She may take a *ho
constantly attempting t();qk‘ﬂ,; o ]{"Ctl,l““e‘l them about their shorecomin
A _th'ﬂ_r‘l; 1L ‘l.l'e moral high ground. If the characrer’s own fla
e harrassment would he acute and her rcnct'mn.1;1'1;)r(_ic_fi¢iﬁ

Paranoia

They are jealous or afrai :
Paran 0id)Chilrjacté;;blizi‘l{iil;ll:iyim,' They want o dr you in and end your unlifet
individual ot a group. They are “’ “. hey are the \fzctim:; of persecution, either by :
all Social Challenges whi;c‘.t]L \ (-;y wary of social inreractions (one Trait down o8
in league with th::ir‘rorn'lclﬁ-jst-\( {;;lang"‘-mcnr.is active) and fearful that othersare
episode, prompring the char %l‘b‘: ivcl]. the slightest thing can wrigger a paranoid
in fear (check for frengy ()r‘}{?&_lﬁ;{n withdraw into himself, flec or cven strike ont
because a character is}i“.im(:z;z”:g; T; d{;‘ci(:tid by the Narrator). Of coursey ju

: 1 doesn't mean there aren’t people out to pet im

SEonism
rfectlgmﬁiéts seek 1o control every aspect of their unlives, often following
Jes intended to ensure that everything “runs 1o plan.” All their efforts
fod to ensuring that things bappen as intended, and if they don’t, the
fists become agitaved, possibly even entering frenzy.
on” (Sanguinary Animism)
miguely Cainite derangement leads a suffer
as their blood. She believes that her vietipns commuinicaie with
Lshess. In some cases, the
are an effort to pacify her
a Static

er to believe that she drinks the

S victims as well
iCes inherhead or emorics seeping into her conscio
Fapacs her actionson (hese voices, claiming that they
“Whenever the vampire foeds from a mortal, she mast make
St Challenge, Success meals chat she is distracted by voices andd is one Trait
ll chatlenges for the remainder of the scene. Failure means that the character
ond angry, reproachiul personality bent on driving her to ruin. The character
one- T it penalty toallactions for the duration of the yradness (which Iasts unt it

+ dawn), and the player must roleplay the i conflict involved.
Characters suffering from regression also have difficulty accepting the real
ating into a fantasy environment, though, they rereat
often that of a child or young recnages. Such

-11&_0& simplistic mentality,
are usually heavily dependent on others, hoth for tasks and decision-
serful individual between them and

7. They always seek T put @ MOTe POW
jer is plaguing them. They are frequently naive, which may be a baon ora
depending on the circumstances. This refuge of youth may he permanent, of
avkick indue tostress. Some characters retreateven further when placed under

reat pressure, thelr mental facultics completely shutting Jown and leaving them
Bperate on instinet alone. These episodes result in blackouts and periods of
emory loss that may be roleptayed, with the charagters acting on instinct subject
(predetermined set of guidelines, or abstracted, with the character coming to
i senses with no recollection of the last few minutes/ hours! days. Characters
o Traits down on all Mental Challenges while this derangement is active.

ather than retre

Sadint Vitus’s Dance

Technicatly adisease of the nervoussystem (known in the 2 1stcentury as Sydenhan's
e considered afosm

ather than a derangement, the effects of Saint Vitus's Dance ar
Medieval exa. lecauses avoluntary spasis of the
seements that persist for days or weeks and then
years. Often a

tlness by the inhabitants of the Drark

e and limbs, resubting in dancelike me
Isappear, sometimes permanently hut often reappearing aftes months or
carltof thewmatic fever, Saint Ving's ance canspr sad throughout a group, leadin
‘juﬁ_ caks of the “madness.” Unike most mortal diseases, Cuainites can suffer from Saint
s Dance, which they coniract via infected blood. Dependingon the level of stress, the
atacter suffering this madness is considered one to three Traits Jown in any challenges.
Narrator depending on the circumstanees and may apply to

£110) 17Hass

The exact penaliy is up 10 the
bly one or rwo attributes, rathey than all of then.

* Schizophrenia
Individuals with this degangement have had their psyche fracrured by tesrible,
resolvable inner conflices. Most people € meeive of this type of Jisorder when they



envision insanity. Victims might imagine matmed animals floating around ¢
swear that their dead father is telling thesm o murder their uncle. This disorder :
from arbitrary — the player showdd work with the Storyteller todetermine a genesi]
of behaviors selevant to the original tramma. Cainites with this &cremgcmcﬁt.ar
unpredictable and dangerous. In sttuations where their inner conflict flares y
must automaricaily retest any successtul challenge 1o resist frenzy, and they
expend double the amount of Willpower to achieve any normal resule wieh rhar Ty
Visions - )
Thisderangement leads sufferers to believe that they are granted an insigh
the divine through visions, trances and orther ecstatic states, During these spcﬂs, y
may be catatonic, in & trancelike stare or rave uncontrollably. Their ability 1o
details of the visions is simifarly varied, sometimes recalling precise det rails wl
having only vague recollections of athers. Some derails might nog resurfs
many nights afrer the revelation, emerging in response to some external seimil
These visions could be products of an overacrive imagination, or they could;s
Storyretler’s discretion and very rarely, reflect a real insight into the unkndw_h

ChE AMARANCH (DIABLERIE)

nf thcu enemics or rhc l_asomhza may sanclion 1]10 Am u*mth ofsa;c hyihl]d{, (wil
approval of theirelders), andsome say the Tresseresre predisposed tosoul-drinking m
othet vampites balk at the thoughr of committing such an unforgivable sin.

COMMITTING AMARANTH
Note: You canuot dicblerize anything but another vampire, While you can
almostany other creatre of blood and even kill ic, the Amaranthis strictly a Cainite deli
The process of Amaranth is divided into four distinet stages, (,ei'em}' .
be used to hasten this foul deed after the first stage.

First, the diablerist must incapacitate his target, Quly after the targe

physically immobilized may diablerie commence.

The diablerist then drains his victim of vitae, ausomatically taking one!
Trait per turn. Yes, this is slower than normal feeding, T6's a different process, af L
Now the true Amaranth begins. The diablerist then continues (o d

vitality of his target, in a similar manner to how the Beast degencrates the b

a hungry vampire, sucking the last of his juices and stripping away any 1€t '
health levels —an action called “drinking the heart’s blood.” To do so, the mrg@
is engaged in a series of Physical Challenges, against which she may b
Stamina-related Trairs {and may not injure the diablerist as a result Of
challenge), and the diablerist may bid only Strength-refated Tratts. Note: !’ ol
does notapply for these challenges, nor .)1(,.nwAinllry1{‘!ulsdm‘)ll(dblb‘ Nf”%’at
Traits and overbids are always applicable.

:igé can not be reduced with Fortitude. The target is still mobile and conscious
s above Incapacitated but locked into the Amaranth. H the diablerist ever

uring this phase, no Mental or Social Challenges can target ehe diablesist, but he
cannot defend himsell physicaily. Any external attempts to attack him or pull
i away succeed automaticalty,
Once the victim is drained diy of blood and reduced to torpor, the final
ruggle begins, as the diablerist tries to ensnare the victim’s soul hefore ir escapes.
s effort is a Physical Challenge, and the victim is up three Traits on each
knga (nom-cumulative). The diablerist may continue rrying until he can no
nger match the victim’s Physical Traits. Success means the diablerist has won.
e ictim's body immediately begins to decay as its essence merges with thar of
diablerist. Failure means that the targer’s spirit flees into Finat Death.
“A character may have other characrers assist him in incapacitating his tavget
il even in draining the target of Blood Traits and health levels, but only one
ite can gain the ultimate benefits of the Amaranth. The seduction of the
ess is very strong, though. A character who wishes to hale diablerie after
ntering the third stage must spend a Willpower Traie and succeed in a Static
Mental Challenge against three Traits, or she will artempt to continue.

SUMMARY OF DIABLERIE STAGES
Stage Description Methad
Sl_’agc 11 Incapacitate Target  Beat ’em, stake 'emn, etc.
Drain Blood Automatic one Blood Trait drainedfturm
Dirain Health Levels  Physical Challenge against victing
victim cannot harm diablerist, but
diablerist cannot defend against
outside attacks
Drain Essence Physical Challenge; victim is up
three Traits,

BALCTING DIABLERIE
Bcfm Stage 3 No challenge required
Stdg,e Jor4 Spend a Willpower Trair and succeed in Static Mental
Challenge against a difficulty of three Traits.

“In the immediate aftermath of the Amaranth, the diablerist is filled with an
Gistic sense of joy and power, and he must make a Self-Conerolf Instinct Test to
id 2 frenzy of exultation in the experience of draining another’s soul. When a
inite diablerizes a vampire of equal or higher generarion, this “rush” is the only
E_fe of the Amaranth, a sensation to which some Cainites become addicred, The
wes of the act comes from the diablerie of a Cainite of lower generation (for
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example, an 11th-generation vampire drinking the blood and souf of mumhu
the Ninth Generation). In such a case, the diablerist effectively permimien
lowers his generation by one (i.e., gain a Trait in the Generation Backaro
Hfthe victim was of much greater power {five or more generations), the diahl:
may gain more than one generation, though this decision is ultimately up-{@ :
Storyteller, Alternatively or additionally, if the vietim was sufficiently powerfyl:
digblerist may experience a brief surge in his Disciplines (one or two fevels in on
two Disciplines, generally). Any Discipline surgesare grantedsolely av the Smlytd
discretion, and in no event do these honuses last for more than one scene,

CheE THORN

Many young vampires believe diablerie to be the pérfect crime. The b
destrayed in the process, making it difficult to secure enough evidence to sup f(
an accusation of murder, Diablerists quickly learn, however, thar there are
identifying those who bave committed this heinous sin. Storyrellers are encéus
aged o remember the horrific magnitude of the crime and ensure thar diablerie
never becomes a casual crime. R

» First, and most importantly, a character on the Via Humanitatis always 1o
ae least one Humanity Trait permanenty for commirting this ace, and he might
even more if the deed was especially foul — no test, no appeal. Even characte
following another road stand to lose a Road Trait for such a horrille crime, unle_
their road specifically condones it.

e A Cainite using the Auspex power of Sculsisht may detect diablerie 4

sampire’s aura for up ro three months after the diablerie was comemitted. Evide
of this crime reveals itself as black veins ninning through the offender’s aw

* Likewise, a vampire using the Thaumatirgy powerof A Taste for Blood may detect
diablerie the character has committed, regasdless of the centurics since the act:

o The Amaranth is usually a breach of the Tradition of Destruction, wh
prohibits the young from destroying the old. Evidence of diablerie might prmﬂoke
reprisals from other Cainites, although the exacr reaction will depend on:
individual. Lextalionis may be called if the matter becomes too public, althoug
craftier Cainites simply file the information for later use when they desire a boon
from the soul-sucker. The onfy circumstance under which Amaranth is s();m_tzmes
permiteed is during a blood hunt.

* Clertain legends speak of diablerists displaving some of the mannerism
their victims, especially if their victim was especially strong-willed ot i
significantly lower generation than the diablerist. Naturally, clever Storyt Hlers
will be quick to exploit this trait when dealing with habital diablerists.

CRUE FAICH

The best defensc the mortal world has against the Cainites is not fire or.stS
but sather faich. Trae Faith is a special power driven by the belief in a power, e

consciousness — sometimes even a purpose — that is greater than the bearet,

as such, it is not Himited to any particular religion. It is something that must he
coastantly fed by habit and practiced every day. True Faith is possessed by few;
most mortals who kave itaren’t very conscious of it because they focus on the go

fothers instead of the good in themselves, True Faith isselfless, hopeful, dedicared
il above all, rare. Still, in a time when the Church is both a spiritual and o

emporat power, there are enough true believers and holy people in the world to
ke True Faith a patpable threat to Cainites everywhere.

For most Furopeans, this faith is in Jesus Christ, but other faiths are equally

werful. Jews, Muslims, pagans and even heretics can have as much faith {or

-) than Christians, The trath of the belief is not as itnportant as the strength
f:the faithful's conviction,

Most Cainites will only come across True Faith when ¢hey do batde with the

quisition or other witch-hunters. Only mortals may possess True Faith — the
wbrace strips a vampire of the putity required for ie. Those vampires on the Road
Heavenwho devoutly helieve may oceasionally touch what surrounds the blessed.
“During the course of a story, 2 character may be able to develop True Faith,
though this should be the basis for an ongoing major ; subplot for the character.
Sharacters may improve their faith only with exceptional roleplaying and Story-
eller approval. The game uses for True Faith are covered exhaustively in Laws of
e Hunt {characters with the Merit: True Faith from that game are considered to

: one Trait of Faith). Some basic rules for faith are included here, though.

By brandishing his holy symbot, the bearer gains the Social Trait: Intimidating
vhen repelling the undead and warding off supernatural powers. If it is used to
tiike a supernatural creature, a holy symbol grants the extra Physical Traits
iwning and Searing, and it inflicts one level of aggravated damage.

- A character with True Faith may atternpt t0 repel vampires by brandishing his
oly symbol, invaking his belief (“In the name of . ] command you to be gone!”) and
atting for a Social Challenge. Success means thart the vampire must make a test for
otschreck or flee the area immediately. Failure means the vampire must still back off
Hfew feet and cower before taking action, and the vampire may not initiate any attacks
iiting the next tum, although she may still defend herself normally. A vampire may

ist this use of Faith only by attempting to overbid with Willpower. If she currently
sat least twice as many Willpower Traits as the opposing character, she remaing
affected. A charactes may attempt torepel multiple vampires witha group challenge.

It is much easter to Jose Faith than gain it. Any time a character fails a rest in
which True Faith was invofved, he has a crisis of faith, During such a time, he is

e Trait down on all Social Challenges for the remainder of the scene and unable
t invoke his Faith again unti} his Faith has been restored (Narrator's discretion).

ThE GIFTY OF FAITH
“True Faith grants mose than serengeh of spirit and the ability to sepel the
ndead. The faithful are often revered for the touch of the holy upon them. Whae
ﬂ)ﬂo_ws are a few potential effects — the Storyteller may decide to grant more as

the characters’ faith grows.
“ & A characrer’s True Faith rating may strengthen him againse attempts to
nfluence his heart, mind or soul with supernatural powess, including Dominate and
ence. This rating may cither be added 1o the difficulty of a Static Challenge or
i’e considered Traits up for the character. He may also add his Faith eating to his

tience rating when making a Conscience Challenge.




* Cainites cannot drink the blood of the faithful without great difficulty, A
vampire must ¢rink 2 number of additional Blood Traits equal €0 the i:hnraéte'
Faith rating just to gain one Blood Trait (so a vampire drinking from a nun i
True Faithx 2 must drink three Traits to gain one Blood Trait for his pool). Thige
of True Faith x 3 or greater have blood that is considered harmful to Cainité;. A
Cainite suffers a level of aggravated damage for each Blood Trait he drinks, and he
gains no benefits from the blood. L

¢ The faithful can cast out malign influences from a person or place, such
in cases of ghostly or demonic possession. The character makes a Static Soial
Challenge (adding his Faith rating) against a difficulty listed on the accompanying
table. This assumes that the character has the necessary teappings (salt, crucifizes,
holy water, etc.}). Without them, he is one Trait down in his challenge. o

Task Difficulty
Force a ghost to flee Ghost’s Willpower
Permanently expel a ghost Ghast’s Wilipower + 2
Force a minor demon to flee Six Traits

Force a major demon to flee Eight Traiss
Permanently expel a demon 10 Traits

Ward against Dominate

and Presence {adding Faith

rating to challenges) Six Traits

Banish effects of
Dominate or Presence Vampire's Wilipower
Sever a blooad oath 10 Traits

Inflict {Faith rating) levels

of aggravated damage to a

demon, ghost or vampire Eight Traits

» The faithful may cure injury and sickness simply by their touch. The blessing
grants a number of heatch levels for healing purposes only. For example, a patient
who has suffered lethat wounds 1o hisfirst Wounded level and received the healing :
tonch of a priest with True Faith x 3, the patient is granted health levels untilhe
is considered Bruised for the purposes of healing time and making his Static
Physical Challenge to recover. (In this case, the patient need only rest for a day.
as if he were Bruised, and his difficulty is three Traits.) If the granted levels cause
the patient’s health levels to rise above Bruised, he heals in a few hours. Highet
than that, and the patient heals instantly. These effects last only untit the patient
attempts to recover a health level {make the Static Physical Challenge). Th ;
power cannot raise the dead, but it can save the dying, and it works with illness oF
poison as well as physical injury. :

¢ Some of the faithful are sensitive to the presence of evil. With a stlcceSSﬂ_l
Mental Challenge, the character may sense the presence of a vampire, ghost 0
demon. This challenge is not affected by Obfuscate, Obienebration, the Srealt)
Ability or other means of concealment. This effect is not conscious, so the faichful

sy sense evil any time he is at peace, such as praying, reading, meditating or even
Jeeping. He may not sense evil presences while he is distracted {in a crowded

ket or a feasting hall during a revel) or while occupied (in debate or combar).
L character does not know exactly what is near him, beyond something unholy.
vt Storyreller discretion, another Mental Challenge may provide insight.

ROLY ITEMS3

The Faithfat can biess items by undergoing religious ceremonies involving
hose items, These scenes should be roleplayed out, if a player’s character is
svolved, One item can be blessed over half an hour. Only one blessing per session
i oceur from a given character, and any given item can hold only one blessing
atarime. Blessed items have an additional Bonus Trait {Buming, Searing, Blinding,
Sranding, Purging, Cleansing or Purifying) which may be bid ina Physical Challenge
Mving the irem and in opposition to a supernatural crearure. If the challenge
slost, this Trait is gone, and the item loses its blessing. If the chatlenge tssuccessful,
te item touches the creature, causing one level of aggravated damage {rather than
ifs normal damage). Bidding 4 normal Trait means that the item is being used as
normal, and it causes normal damage (if any).

Holy water will likewise cause aggravated damage — one level for a brief
splash, or one level per turn of immersion, although it does not gain any Bonus
Traits. Supernatural creatures handling such objects for extended periods of time
may cause them to Jose their blessing.

“ This power is not completely limited to characters with True Faith. A devour,
honest priest has a lesser version of this ability which allows him to bless holy water

“or the wine and wafers of communion,

RELICS
“. Special holy items, relics of antiquity, hold further special powers, such as healing
or blessing. These items are extremely rare, imbued with the faith of the masses over
the centurics, and the Storyteller must approve their entry into the game, as well as designate
heir special abitities. They are usually kept within special pratective cases called
reliquaries. Many medieval churches have at least one velic (sometimes of dubious

origin). Their power level varies according to the Faith surrounding eherm. The finger
_b_one of a little-known saint will hold less power than a splinter of the True Cross, for
example, Some charlatans pedidle fake relics, such as animal bones for saines” bones,
tags for the mantle of the Virgin or splineers claimed to be fragments of the manger,
Strangely enough, however, these false relics may develop their own Faith rating and
me measure of holy power over time and with enough reverence of the faichful.
2 Not every relic is necessarily an ancient artifact. Holy water, the sacramental
wine and bread and the badges of pilgrims can have Faith ratings and act as relics.
Not every relic need be Christian -— pagans, Jews and Muslims all have sacred
abjects that are precious to them and their faithful. The exact effects of their relics

Are up to the Storyteller.

The touch of arelic inflicts aggravated damage on supernatural creatures and
auses them to flec if they fail a Courage Test against the level of damage they take.
his level is determined by the Storyteller, although a maximum of four levels is

Tecommended. Other powers that the faithful may cali upon from the relic should




. Grain perceived as such, or no longer be worthy of the appellarion. The pain and
Grail will care all illnesses, while a feather from the wing of Archangel Gabri Saiof Status is generally grist for the rumoor mill, and any adjustment of someone’s
might instill a great Leadership Ability on the owner. Unless desecrated, a relicwill stus should be spread, afong with rumors as to the reason for the change, so that
not lose its holy power. i can share in their glory or humiliation, This is not to say that every tittle change
hOLY GROUND spenditure of temporary Traits needs to be broadcast, but any vampire with the
Churches and other similar areas of faith {mosques, shrines, H\()'na-‘;tef.leﬁ.}.]1"33.“,. palitics Ability can gauge the reputation (permanent Status Traits) of another

have astrone backor o T : Cainite based on observing the overall reaction of others around her and the rumors
]-L: ,--l(,;“ \,r,lil' (i g, Om\}d Offlj itbﬁ_ﬂrm)‘ndm(: Supernatural creatutesare wary ofsuch e nay have heard of her. Consider it downtime stuabl tatl, if you will. A player can
Hlons. VAMPIES MUSt meke & successful Courage check o enter such areas (th ect a rruthful answer when inquiring about a Cainite’s Status in such a manner
difficutty of which shoud be set by the Storyteller based on the level of Faith he deding RPRELE o ! B HDOHE A T o '
the property to hold). While they are in the area, they are considered one Trait dowry: >AINING AND LO%]QG $CAC“$
M ~hallenoes € haracters wi i . . ) -
onalt dlfl!;lng(,s. ({lhamutln(,rs with True Faith are considered to have one Bosws Trait i smaller games, the Storytetler is generally responsible for tracking the
on any chaflenge they make while on holy ground that is consecrated bas ' Fo AR SIOATIEL BALIES, PS5 e it ¢
retigious beliefs. All blood expenditures d yﬁ] o while : hol ectited based on q“’ Spatus of Cainites and deciding who is worthy of reward or scorn. Larger games
P ll ' 1} s 0 ' (suct P A h(;)u th rile onholy ground, and perception: ally allow the Storyreller o step back and allow the playets to supervise such
affecting Disciplines (such as Auspex and Chimersiry) suffer a two-Trai : S e P AR A ' AR o
- - stry) ¢ - Trait penalty, ) N o oo
R : iateers, however, while maintaining an arbitration position in the case of debates.
The ashen priests of the Road of Heaven supposedly know rites rhat allow : ’ : ’ . : )
devout vampires (o enter holy ground withoue discomfort, bue they do not share
sthese with the unfaithful. S

SCATUS

Status is the central focus of many Cainites” existence. [t represents the’
amotmt of power and social prestige 2 character has within vampire society. Those
of lower status are expected to respect those of higher status. As one’s status
increases, one is granted more respect and deference by other Cainites —and one:
may become more of a target as well, Wichin a city, the prince typically (although
not atways) has the most status. Neonates generally have little status, while’
anarchs and most Caitiff have no seatus. In between are the power-hungry ancilke
and elders who continually jockey for positions in hopes of increasing their statu

represent the attributes for which the item or saint was revered. A sip from the Hi

. Onee released from the strict supervision of her sire and “acceptec "y aprince,
i accordance with the Tradition of Accounting, the new neonate acquires single
Status Trait (usually Acknowledged, although her behavior during the period of
Accounting may merit a different Trait). Characters normally begin play with this
single Status Trait. During the course of the chronicle, the vampire gains or loses
Status according to her actions and the views of the ather vampires around her.

~ Status is typically gained less frequently than it is lost. In order to gain status,
the Cainite must demonstrate o the other locat vampires that he is worthy of
increased respect. In other words, it is often a matter of going beyond the “call of
duty.” Simply oheying the Traditions und laws of the focal prince is not enough —
every Cainite is expected todoas much. In addition to maintaining the reputation
that he already hus (for example, remaining faulthess and just, i he is considered
Faudiless and Just), he must further demonstrate that he is worth additional regard.
The character must go beyond himself in the eyes of everyone.
Srasus can be lost for a multitude of reasons, such as making an enemy of an
‘elder, ignoting a boon or refusing to recognize another’s status. Cainites can also
lase it because of breaking any of the Traditions o commitiing diableric — if they
“are caught and are still ayound, thac is. Obwviously, if you are going to commit any
“of these actions, it is best to do so suns withesses.

The socto-political manipulation of vampires by other vagpires is governed;
in general, by asetof unwritten rules that have been developed over centuries. The
weight of the ancients often helds the system in place as it is to their advantage .t(l
ensure their hold over others is secure. Censure against those who buck the sy:-:.'ceiﬁ'
can be harsh, sometimes fatally so. o

A character's status is represented by a list of Traies. These Status Trais ar
awarded ro rthe vampire for merirerions deeds or are indications of the value placed on
that vampire by the other Cainites of the city. Such awards (or the loss of regard) are
typically a matter of public knowledge and the awarding or stripping of Status is usttally:
quickly spread through rumor or via public snnouncement at a gathering of Cainites.

/ Sample Status Traits include: Acknowledged, Admired, Adored, Cherished,
Estwcemed, Exalted, Famous, Faultless, Feared, Honorable, Influential, Just, Praised;
Renowned, Respected, Revered and Trustworthy. -

_ Note that a character may never gain more than one pertanent Status Trait
-perstory. There is only one exception to this rule: if the prince awards or sanctions
an additional Trait. A character can lose any amount of Status Traits ai any time
-+ the higger they are, the harder they can fall.

- U$ING $TATUS

There are two types of Status Trait: temporary and permanent.

Permanent Status is recorded on the character sheet, and aloss or gain of such
Jis recorded directly on the sheet. It represents actual standing in Cainite sociefy.
No matter how much temporary Sratus has been used during the course of a story,
it hug no effect on the permanent total. A Cainite can use afl of her temporary
Status Traits and stili be considered 1o hold afl of her sranding.

While the structure of Seatus has a rather codified set of rules, the dynamics of.
the system should be roleplayed. Seatus is a social convention. Vampires don't:
actually keep a written list of which worthy holds such-and-such Status. Rather, :
character’s Status Traits hold roleplaying keys for how a character is pcrcciV_é(fs'




Permanent Statusis a measure of a characeers credibility. Inany situation wher,
rhere is an open debate berween Cainites (one Cainite’s word against another);
Status is used as a desermining facror. The same is true in the case of accusing another
of a crime for which theze is no concrete evidence. 1n all such cases, the character
with the most Status is the one whose word is accepred. I there is a tie in this case;
then the character holding the most temporary Starus Traits holds the advantag,

Anyone of higher Status may remove pertnanent Status from those lower than

herseif at a cost of one permanent Status Trait per Trait removed.

A group of lower-Seatus Cainites iy strip permanent Statusfromone ()fthé[i’ g
clan that has hu,hu Status by expending a group total of pertanent Starus eqm!_

to their rarger’s permanent Status.

Temporary Seatus Traits ave directly refated to permanent Sracus Trairs and.

carry the same Trait names. They may be represented by Status cards to keep track

of them more easily. Each card should record the Status Trair and which character:

it belongs to. The foss or use of temporary Status Traits usually lasts anly for the

duration of the story, and the player can regain the use of all of his cards when thc._'

next story begins.

It the Cainjre is stripped of permanent Sratus, then the temporary Starus Trait,

directly related ro it is removed from play, no matter who holds the Traitas present.

If another vampire currently possesses that Trait, the borrower must approach thc g

vampire for a replacement Trait.

Example: Kharkas is considered by Cainite society 1o be Acknowiedged, Feared
and Trystworthy. These are his permanent Status Traits and ave vecorded as such on his -
sheet. At the beginming of the giime, the player holds three emporary Statis cands, each

with the name of Kharkas and the name of the Trait. Even if Kharkas expends or loan's
caway all of his cards, ke is still considered to have three permanent Status Traits. [f he is
lwered in seanding (Trustworthy is stribped for him breaking his word to the prince),
then the comesponding temporary Status cavd is also lost,

Following are examples of the use of Status Traits in the course of play. The .
expenditure or use of a temporary Status Trait means thar the character can no.

longer use the card in play and should hand it 1o a Nareator.

A temporary Status Trait may be bid in a Social Challenge, in the place of a ™
Social Trait, if the situation is applicable, Temporary Status Traits can also be
expended wo gain a Bonus Trait in a Social Challenge. If the Trait has been bid in
the challenge, it cannot also be vsed as a Bonus Trait. Any number of temporary -
Traits can be expended in this way, as long as they are applicable to the chalienge:. .
(Note: Temporary Status Traits cannot normally be used in challenges refated to

Disciplines, unless all players are agreeable to such a use. If there is any doubt, the
Narraror makes the call.)

Anyone with more temporary Status Traits than another may remove
temporary Status from that vampire ar a cost of one temporary Seatus Trait per
temporary Trait removed.

[f a character has more than double the amount of permanent Scatus Traits

than amother member of her clan, she may award a permanent Starus Trait 10 er o

clanmate at the cost of one temporary Starus Trait,

The prince of a city may award permanent Status Traits to any vampire at the
cost of one temporary Status Trait per permanent Trait awarded. If he wishes to
award more than three permanent Starus Traits to asingle Cainite in asingle story,

he fourth and subsequent Traits will cost the prince permanent Seatus Traits
instead. e can also remove permanent Status from any other vampire for events
that occurred in his domain for the same cost.

A Cainite can show her favor or support of another vampire by loaning him
atemporary Status Trait, although the recipient mast return the Trait immediately

- upon the asking. While he carries that Trait, he may use it as one of his own, after

which it is gone for the duration of the story, returning to the benefactor at the

heginning of the next story. A vampire may loan only one Trait to any given
" vampire in this fashion, although she can make one-Trait loans to mulgiple

different vampires. This is the only way a character’s temporary Status can rise

above her permanent Status rating, barring Prestation.

A vampire must possess at least one Teaitof Status {permanent or temporary,
even if the temporary Trait has been Joaned by someone else, or is due to holding
aboon) to petition the prince for any reason, such as asking for feeding grounds or
accusing someone of a crime.

IGNORING $TATUS

A vampire can choose to ignore another vampire’s Status in general or a
specific use of Status against her. For example, a player may refuse ro accept the bid

~ ofaStatus Trait in a challenge where Starus would normally be acceptable as a bid,

orhe could refuse to atlow Traits to be added from his opponent’s temporary Status
Traits in the case of a rie. By doing so, however, she risks the wrath of society.

The structure of Stazus has been followed for so long, it has become a precious
social convention, and by ignoring the Starus of a single vampire, she symbolically
innores the Status of all vampires. This can result in the loss of her own permanent
standing if rumor of the offense spreads, especially if the offended Cainite is of
higher Status than she. Should she be distespecting the standing of a lesser Cainite,
the loss of her standing may only be temposary (that is, the loss of a temporary
Status Trait for the duration of the story).

OUT¢ASTS AND $CATUS

It would seem, on the surface, that the Autarkis and Furores have little to
worry about. Given that they do not follow the mainstream society and have lirtle
regard for these social systems, they have no Status to lose. Some outsider groups
do have their own versions of Status, often variations on the mainstream, but
equally likely g0 simply be a pecking order. Having no Status often hurts more than
it helps, though.

Elders almost never grant favors to outsiders, rarely give them the benefit of the

- doubt and are much more likely to vent their full weach on them. Itisso much simpler

{and more socially acceptable) to pick on those who have no political backing.
Additienally, it is not uncommon for a prince to turn a blind eye to the m urder
of a Cainite with no standing, even if such a musder is done in breach of the Second
Tradition. A Cainite who has shunned the normal protections of social convention
has clearly decided that he can survive withour the benefits of civilization, whether

R




of the populace (i.e., the Cainice was stripped of all Status for his behavior), Tl
respectable vampires deserve priority attention over the rabble g

Alehough paying lip service to the elders has its price and bisids
vampires into a twisted dynamic structure of debt and unpredictable's 'Ilcrs'l'y '
the henefits are usually worthwhile. Cainites can expect the peacé of ¢ ot 1’31.
under the Traditions, can ask protection of their elders ;gaid the ld p“}?_-ce il
doubtand be granted favors. Therefore, it is considered pn,micnt tc.) h'u)fc‘m;r; o
permanent Trair of Starus and to respect the Starus of other vam[;irz-? E'ed

PREJTATION

Prestacion is the art of cutting a deal, an invaluable resoutrce for thos hi
know how o use it. Consequently, those ignarant of its -,.1pplica.tic}ns'f;‘.;.h al
b.\m'va?‘e. Technicaily, prestation is defined as the system through which on
Cainite becomes officially indebted ro another for services rendered. In et i
it is something much more complicated — and deadly. R

. Resp;ct is given to a vampire who can hold many others in his debt, and mian
i NS o) 11 = T - T e ] . .
ptinces rule by virtue of the number of Cainites that they have in their pockers

S - . A T P v
Such a Cainite bas many favors to call upon, and is treated with some degree’af

social deference, which is teftected in the rules of this game by adept vampire

gaining the ability to use the temporary Starus of others as if it w.cre their or\»."np Fo

thsc who are in debr, the social stigma artached to their admissions of weakness
is reflected in how they have less temperary Status Traits Witl‘l % ".h hey car .
manipulate others, ‘ e ie') :

ACChE TABLE

When striking a deal, the players should make clear who is doing thc“favor-
{the “besrower™) and who s receiving it (the “receiver”). Except in the c.a ;
mutual favors, such is always the case, The receiver owes a boon to the bestc;we
and thae boon muse be eategorized at a fevel of debt. The agrc-e.mcnr Htlu\‘.: b
amenable ro all Cainites involved in the deal. Most deals are a.ccompanicd by th
hestower's reguitement: “You inay not take any physical action agaim:{ me for th
duration of this boon.” Wise Cainites get agreements in writing. | .

. A deal does not have to be a formal, pre-arranged contract. Many Cainitt

gain prestation over other vampires by being in the right place ar the right time 4 d
hf:mg able to pull the potential receiver out of the fire, even if they have setup the
S.I[u:lti()].‘l themselves, Underhanded? Perhaps, bue vampires aren’t sweetness and
light, remember. Aslongas the rest of sociery recognizes thar the bestower has.gosﬁe'
out of his way to help another Cainite, that poor sod remains in his debt o SOt
degree. Therefore, the tevel of debt is sorred out after the favor, rather than before,

BOON TRAITS

Each level of boon has a corresponding Trait level, one through five Trd
J‘respccti\-'eiy. A favor is considered as valuable as the number of Traits assigned to
1F. A minor boon {two Traits} and a major boon {three Traits) are fair commpensa’
tion for a lite boon (five Traits), for example. To illustrate the relative value of
these boons, refer to the following examples: | .

Trivial (one Trait) boons are one-time favors, such as protecting someone
the evening, aiding someone by using a Discipline or supporting another’s
slitical move.

Minor {two Trair} boons can cover more than an evening and usually entail
1e sO1t of inconvenicnce, such as allowing safe passage through 2 hostile city,

aling crucial information or disposing of a minor threat.

Major (three Trait) boons usually entail a great expenditure of time and

spurces on the bestower’s part. The effects of the favor usually last for many game
wcsions. An example of such a boon is reaching the receiver a new Liscipline or
jal, or purchasing a tavern or inn 1o serve as his new haven.

- Blood (four Trais) boons occur when the bestower places herself in a
otentially life-threatening situation in order to help rhe receiver. Hence the
sime “blood boon™ The bestower is willing to shed her blood for her receiver.

" Life {five Trait) hoons involve the bestower actively risking her immortal
yistence for the receiver that the receiver may live.

It is abways possible that a concrete deal can be cut between fwo vampires on
pecific terms, such as loaning a Trait of Status in recurn for Joaning a Trait of
rifluence. in such cases, prestation need not he applied. 1f, however, there are
fiscrepancies in the ability of one side to pay up part or all of such a deal, the

estation may be made applicable. An example might be a Cainite who can
currently afford to lend only two Traits of Influence, but needs to hotrow five Traits
from another vampire. In this case, the debtor is going to be three Traits (the
equivalent of a major hoon) in the hole, Debating the relative meric of other types
of favors is all a part of roleplaying prestation.
“ The player of the receiver then hands the player of the bestower a number of
his character’s wemporary Status Traits equal to the level of the boon. Unlike a
tiormal loan of temporary Status Traits, this number can exceed one Trait, and the
“Boon Traits” remain with the bestower until some or all of the debt is repaid. The
teceiver may not ask that Traits be seturned until the boon is settled.

The bestower may continue to use the Boon Traits just as she would any of his
wn temporary Status Traits, including using them as collateral for other boons or
Tepaying hoons of her own. A Boon Trait imay change hands many times before it
is returned to its owner, and it behooves a receiver to keep track of who currently
holds his debr. While normal loaned Traits would return to the one who Toaned
thém (at the beginning of the next story), however, Boon Traits return to the
bestower who held them at the end of the current story, ot the receiver.

. Hthereceiver does not have enough temporary Status Traitsto he able toback
iip his boon, he cannot expect the favor to be granted, Boons over other vampires
“geant social power and prestige and arc rreasured. The “empty” words of an overly
indebred vampire, or an anarch of no standing are unlikely to persuade an elder to

“g0 out of her way 1o offer aid. Conversely, o vampire who deliberately places
3 ¥

anather in debt to a level thatshe cannot back with temporary Sgatus is considered
foolish by his peess. e might face aloss of Status himself (remporary or permanent,

“depending on how humiliating the situation was) and find the whole deal

“considered null and void by his peers. Choose your chumps wisely.

R G




'mgg.. A Discipline that allows for an ;1d(litional‘ action (as opposed”ul)( %115{ a\nj
fional artack using thar Discipline for resolution) allows you to take hru
jtional steps in that action, and so on. Ifa churacte‘r takes more th;_m.(}m step
4 gnr.en turn, he is one Trait down in all Physical Challenges rhat tum.

¢QUIRED ABILITIES

'11.1 some sections hereafrer, it is mentioned that in order o "FCCWC a bm}\“; (Jr
aability, you need to bave acertain level of an Ability. Thissimply means t \;
ot character needs to have that fevel of Ability on his sheet at the beginning '()‘
the session. For example, if you need to have three Trairs of Me!ee', then as lon;;g a8
-reharacter has three Traits of the Melee Ability before expending any of them,
si he can use that effect regardless of his current level of thar Ability.

ONTESTS OR WILL
Contests of will are an ancient tradition in Cainite socicty. They ocar when two
wipires lock eyes to intimidate each other, with the idearoforce tht? other u)Aback.d()WLT
freaconflict actually comes to blows. Success inacontestof wills isdetermined in {)‘m
two ways. First, it is highly recommended that thisaction be }‘(_)lepkaycd out 1-iu:lA1'er-r.mn
sting to rules. In this case, ifone of the plnyem relents while .z'oleplawutng t-m, imt‘l;;ln:
isopponent wins. ifa quick result is needed, a Social Challenge is used to dctcrmm\ﬁ u:
ctor instead, with the loser breaking eye contact and losing the contest. The ()L]tL()Il‘IAL‘
of this challenge, with one Cainite leaving with his tail between his legs, holds more

eight in many vampires’ eyes than actual physical combat.

URPRI3E

“Haplayer does not respond within three secondsofa Pl‘}}*eiicall (:.l'l‘('i“cl}gti hcm.gT
declured to him, the character is considered to bhe surprised. Sometimes a pia\,«;:r‘ is
busy with another activity or is playing a character whao is not ps.t-:pm‘(:(i f.o.l ‘rl“l}
tack. 1t's highly improper to sneak around whispering challenges in the hope o

PAYING ThE PIPER .
The only noroeal way for a receiver to rid himself permanently of i
repay or ignere the favor. Repayment is usually resolved through 1
Typically, vampires repay their debts by performing equivalent §;
bestower is in sufficient trouble, however, the receiver may be able to bargai
a greater level of repayment, possibly even turning the rables, Everything:
on skill ar bartering. o

By ignoring a favor, the receiver not only loses Status (i anyone finds oig
it), but also risks the bestower’s ire. If the bestower is a minor Cainite,
may only risk the loss of remporary Status, If the bestower has consider
influence, however, word of the recejver’s offense could spread, causing the
permanent Status. lgnoring a major (or greater) hoon can result in the loss 0
rhan one Trait, Breaking boons is considered a major slight among vamipire

It is possible that the receiver will attempt to rid the world of his be
rather than repay the favor. The bestower can use her requirement of non-g
as protection from harm — such a breach of convention is considered thé
of rudeness and aseriouschallenge 1o the status system. Also, the receiverc
faces the wrath of the prince if the bestower is killed in breach of the'
Tradition. Receivers are often the first vampires investigated in the case abtly
death of elders. If a bestower is killed, any Boon Traits she holds return :
recejvers (at the beginning of the next story). ' :

-

If a reeeiver is kifled, any temporary Status Traits that come from
character are removed from play. Likewise, the removal of permanent Statu frof
a receiver for bad behavior also results in the removal of temporary Status T}
from play, This can cause a cascade effect of credit and debt in some Cases
Cainites scramble to ensure that their structure of social power remaing-ing
Those who held a murdered Cairite in debt will want ro know who was respornisi
for their loss of power. 1f the receiver is still alive, a bestower will want to ko
he can still uphold his debt (with another temporary Starus Traic}, and i not
what does he intend to do about resolving the issue.

COMBAT

Camhat is the usual intent behind Physical Challenges. Essentially,
involves two characters in physical conflict. The players agree what the QUECODS
of the challenge wilt be should each win, cach player bids an appropriate Trait; & i
a test is performed to determine the actual owtcome.

catching someone by surprise. ‘ . .
‘Surprise gives the challenger an initial advantage, If the surprised ,Ll(i endet
ws the challenge, the challenger cannor be hasmed by the dcfender:.s ac?tm%l.
wrthermare, if the challenger loses the test, he may risk an additional Trait to gan‘i
second challenge in which he may not be harmed. After this second clmllcalag(.i
egular challenge rules resume. Overbidding is permitted for both challenger and

chalienged in surprise situations.

FAIR €$(APE
" Fair Escape is a simple rule that allows characters to escape from pt.}tegr.lailvg‘r
angerous situations without their players actually having to hound over fur nifure
F dive out windows. This rule also aliows players to avoid combar without going
through cumbersome challenges to see if they can get away. "
 When you use this rule, you can call “Fair Escape!” any time Ym;;( :(; (:30}[:
st be

The agreed outcome is often that of the loser heing injured. This is notth
anly possible result, however. The ewo parties can agree to nearly anythiﬂ{a’»;f“.)1
tripping an opponent to throwing him from the parapet, or a mortal, wictin
escaping from the frenzied Cainite attempting to feed on her.

MOVEMENT —~ THE THhREE-FTEP RULE

Anyone inor just entering combat is subject to the Three-Step Rule. YG.L%.EII = 0
take up to three steps during any combat action and still ateack. Moving one 8
. . . + . . H L i
is considered walking cautiousty, two steps is moving direcely and three step

player approaching with whom you do not wish to interact. (}nc.c :
iscape,” you may leave the area without being pursued. Several guidelines

followed when using this rule, however:




{within mnvusatloml dist: IDCL) In bULll Cases, you must initiate a Lha[ien
01du 0 ﬁw Uw COMIMON $ense in pidus whu'e there isa great dml o{ né

° S;tudtmns that mvoive an ambush (all exirs b]ULRLd or 111(, tqu
surrounded) or ranged weapons can sometimes negate the use of Rur Eseq
Apain, use common sense.

* A character usmg Umeen Presence or %imilar ;mwcrs mfiy cmpld

by a(llvrltm;, l]lL[l spu,d thune a Lh.i[luagc is 1111t1<1tL(I 1f swual Lﬁdr-
using supernatural speed, whoever uses the highest level of speed wins (all:
to the fleeing party). Thercfore, a character using Basic Celerity cannot I air bscap
from a character using Advanced Celerity. .

These rules are meant to hasten play, not complicate ic. Always riy to.emyp
conumon sense when using Fair Escape. As a rule of thumb, if it takes s
minutes to explain why a Fair Escape would be justified, it probably is not.”

WEAPONY

For obvious reasons, no real weapons are ever allowed in Mind's Eve Theats
games. Even non-functional props are forbidden if they can be mistaken fo
weapons, This system does not use props of any kind, nor are players requ
alowed) to strike one anather.

a weapon Lazd in your hand, you are unmdut‘d 0 be h()ldmg l’h(, we 1pun

A weapon gives ies wielder extra Traits for combat or other z_%)p_fﬁp
challenges. Each weapon has ene or nore extra Traits thar may be used in
challenge in which the weapon is employed. These Traits cannot be used
initial bid. Instead, they add to the user’s Traits in the case of a tie, In addition,
weapons have special abilities thas may be used, such as causing extia l :
damage or affecting more than one rarget.

Some weapons have Negative Trairs that can be used by th(. wi
npp()ncnl in pleuscly ik same way as I(‘g_,llldt‘ Ncg,rltwc Traits. Addt[mnally:

conjunction wnh Potem ahove the ]DtLﬂﬂLdldli lchl

Concealability

Each weapon has a Concealability rating, If the weapon cannot be
able or you do not have the proper costume to cover the weapon, it shou
cartied in your hand, or the card displayed on the ougside of your costume, perh'lp
pinned near the hip to show that you have a sword slung at your waist.

Any character with the Investigation Ability may initiate a Mental Chd”
to notice if someone is concealing a weapon or other items. The defendet:m
retest with Stealth i he is aware of the scrutiny and is actively L()llt.é,“’lhﬂg b

resence of the items. A physical search of the character normally reveals hidden

capons automatically without a test.
Availability
Possession and ownership in the Dark Medieval are privileges, not rights, and
au; eserved for those of status. The availability of weaponty is often restricted to
se few who have either access to equipment through a mentor or belonging to
anding army, or those who have Resources of their own.
The Availability rating of a weapon shows the average minimums requived to
bain a typical example of the weapon listed, as well as the comparative rarity of
tem. Fven if the character bas the resources, it does not follow chat the item
- necessarily freely available o him. .
As ever, the Storyteller is the final arbiter as to the cost and availabitity of any
em in the game. The Storyteller may rufe that sub-standard weaponty is available
note readily and at a cheaper price, bur this second-hand, battle-worn rubbish will
pically have one or two fewer Bonus Traits andf or one or two more Negative Traits
e Pragile or Clumsy). Ammuaition for ranged weapons brought “on the cheap” is
stially inaccurate, and it places the archer one to two Traits down for the chullenge.
uch should be noted on the item card for the specific weapen or amunition.
Bidding Different Traits
2 “During a normal hand-to-hand fight, characters bid Physical Traits against
heir opponent’s Physical Traits. If a characeer is using ranged weaponry, and she
he Archery Ability, however, she can opt to bid Mental Traits instead. If the
pponent is attempting to dodge the ranged weapon, she bids Physical Traits. This
tance is one of the few in which Traits from different Attribute categories may
wsed against one another.

_$P€QIAL WEAPON (APABILITIES
Some weapons have special abilities, allowing an ateacker to inflict extra
lamage, ignore certain type of p;‘orcction or strike multiple opponents. Such
owers are indicated under the weapons’ individual descriptions.
. Armor-Piercing
= Although they do not mflict extra damage, armor-piercing weapons ignore
iny defense from armor.
" Destroy Shicld
A weapon capable of destroying ashield penetrates it automaticatly and renders
tUscless after three successful blows, regardless of the size or strength of the shield.
Incendiary
Some weapons burn the target, causing aggravated damage to Cainites and
ethal damage to mortals when ignited. Incendiary devices may cause ongoing fires
Storyteller’s discretion), but they typically exringuish after one successful strike
d thus one rurn of burning damage. Fire circumvents all protective armor. See
he Health section for more deeails.




Speed

In close combat with someone whose weapon has a Negative Trait of Sl
Heavy or Clumsy, you gain one additional Bonus Trait, pmwdui you have ag
one level of the Melee Ability.

Spray

The weapon can strike up to three closely grouped eargets at once, as long a
are more than five feet from the atracker, Make one test against all cargets simultaneay ly
Each rarger that fails the test takes the weapon’s damage. The attacker risks one Traif fo
each target in the group, and loses one Trait for each target who avoided th ddmag_,

Staking

Staking weapons paralyze vampires when a successful blow penetrates o
heare. The attacker must win or tic two Simple Tests to successfully stake
vampire. See “Staking” under the Health section for more details.

Two-Hand Requirement

Characters mustemploy two-handed weapons with both hands rc.gardlusoftheﬁ
strength, meaning that they cannot also make use of a shield or a second weapon:

NELEC WEAPONS

Al melee weapons use the Melee Ability for retests. Unless you have at least
one level of the Melee Ability, you cannot claim any Bonus Traits from the weapot,
although all other Traits of the weapon are applicable. :

Broken Bottle
Bonus Traits:
Negative Traits:
Concenlability:
Damage:
Availabiliry:
Knife/Dagger
Bonus Traits:
Negative Traits:
Concealability:
Damage:
Availability:
Wooden Stake
Bonus Trairs:
Negative Traits:
Concealability:
Darnage:
Availability:
Special Abilities:
Club

Bonus Trairs:
Negative Traits:

Concealabitisy:

1

Fragile, Shore

Pocket

One lethal heakth level
Any

2

Short

Sleeve

One lethal health level
Resources 2, Common

2

Shont

Jacket

One lethal health level
Any

Staking

2
Clumsy
Jacket

Pramage:

Availability:

Torch

Bonus Traits:
Negative Traits:
Concealabiliy:
Damage:
Availability:
Special Ability:
Mace

Bonus Traits:
Negative Traits:
Concealability:
Damage:
Availability:
Small Axe
Bonus Traits:
MNegative Traits:
Concealabilicy:
DPamage:
Availabitlity:

Special Abiliries:

" Shortsword

Bonus Traits:
Negative Traits:
Concealabiiity:
Damage:
Availability:
Special Ability:
Fencing Blade
Bonus Traits:
Negative Traies:
Concealability:
Damage:
Availabiliry:

Special Abilities:

Morning Star
Bonus Traits:
Negative Traits:
Concealability:
Damage:
Availability:

One bashing health level
Any

2

Clumsy

Cloak, until it

One bashing health level
Any

Incendiary, when it

2

Chemsy

Long cloak

One bashing health level

Resources x 3, Uncommon

2

Clumsy

Long cloak

One lechal health level
Resources x 2, Common

Destroy Shield

2

Short

Jacket

Omne lethal healrh tevel
Resowrees % 3, Uncommon

Speed

3

Fragile

Long clozk

One lethal health level
Resowrces x 3, Uncommon
Speed

3

Clumsy

Long cloak

Two bashing health levels

Resources x 3, Uncommon




Special Flaw: Any strike that misses requires the wield

wielder, causing full damage.

Spear/Staff{Pitchfork
Bonus Traits: 3

Special Abidiry:
Two-Hand Requirement
Broadsword/Lonpsword

Bomnus Fraies: 3

Negative Traits: Heavy

Concealabilizy: Long cloak

Dimage: Two fethal health fevels
Availabiliry: Resources x 3, Uncommon
Battle-Axe

Bonus Traits: 3

Negative Traits: Clumsy, Heavy

None

Concealability:

Damage: Two lethal health levels

Availability: Resources x 3, Uncommon

Special Abiliry: Drestroy Shield, Two-Hand Requirement
Lance

Bonus Traits: 3

Negative Trairs: Heavy, Slow

woeden-tipped and sharpened)
Greatsword/Polearm/Scythe
Bonus Traies: 4
Negative Traits:

Chansy, Heavy
Concealability: None
Damage: Two lethal health levels

Resources x 4/3/1 respectively,

Rare/Uncommon/Common respectively

Availability:

Special Ability: Two-Hand Requirement

er 10
Simple Test. If this test fails, the weapon str

Staking (if woodlen-tipped and sharpened)

ROWING WEAPONS

These weapons use the Athletics Ability for combat retests. Unless you have
Vone level of the Athletics Ability, you cannot clainn any Bonus Traits from
although all other Traits of the weapon are applicable,

weaporn,

: Thmwn Rock

Negative Trairs: Heavy snus Traies: 0

Concealability: None Negative Traits: Clumsy

Damage: Twao lethal health fevels {(bashing for a staff) Concealahility: Pocket .
Availability: Resources x 1 {NfA if Staff), Common . Damagc; Oine bashing health level {presuming

a fist-sized rock)

o

Availability:

Any
“Thrown DageerfKnifefete.
Bonus Traits: 1
Negative Trairs: Clumsy
Concealability: Pocket

- Damage: One lethal health level

Availability:
Greek Fire Flask

(inchudes any medieval variant of the Molotov Cockeail)

Resotorces x 2, Common

Bonus Traits: 2

Fragile

Jacket {until lit)

One aggravated health level

Negarive Traits:

“Concealabilivy:

" Damage:
Availability:

- Special Ability:
Thrown Small Axe
" Bonus Traies: 2

Resources x 4, Rare
Incendiary, Spray, Two-Hand Reqguirement

Concealability: None _ : - Negative Traits: Clumsy, Heavy
Damage: Three lethal health levels {bashing if hluneed) 8 = Concealability: Jacket

Availabiliry: Resources x 2, Uncommon o . Damage: One lethal h‘f"‘m‘ level
Special Ability: Mounted, Speed (if charging), Staking (if Asvailability: Resowrces x 2, Common

Thrown Spear
. Bonus Traits: 3
Clmsy, Heavy
None

- Negative Traits:
. Concealability:

. Damage: One lethal health level
Availability: Resources x 1, Common
~ Bpecial Ability: Staking (if wooden-tipped)
RANGED WEAPONS

i i . 9 a P e ] A
This category covers non-thrown projectile weapons other than siege W;. I
onry. They use the Archery Ability for reeests in combat. Unless you have at leas




one level of the Archery Ability, you cannot claim any Bonus Traits

Crossbow
Bonus Traits:

Negative Traits:

Concealabiliry:
Plamage:
Availabiliey:
Armmanition:
Rare:

Special Abilities:

Shorthow
Bonus Traits:

Negative Traits:

Concealability:
Damage:
Availabifity:
Ammunition:
Rate:

Special Abiliry:

Longbow
Bonus Traits:
Negative Traits:
Concealability:
Damage:
Availability:
Amimunition:
Rate:

Special Abiliry:

ARIMOR

weapon, although all other Traits of the weapon are applicable.

2

Heawy, Slow

None

Two lethal health tevels

Resources x 3, Uncommon S
Bolts (dozen) — Resources x 3, Uncommon.
One shot per action, one action to reload,
Destroy Shield, Armor-Piercing, Staking (if
wooden- tipped), Two-Hand Requirement .

Z

Fragile

Long cloak

One lethal healeh level

Rescurces x 2, Uncommon

Arrows (dozen} — Resources x 2, Uncuunm.m'
One shot per action
Armor-Plercing, Staking (if wooden-tipped);-
Two-Hand Requirement

3

Fragile, Heavy

None

Two lethal health levels

Resources x 2, Uncommon

Arrows (dozen) — Resources x 2, Uncommott

One shot per action
Deseroy Shield, Armor-Piercing, Staking (if
wooden-tipped), Two-Hand Requirement.

Since it stops incoming damage, armor effectively grants a character additio

Armor has several different Traits for game purposes. Health levels indicate how
¥ Jevels of damage the armor can absorb before needing repair. Negative Fraits
b drawbacks a wearer gains for donning a particular type of armor, Avs ailabiliry
Qummhblilty apply as for weaponry. Multiple armor types cannot be layered.

Tiie Datk Medieval world encompasses a vast range of armor and protective
ripmient. We have simplified these into three bhasic categories:

Light Armor

“This is the most common armor, worn by city guards and the like. Ir typically
mprises pieces of leather, sometimes hardened by boiling, at other times quilted.
he padding under other armor types counts as Light Armor when worn alone.

salth Levels: 1

“Nepative Traits: None
Can be concealed if specifically made to book like
nonnal clothing (requires Resources x 3), otherwise a
long cloak is needed.
CAvailability: Resources x 1, Common

Concealabilivy:

~ Composite Armor
“This slightly heavier armor comprises piecemeal learher reinforced with
| vings and/f or studs, or perhaps light chain mail. Foot soldiers, brigands or
iers of fortune most likely wear this armor,
“Health Levels: 2
Negative Traits: Heavy
Concealability: Long cloak
:Availability: Ressrces x 2, Uncommon
“Heavy/Knight's Armor

*Seasoned troops may be privileged enough to be issued heavy armor, comprising

metal {usually ring or chain mail, with occasional plate protection) over quilted

adding. It also includes head protection, probably in the form of a chain coif. This
siot the rraditional “plate-mail” (which evolves several centuries later).

- Health Levels: 3

Clumsy, Heavy
LConcealability: Long cloak 1o None.
“Availability: Resowrces x 3, Rare

$BIELDS

Negative Traits:

‘Shields give their user one or more extra Bonus Traits in hand-to-hand combat,
which can add to the Traits that come froma melee weapor. In order to receive these
us Traits, the wiclder must have at least one level of the Melee Ability.

A shield cannot defend against an attack from the rear. Using a shield
reclides the use of a second weapon or any weapon with the Two- Hand
Retuirement. 11 2 shield is used to bash an oppenent, it is considered to have one
Bonm Trait, its normal Negative Traits and the ability o cause one bashing hthh

V.L__l_ of damage.

lhealth levels. These health levels are loss before the charmcrer himself suffe
damage in combat. Of course, armor does not soak all attacks. A suit of chain mai] d
little B :d for a character whose blood is bcmg boiled by Tfmwnatmgj)’ for inst

lew eis is Mot necessar 1ly dLsrmycd —itis more hf«ly 1]13{ it is just in pu,wa and requits
repair. Of course, some arracks render armor beyond repair. Fixing armor reguil
proper tools, fime and a Static Physical Challenge with the Crafts Ability.




Shields are not concealable.
Small Shield

Small shields (or bucklers) protect against melee and unarmed attie

Bonus Traits: 1

Negative Traits: None

Availability: Resources x 1, Common

Large Shield

Large shields protect against melee and unarmed attacks, as well as 1\
thrown weapons.

Bonus Traits: 2

Negative Traitst Heavy

Availability: Resources x 3, Uncommon

Body Shield :

Body shields protect against melee and unarmed artacks, as well as ranged
thrown weapons. =

Bonus Traits: 3

Negative Traits: Chimsy, Heawy

Availahilicy: Resources x 3, Uncommon

Cavalry Shields i

Cavaley shields, worn on horseback normally, protect against mel
unarmed attacks, as well as ranged and thrown weapons. They only count g
atracks coming from the side of the shoulder over which they are slung ( typ
the left). If used dismounted, the following adjustments apply.

Bonas Traits: 3 (2 if used dismmounted)

Negative Traits: Chumsy {x 2 if dismounted), Heavy

Availabiliry: Resources x 3, Rare

€CIQUETTE OF ARMS AND ARMOR

While a Cainite might wish to be as well-armed and armored as possib
at all times, there are certain problems with rramping around covere
metal and wavmg pointy objeces. For one thing, armor is heavy, unct nfort
able, and, unless the kit is cleaned regularly, it can get rather smelly.
another, it is considered extremely rude to wear armor indoors, unt 58 _'h
character specifically needs to wear armor to fulfill his duries. Carrying 1
weapons into certain quarters is also considered insulting, and may ¥
you in mote trouble than having your mace at hand could possiby | [‘L W

meLee Rﬂ{) BRRUILIQG

other. Chamclua using melee wmpunsnftcn thE ‘iLCL%iO‘;pL(.E(l[ abilith i
possess the Melee Ability. For example, a trained character using a f(,l](, ng

klcks, punghcs wusfimgholdsa;x(ilhmws ch.udl(,as()f tlll,dLb(,l mmms of rh(, wtions,
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_ _Peamuzen RIGHCING SCYLES

Buying a specialized fighting style under the Melee or Braw! Abilities allows
cscribe how your character moves to allow retests and permirsacertain flair

aracrer must have four levels in the Melee Ability to attempt rwo-weapon combat.
The paired-weapons combination is considered to aid in parrying and defense.
i g a %emn(i active weapon in thc Chlli‘ﬁCi’Cl"‘a‘ off- h-md adds one B(mus Trair

lization nusst be specific to the combination being used, e.g. “longsword and dagger,”
baxes” or “axe and dagger.” While the character may use other combinations, the
satization bonus applics only when the chosen combination is used.

For the purposes of simplicity, it is easiest to assume that a characger’s
ainant hand is the same as the player’s, uniess the Merit Ambidextrous is taken.
fthermore, these rules do not apply to common uses of both hands, such as

g a musical instrument or working a crafe.

UPERNATURAL BRAWLING

“Cainite fangs are deadly weapons when used 1o rend and tear, To effectively use

hgs as weapons, the vampire must first make asuccessful grapple, wrap his victim

abear hug or tackte him. He can then cause one level of aggravared damage on
Coesslul atrack in his next action. Werewolf fangs have a similar effect.




Note that this use of the fangs is different from normal feeding. The Kigs:
enacted inasimilar way, but it inflicts no healeh levels of damage initially. Insteé{_
the Cainite may drain the victim’s blood at a normal rare, during which rime.tly
victim is helpless to resist. A vampire may also instantly heal minor cEdmdgL fron
her own feeding with a lick of her tengue. The combat bite does not cause’th

ecstasy of the Kiss, or more properly, the ecstasy vanishes when the pain kicks i

Licking the gash of the fang atrack just leaves you with a red chin.

Vampires with Talons of the Beast, those who construct bone spurs with Rer_'nd-

the Osseous Frame or other supernatural creatures with comparable powers, may iss
a claw atrack against their opponents. Such attacks inflict aggravated damag
{Talons of the Beast, werewolf talons) or lethal damage (bone spurs).

RANGED COMBAT

Many weapons alfow a character to stand at a distance from a target and
engage him in combat. In such situations, the player must still go over to his targe
{after shouting “Twang!” or whatever) and engage in a challenge. Surprise rule
may apply, and if the defender has no ranged weapon or supernatural power wit

“which to return fire, he could be in trouble. While he may stiil dodge, run for Lovu
or close the distance between himself and his attacker, he cannot d.lmagﬂ(, th
attacker in the intervening challenges.

Characters using the Athletics Ability to throw projectiles like knives or axes
fall under the rules for regular ranged combat, including cover, Questions of range
should not be 2 problem, but if it becornes an issue use common sense, and do not
forget to allow for factors such as the Potence Discipline.

COVER

Fighting with ranged weapons allows combatants to stand some distance apat
participants can therefore dive for cover. This cover can take the form of whatever
obstacles are around and within resch, just don’r acteally dive for them. A Narmator
might be required todescribe what cover is available. Typically, a covered combatant
can claim one Trais of cover to add fo his total number of Traits. These cover Traits
cannot be used for bidding, but they do add to a player’s rotal if Traits are comparé

If cover is extensive, it may be worth more than one Trait. The number of Trai
available for cover is left for the challengers to agree on, or for a Narrator to de
Hiding behind a boulder, for example, might be worth two Traits, while hiding Lehind
a thin wooden fence should count as ondy one. H one combatant goes completely un
cover (he cannot be scenatalland is thoroughly protected), he isconsidered i 1111;}0\ ib
to hit. The attacker must change his position to get a clear shot.

mouncep ¢OMBAT

While mounted combart is unlikely to occur during a game, c‘;pccia[ly
characters are indoors, the following rules cover the differences in L()mbat w =
one or more combatants are on horseback.

CONTROLLING $TEEDF

Horses, fike any other animal, are afraid of vampires. They are dist
nervous and likely to shy, Assuch, any Physical Challenge foranc aLtmnt&%L

ischack places the character down one Trait in the case of ties. If the Cainire has :
il Speech or two Traits in Animal Ken, this penalty is ignored. Ahundtwdy, if
he horse is ghouled to the Cainite, the penabty is ignored. _
nconthat, controlling the steed is more difficult. The penaley increases to two
taits, of which only one may be negated. The second penalty Trair may be ignored
the character has more than three Traits in Ride, or if the steed is ghouled. If the

ed takes lethal damage from an attack, it will shy. The mounted character must

ke 2 Physical Challenpe against the horse to bring it back under control, using
ide us a retest. Doing so takes an action to perform. Failure to control the animal
leits in it bolting or possibly throwing its rider, and further Ride challenges must
emade to keep the character in the saddle and bring the horse back under contiol.
nly one such attempt may be made per turn, and it is the only action available
the character, other than leaping frow the saddle.

OMPAC ERFECTS

“The height advantage granted by a mount gives any attacker on the ground
using Melee or Brawla two-Trait penalty when attempting tostrike the rider, unless
he attacker is using A bong weapon such as a spear.

“An effective knight or other meunted character must be both askilled fightes

d-a skilled equestrian. Therefore, the number of Ability Traits that he can call

tipon fram a single Ability in a single combar sequence is limited to the number of
Ride Ability Traits he currently possesses.

= Bxample: A knight attermpting to use o sword from horseback has Melee x 4and Ride

- During the course of the combat, he may only use a maximum of one Melee Trait o

Should e dismount, ke may use the vest of his Melee Traits inhand-to-hand combat.
- Characters who suffer damage while mounted must make a Simple Test to
remain on horseback. Failure means they are knocked off and subject to two levels
af Bashing damage.

(HARGING

~A mounted charge adds two levels of damage 1o a successful strike, but the
tacker takes a one-Trait penalty to strike his target. Charges should also be
tesolved first in a combat eum. A charge requires u reasonable distance to be
overed at speed. The Narrator determines whether a charge is appropriate.
“LANCES
A charge is required ro use these weapons appropriately; resolve as if a spear
sused, otherwise. A character must have a minimum of Ride x 3 and Melee x 3
mder 1o use these weapons, otherwise he will take a fevel of bashing damage for
sach fevel of lethal damage that he inflicts. Note that this damage may resultin the
wacter being unhorsed. If an unskilled rider attempts o use a lance, then to
einain seated afrer each charging strike, he must make a Static Physical Challenge
gainst che number of health levels of damage he caused.

= Aceuracy while moving is very difficulr, and even the slightest error in timing
L‘sukts in arrows missing the target by yards. Unless the character has the Archery
vith the specialization Mounted, his shots are consicered two Traits down in the
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The Step-By-S1ep CoMBAT TusN

Combat is often fluid and confusing, occasionally involving mul-
tiple opponents performing multiple actions and overlapping with one
another. For simplicity, the following list is provided to keep track of
when actions occur,

Spend Blood: Cainites burn hlood reflexively {up to their generation
limit) to augment their Physical Traits or heal damage. Although thiscan
be done at any stage of the turn, it is easier to deal with at the start.

Activate Celerity: Vampires with Celerity can burn blood to take
additional actions this urn. Those with Alacrity who are reacting to
incoming attacks will resolve their challenges first in the turn. Those -
with additional actioris will deal with these later in the rum, Vampires
may activate Celerity atany time during the turn, butagair itis normally
casier to deal with this at the start of the turn.

Determine Initiatives: If required, determine in which order
characters will act during the turn. In general, this pateern will remain
inplace for the duration of the turn, although the loss of Traits may alter
a character's position in the order of events. See also “Challenge
Speeds” (Optional Rule).

Movement: Every character can take up to three steps {see "Move-
ment — The Three-Step Rule”). )

“Everyman” Actions: All characters declare their actions and
resolve their challenges in order.

Swiftness Actions: Those Cainites who have activated Celerity
before now take their speed-related Swiftness action and may move up
to another three steps. Non-Celerity characters cannot harm their
aftacker as an outcome of the challenge.

Legerity Actions: Those Cainites who have activated Celerity
before now take their speed-related Legerity action and may move up to
another three steps. Non-Celerity characters cannot harm their at-
tacker as an outcome of the challenge.

Other Actions: All other actions that take place “at the end of the
turn” are resolved now,

End Turn: Ensure that all expended or lost Traits are noted. Also
tally up any damage taken by characters. The Narrator might eake time
at this point to briefly sunmarize the turn for those involved.
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BAPCER iX:
QCORYCELLING

While the rest of this book deals wich the systems required to rum His
this chapter explains the most complex aspect — how to run the garm ¢
ruies knowledge in the world will avait you naught in your jou.mey theou
Dark Medieval withoue a competent Sroryreller ac the reins, and ‘here
discover some of the secrets behind steering your chronicle in the rightdiféc

Many neophyte Storyeellers are quickly overwhelnred with the am
work required 1o run a game of this kind, especially if they have licde fn :
edge of what is required behind the scenes. They might have \\'archc;d'pm\
Storyrelless and Nareators in action at a game, decided to have a g0 at i
suddenly uncovered a plethora of other heretofore hidden easks. i’*k:;ew ;

Kddicionally, your mind will rernain awake to the possibilities of your gatae. You'll
vor the game intruding on your thoughts at any time. Plot element ideas might

guponyouat the least prompting, demanding to he recorded for future use. Dinner
“3td white you frantically log your latest brainstorm. You might find yourself
pired by films, hooks, museurn exhibits ar music, perhaps even porential props ina
sndhand store. Ie could be handy to invest i a notebook or a PRA.

*sthisalorof work? Yes. Ir's tiring, it can be tedious, and it can be intrusive onyour
Ulife. Ts it manageable? Yes. With time and experience, you will learn 10 juggle the
iietits of Storytelling, develop skills to cope with the unexpected and pace yoursclf
that the game does not dominate your every waking moment. Is it worth it? Hell,
k! The positive feedback you'lt ges from the simple expression of joy and sagisfaction
the players’ faces after the game and their evident enehusiasm to continue to play
our gane can be more rewarding in many ways than your regular paycheck.

CORY CONSTRUCTION

" Bvery Storytelles has ber own style when it comes o crafting stories. Some are
infortable with basic thumbnail-style plots that spur the characters into action,
1 the players to dictate the events of the game. Others prefer a more structiged

need. Experienced Storytetlers might also henefit from discussions of alterr
setting concepts and research, costuming, props and story ideas.

YOU, The ICORYTELLER

While the players flip through the rulebook, creare characte

itrol over the gate in terms of mood and theme, coming up with extensive plots and
ing that characters are highly derailed, While either extreme is perfectly accept-
& there is no single definitive way to tell stoties. Youjust have to find your own style

and voice in time.

Storytellers who are more familiar with tabletop roleplaying will notice many
nificant differences between tabletop and live-action games. Apart fram the obvious
differences, the style of narration and the interaction with players is 2 marked
rture from any of the tbletop Storytelles-system games. You no longer have the

Seoryteller. Youare responsible for the organization of the chronicle it

of logistics, plats, setting and characters. You are in charge of all ¢
oceurring in the game. You keep track of the subplots of dozens of chiata
and the repercussions that the serting holds for these actions. It's the.
jobin the game. 10s tough. [t takes time, energy and enthusiasm. 1t's als
rewarding in the long run. .

Tiury of omnipresence. You do not have as much direct involvement in every aspect
f the session. {Players are often holding scenes in another pat of the building while
ouare overseeing a tules discrepancy on the porch.) Rather than describing derailed
énes and settings, you are forced to rely on simple props, a few well-chosen sentences
ind the imagination of the playess. In larges Hve-action games, the focus of action de-
entralizes. Rather than a small group of protagonists, you have a town of citizens. The
fiverse hecomes a collective canstruction of yowand your players, and you frantically
ape that vou can keep track of it all.

< Fortunately, the players will take much of the onus of running the game upon
hemselves, using the key ingredients and creating their own stories. The mtensity of
tting out roles is often stronger than what might arise in a tablerop session by virtue
fthe action being live and immediate. The sum total of the experience is the game,

While players assemble once a month or so {(depending on the s
uling of your game }, you will likely need to deal with some aspect of theg
on a far more regular basis. As the central authority figure in the chron
you are faced with questions from players during downtime, and yon b
deal with ensuring that the logistics of the chronicle are handied wel
advance of the hordes massing for their regular night of revelry aﬁ_d rival

Your Storyteller dutics can take up a fair portion of your time if youd
Even without the downtime activities your job requires, you
ne the day of the game, you will be rushed with such prepa

and the aim of the gatne is to have fun.

PIECE BY PIECE

Every story has a few cote properties, and you'il need to address cach of them to

e degree in order to structure @ rewarding story for your players.

57 The theme is the organizing principle of your story. It is the unifying idea, the
description of your tale at its most basic level. You convey your story and its messages




and morals through themes. Themes pervade the entirety of your story’s strucey
they should remain subtle. Blatant revelation of the story’s theme forces players i t
uncomfortable conformicy and pushes stories toward predictabilicy, The plnycr‘s .v I
gradually recognize your stories’ themes, but they should do so ar their own ‘y' l
through their interaction with your story elements. 71-‘
Themes can be as visceral as the struggle for freedom, as intellectual as rhc;
revelation of lost knowledge or as moral as the eternal war between good and evil Y;)'.
dor’t have to restrict yourself to one theme either. Multiple themes can work wéil 1:\
larger games, as long as you can handle juggling the clements. Subplots might';ﬂsé
demand different themes depending on the nature of the characters involved. -
Some examples of themes that you might like to explore include:

Hope: Dark Medicval Europe is a place of war and misery, but that does not meary
that all hope ts dead. Whether it is the aptimisto of the Brujah for a new Carthage or B

the salvation that might be granted by Golconda, hope truly springs erernal.

Salvation: Are the Cainites truly separated from God by their curse? Many

vampires believe many different things about religion and their undead seate, leading:

to the crearion of heresy or the hope for redemption.

“ . X7 e s ’ T v . . s
. Corruption: Vampires are unnatural creatures, and the Curse of Caine marks all of:

his descendants. Everything they touch becomes corrupred at some point. Perhaps the

Cainite’s influence corrupts the innocence of the mortals nearby, or the acts to which he’

i {7 N R PVIVE COTT 7i Tpeale e y . .
is driven o survive cormupt the vampire’s very soul along with those around hir.

Religion: A core mortakstruggle in this era is that between Christianivy and Islam. .

Many Cainites still hold fast to the religious convicrions of their mortal lives, and such
belicfs drive their opinions and actions. The Crusades are fought on many levels — the

barticfields, castle politics and theological debates just for starters — and all sypesof =2

characters can be invelved at any level.

Morality, cxplf)ratlon, love, hate, betrayal, revenge, rebelfion, chaos, order —all-
of these words can nspire themes that you might wish to explore in your stories.

Mmoon

Moaod is the underlying emotional sentiment and general tone of a chronicle. It -

is one of the most difficule story elements to capture, yet it is all the morc rewarding for -
its elusive nature. While players need not know the actual mood of the chronicle, they
should feel it in every aspect of the story. .

Is your story optimistic and upheat or pessimistic and oppressive? Angsy or calm?

Confident or despairing? Roses or thorns? Contrast your theme with your mood, ot
choose one that complements it. Bach combination has its own opportunities for
dynamic storyeelling. Again, different subplots might demand different moods, and it
is likely chat a long-ronning game will evolve through a sequence of multiple moods in
its lifetime. You should he aware of the predominant mood that you wish to portray .

through the story and quietly direct the story elements in that direction, but be flexible .

enough to alter the mood should situations require it.

Fear: Clearly, the supernatural creatures of the Dark Medieval instill fear in =
martals, but being one of those creatures is also scary. From jealous rivals, €0 witch-

huaters or insane elders, the night is fravghe with peril even for the undead.

.. [ cFevsnd Ereatreanra] o "
Parancia: Constant hetrayal and reversal can overload a game, but when payed-

gently, this mood can be very effective. When even once's allies are doubtful, a paraneid

“icharacter is not so much afvaid of his enemies, but certain that there are other encmies

Jut there of which he is not yet aware.

Tsolation: Despite surrounding themselves with retainers and aliies, vampires are
Jdtimately alone. They are pulled in one direction by their need for company and
mother by their fear of their fellows. And terrible repercussions (such as insanity,

“betrayal and death) befall those whao withdraw from society or sep outside its bouncds.
“Detray ¥ i

Violence: Cainites ave killers. Deriving from a tenuous grip on the Beast, a love

" of the hunt, the thrill of challenging death or residual emotions from a violent morial
ife, this mood focuses an the truths of Cainite existence. Violence might arise
“frequently in your game, but make sure that its aftermath is iltustrated. Cirieving
relatives, ruined plans and feuds thar solve nothing should make the characters
“question whether violence is @ valid solution to their problems,

FETTING

Outside your immediate story is the rest of the world, the greater stage on which
your drama is set. Developing the setting is a sizeable challenge, especially when
developing your Dark Medieval backdrop. Modem games allow familiariry g0 describe
much of the setring to your players. Sending your players back into the dim and distant
past involves considerably more imagination.

Setting describes the overall scheme of the game world, incorporating the many
fevels of vampiric existence, as well as the daity (and nightly) existence of the mortals
nearby. Much of your setting can be drawn from the background information for the
Dark Medicval world and the World of Darkness as given in this book and otherrelared

L products from White Wolf. Where these products give you a framework in which o

build your stories, there is nothing stopping you from exploring your stoties in a world
all your own creation. [£'s youwr “reality,” so do with it as you will.

Choosing the locale, or the physical place in which fo set your chronicle, is the
next step toward completing your chronicle’s creation. Chviously, your locale must be
set in a location in the medieval world, and it is often casiest to choose a city of which
you have some knowledge. Otherwise, you can choose a location in which you have
some interest and whicl: you would tike to Tearn more about. Cities, towns, monastic
communitics and isolated casties are some possibilities, but there are many more. Check
out hookstores and libraries and research historical information — we can’t provide it
all for you in the confines of this smalta book. For many real locations, there existactual
waps or descriptions of their condition during the medieval era. Use your imagination
to extrapolate these places into the Dark Medieval period. If you choose to ereate your
own location, rely on hooks to guide youin the sorts of things thatshould be found there.
This al] takes a great degree of imagination, but the more time you spend developing
the details of your location, the richer the chronicle will be.

At the very least, you need to have a wood iea of the immediate lacale’s
wthabitants and society, While you need not rush oue and create a complete society
from scratch, you will need o be able fo present it in a sealistic and consistent mannet
so that the players can belicve i it. The setting needs to tive and breathe, and it wilt
likely change to some degree due to the actions of the characters in your game. Define
the setting a Httle more with each story, but don’t give away everything atonce. As the
chronicle progresses, add details of geography, custom and plot. Pick your own pace for
this, and be prepared for any players’ questions.




likely to reside in or pass through your locale. You need to consider where your prince

of your chronicle, and ensure that they are reflected i the design of your setiing.

You can extrapolate much of the mortal werld from your ewn research, pulling from. -
books and filis to create a Dark Medieva “feel.” Add the Cainite part of the equation
next, considering the history of vour location and determining what types of Cainites aré

resides, what sites (if any) of mystic power or faith may exist nearby, what other
supernatural forces may be in the vicinity and so forth. Bear in mind the theme and mood

They are also prove effective means of dropping a new character into the chronicle. If
you give the new character a connection with existing characters, he will geavitate
' toward the plots in which those characters are involved. Remember, conflict is your
frierd. It makes for the best subplots, and it is refatively easy to establish.

Be alert for subptots that threaten to dominate the chronicle, though. Sometimes a
) subplot will explode, engulfing many characrersand dominatingentire game sessions, An
5 example may be the devolution of a Cainite into Wassail, becoming a creature of rage and

PLOTS

them a reason o interact. 1t should, therefore, be broad-based in its impact, affecting
all characrersinsome way. While every characrer need not participate in the mai plor,

all of ehern should (at the very least) be aware of it and consider its potential to change

their environiment ﬂl‘ld circumsiances.

discover and clash with the elder’s minions who are scursying about o complete
preparations for her imminent requrn. Other characters areny’t affecred until the elder
‘actually wakes from torpor and beging establishing her power base in the area. Some
characters won't be directly affecred, but they may find that the rising elder and the

alteration of evenes, individuals and the environment has some influence over their
own plans. Occeasionally a player will deliberately remain ignorant of the main plot’s
existence, refusing to acknowledge it even if it bites him on the rear. This player

intentional aloofness.

1t can be difficult to come up with plots {or a new, or even an existing, chronicle,
so we've included a few story ideas for you later in this chapter. They're free w a good
home and should inspire you to come up with your awn variations.

Subplots

Sraller chronicles need v he vightly focused, and, in general, small games wilt find
most characters involved primarily in the resolution of the main plot. Larger games
need complex plots that atlow players to interact wich each ather without the aid of 1
MNarrator at every elhow. Many of these smaller plots (subplots) that have licde

hring their characters o life on the stage you have set, saving you a lot of work.

Subplots arc nearly as viral to the success of your story as the main plot isself. They
b Y i
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are tates of minor events and activities, triwnphs and tragedies, that fill the vampires

nightly existence. They can be as small as one Cainite’s search for suseenance and the

10 cover up an accidental breach of the Silence of the Blood. IUs not necessary to write

subplats based on their characters’ histories or on events that occur during the course of
the chronicle, particularly if they are enthusiastic and motivaced about the game,

far removed from the main action or their motivations do pot allow them ro be
sidetracked by what everyone clse is doing. This single focus may seem like a problem,

The central plot to your story is what brings your characters together ard gives

Take, for example, a plot that concerns the slow awakening of an elder from tospor
and her effect on the characters' locale. The main plot affects some characters as they

descrves no special dispensation, and he should suffer the consequences of his -

relevance to the main plot{s) spring from the minds of the players themselves as they

events thatspring foreh from that scarch. They can be as Iarge as the whole city scrambling

up subplots for all the characters in the game. Often the players will develop their own
Some characters just won't be interested in the main plog, since their goals are tor 0

but it’s actually an opportunity. Character goals and morivations can be the very
essence of great subplots, and they can lead to hroader, more encompassing stories.

- destruction, requiting much of the resources of the other characters ant causing them to
" he distracted from the main plot. While such plots may not detail your own stary, they
can distract from it. They canbecome great opportunities for youasa Storyrelier, showing
you openings to insert more plot devices, relieving you of some of the bueden of feeding
" the plot. You can often delay your main plot while these subplots are resolved, but insome
cases, such as plots with definite timelines, doingsocan be tricky. In the end, you will need
to bring the focus back. Hopefully, these explosive subplots will resolve quickly and add
1o your overallstory rather than overwhelmie. If you're a clever Storyte ller, you can mzke
it look like you meant for the subplot to happen.

PACING

The value of pacing becomes clear when you accept the Storytellers axiont that

" pathing goes exacrly as planned. Chagacters will miss viral clues for no apparent reason
and then spend the remainder of the evening seratching their heads as the session drags
on. Characters will also cooperate with one anothes ina frighteningly efficient nanner
fiom time to time, solving all the puzzles that you thought would take them the entire
night to unravel. More occasionally, the players will feel completely averwhelmed with
information and so uncertain of what te do next that they will cease taking an active

role in the story altogether.

You can minimize the impact of these eventualities by giving consideration tothe
pacing of your story. Before the game begins, determine the rate of the story’s
progression. Fast-paced games will throw new situations and information at the
characters throughout the night, keeping them busy and concealing much of the bigger
picture until the climax is reached. Slower games lend themselves to extended
communications between charactets, not to mention more subtle intrigue and plots.
You might wish to vary the tempo of the game between, or even during, sessions.

Pacing becomes casier with experience and as you learn how to nagrate on the fly.
While you should be well prepared for the game session, that dogsn’t mean you can't
beflexible during the game. You will often be calied on to addressa character’s questions
for which you have nothing prepared, but which nonetheless require answers to keep
the action flowing. Try to give answers that satisfy these questions with information
that will advance the plot. If you wish to slow the pace of the game, throwing red
herrings into the matter may he appropriate, but they should also have their own
infernal consistency. An unexpected lull in the game could be the opporeunity you
need to introduce a new plot or further a plot that has been fow profile thus far. Don’t
forget to note what yout threw at the players, especially if you came up with something
off the cuff. It can be embarrassing to have a player pursue a red herring you threw out
months ago and you have no idea what you said about ¢he thing in question.

While off-the-cuff storytelling is essential to a successful game, there is no
substitute for preparation. Improvisation will keep you moving, bur planning witl keep
you in the right dicection. Planning will also help you recognize when the pace i




slipping and give vou clues as to how o adjust it. If you are forced to choose between

moving astory too fast and too slow, bend toward fast. Slowing the pace without reason
will lead to player boredom and frustration. Keep a couple of plot threads in reserve 1o
throw in when the pace slacks off unacceptably. If you're really in a pinch, ask the
players what their characters want to do next. Listen to them and think about how this
witl work in your story. Doing so will give you a little breathing rocm, and (more:
importantly) it gives you a sense of why the action has falien off.

BCALE

Scale is the relative size of your chronicle — the number of regular players. You

can run stories for as few as two players or as many as 200, but stories for 20 t0 30 players

are more common. Thescale of your story is usually determined by the number of ptayers

involved when the game beging, bur that number will change as players bring others in-

or drop out for their own reasons. You can control the rate of change. Actively.

recruiting players will swell your numbers. Placing a player cap {(the saximum number -

of players you're prepared to deal with} will halt groweh at your comfortable level. -

Seale can get out of hand if you are the only Storyteller and the number of players”

grows tao rapidly or becomes too Jarge, When vou see such a thing coming, get some
“Thelp. I you don’t, your game and players will suffer as you overload with work. Ask for
some volunteers from your players and make them your Narrators. Some very large

groups have multiple Storytellers, each in charge of a different aspect of the game. .
Remember, the larger your gaine is, the more broad and encompassing your plotsshould -

be in order to allow every player to become involved.

H vou ate planning a long-term chronicle, you will have o give some thought as

to how scale will affect rhe plots before you stast them. Sudden or dramatic changes in -
scale can wreak havoc on long-term plots, requiring you 1o do some fancy storytelling =

footwork 1o keep everything on rrack. Stories for extended chronicles must be more

flexible in oeder to withstand the changes in scale that are inherenr in long-term -

chronicles. Planning a few escape routes for these plots will help you handle scale
changes in seride.

3qore

Your story's scope deseribes the range of possibilicy for character action and impact

~—essentially, its whar's at stake in your story. Whether its a low-key chronicle dealing -
with the personal agendas of a handful of characters or a broad story encompassing an -

entire city, the stakes can be as big or small as you want. Your scale will modify youi

scope, natusally. [e's casier to tell the story of a whole city if you have enough players.
10 represent all the vampires present. Varying the scope of your game will give the
stories you tell more variery, as well as a sense that the characters exist in an active. .

setring, Subplots will likewise henefit from alterations in scope. Saving the castle every
month becomes tiresome, as does a continual battle for the princedom, as dUCS_
continued personat introspection, so changing the scope relieves stagnation.

PLAYER INPUT

One of the simplest steps you can take to prepare for a new story is to ask your -

players whar they want. Do not underestimate the value chat their input can add to-your,
story! What scems interesting and exciting o you might not be what the players are.
locking for. Key questions include: :

* What sort of story would you like to play in? Do you prefer political intrigue or
combat and mayhem!?

* What sort of plots would you like to see in the story?

* What power level should the story have? Should all the players he of roughly the
satne power level, or should the power levels vary?

* What should take precedence — the story, the characters or the rules?

s What sorts of characters would you like to see in the game?

(HARA(TERS

The characters inevitably shape the outcame of your story and give you additional story
hooks 10 work with, All characters have backgrounds, and bringing clements of these
backgrounds into the storynot only ensures the chasacters’ involvement in the plot, buc alows
thecharacters the chance to resalve past issues and take the center stage for a while. Netevery

- character is going w be involved in such subplots, bur many might join in. Background plots
- are useful for those moments when you have nim dry on ideas for plot threads.

The relationships between characters can also create good stories. After all, the
game can't happen if the characters don’t interact with one another. T is useful to make

. sure that a character background ties the character into the story in soine manner, even

if that connection is something as loose as a casual acquaintance with another characrer
or a reason to come to the place you're using as setting. Giving characters hints and
rumors about some of the others also gives them some level of preconception about the
arena into which they shall shortly stride. Whether those sumors are positive or
negative, or even true in the first place, can be the basis for subplot. Another common
tool is to give the characters a common cause or a common enemyy. Characters should
be at least mildly interdependent. A totally solitary character will eventually become
boring for the player and for the game.

(REATING ThE DARK MEDIEVAL

A Storyteller running a Dark Medieval game faces different challenges than one
supervising most of the other Mind’s Eye Theatre games. While many similaritics
exist, possibly the biggest challenge lies in the setting of your chronicle. Your game is
displaced in time and probably in space as well. Other Mind’s Eye Theatre games are
set in the modern era, but here you will be transposing your players into the 13th
century. Let’s address those special setting issues particular €a this game.

ChEERA

Much of this subject has been discussed ins carlier chapters, but it is worth sutnmarizing
afew aspects of the setting. The Dark Medicval era spans a time from the end of the 12th
century to the middle of the 13th, with chronicles typically commencing around A 1230
This is a rime of grear change for mortals and Cainites alike. Ir is well worth your while to
spend some time in the library doing some basic research on your locale as well as the fifestyle
of people there. Of course, this is a fantasy gaine, so you can take some liberties with real-
wortld history and culture if it will make your story mare effective.

PRIDE AND PREJUDIIE

While it is in no way owr intention to insult or belittle any person due to vace, sex,

creed, veligion or color, this game containg many elements of such discrimination due o




the hasis of its setting. The inclusion of such elements is based on the historical aspects of
the setiing. To deny their presence back in the [3th century is 1o deny the progress the
e have made aver the intevvening centuries.

In stark conerast to modern Western civilization’s ideals of freedom and personal
rights, the Dark Medieval is rife with prejudice. Much of the flavor of Dark Medieval,
however, arises due 1o just such principles. The people of that era work under a lot of
presumption, much of it passed down ehrough religious doctrine as dictated by the
Church, or through Taws as mandated by the local lords. People simply accepted that
it was right to be anti-Semitic or thar the king ruled by Divine Right. Questioning such
things made the individual a rarger of ridicude as well as punishment. It's also true that
Cainites carry over many of their prejudices from their moreal lives.

I¢s probable that your players will have some difficulty dealing with such
alternative philosophics, Sit down with your players outside of the game and discuss
these issues, examining their feelings toward such things as misogyny, class systems and
fixed stations in life. Thesc ideas are all intrinsic facts of life in the time period that this
e re-creates, and they are issues that you as a Storyteller can present in the course
of the game. I problens are going o arise with these themes, then youmay wish 1o wam
concerned players, or even avoid those topics as overt themes. Ar the same time, this
game is not all about mzking players comfortable. (Comfort denies conflict in most
cases.) 1F you ave going to bring such matters into the story, then you will also need to
make sure that your players have the maturity to handle it,

If a character wishes to play a Muslim Caindte, then he will have to deal with the
prejudice inherent against him in Dark Medieval Eutope. Depending on where your
chronicle is set, other Cainires may shun him as a “heathen,” even ithe is obedient to the
Traditions. A feroale Cainite might find hersell considered less than equal g her male
counterparts by mortal lords, even if she is powerful and respected by her vampiric peers.

Such atritudes are inherently wrong to many of us today, and there is a strong
remptation to avoid examining such ropics in what is supposed to be a fun game. Such
attitudes were strongly entrenched in the people of the Dark Medieval, however, and
examining them through roleplay can enrich your chronicle and teach your players
lessons in the contrasts between then and now. Pay the ropics the respect they deserve
and give your players the respect they deserve in turn,

MORTALS AND THE SUPCERNATURAL
Medieval life revolves around the rising and serting of the sun. People are accustomed

to tising at dawn and retiring at dusk. The onser of night is not just a signal that the day’s
work is done, though. 1t is the harbinger of a dark and hostile timme. Today we humans arte

maore inclined o disbelieve in the supernatural without proof of its existence or direce
experienceofit. Tn the Dark Medieval, the reverse is true. Unexplained events ave arhitrarily
attributed to the Devil, vampires, ghoulies and ghosties and long-legged beastics. . ..

Cainites become activear dusk. Theirexposure tononual mortal life is limited o their
hours of aperation, and this simple distancing, along wirh their basic habits of hunting and
feeding, further alicnates the undead from the living. While vampires may freely walk the
night without much fear of danger, moreals fecl otherwise, They are unlikely ro be easily
versuaded to teave the safety of their homes to face the denizens of the dark,

This basic fear of the dark collides with the Cainites, as mortals are more likely w
be around places of lighe. In the Datk Medieval, this means fire. As a result, neither
mortals nor vampires should feel comfortable in cach others’ environment.

MOTHER CHURCH

The Church holds considesable sway over the opinions of the average person in
this era, Even those who reject the reachings of the Chusch have their opinions colored
by those teachings, as they alter the environment. The social order is dictated by the
Church, hased on an evolution of authoerity from God down through Hlis agents, from
the pope to kings ro harons ro local lords to the peasants.,

LICERACY

Theaverage person cannot reac or write. This is true also for most of the characters

in your game. Literacy is a precious commodity reserved primarily for the nobility and
the clergy. An illiterate peasant can make a useful messenger for secrer documents,
assuming he's not actually an educated spy. Having mortal pawns who can read and
write is a huge asset for a Cainite,

KDIGHTE AND CRUSADES

Any threat to the faith of the people is a threat (o the power of the Church, and thus

religious intolerance has a strong influence on the politics of the Datk Medieval. Nagurally,
the Church has a desire ro remove or eliminate such threats —- hence the Crusades. And i's
not just the living who exhibit such fervor. Many Cainites still hold beliefs from their mortal
days thae drive them to becorne part of the wass of the Church, Whetherminding the mortals
at home, ensuring the status quo of the feudal system or actively carrying the cross to fands
distant, Cainites’ involvement in such matters affects the environment. Due to the namber
of traveling vampires, the comparative stability of mose domains has been shaken.
Although more tolerant of their fellow ahl-al-kitah (*People of the Book™), the
Muslim world is similardy influenced by religious authorities, and these authorities
move as quickly as the Church to crush challenges to ¢heir influence. A meeting
hetween an Eastern and a Western Cainite will be colared more by their theosophical
differences than by their undead commonality,

INODERN MEDIEVAL MIFCRIER

Keep a weather eye our for players who ateempt o bring aspects of modern
potitics or philosopities into the medeval setting, especially ideas like democracy
or rebelfion. A challenge 1o the feudad system is as likely to draw ize from the
Cainites as it i from the mortals — such a thing is a challenge to God's order.
Nagurally, rebellion oceurs, bu it is more often directed atan individual (a heretic
priest o1 blaodthirsty baron) than at the system itself.

Likewise, warch for those players who attempt to apply modern science to your
setting. Monior your “rech tevel” to ensure that the Tremere aren’t mixing C-4 n
their chantries or the like. While gunpowder technology may well exist in the Dark
Medieval, for instance, it is a technolopy generally only found in the far Criene. In
Europe, smoke powders and rockets would probably be considered toctsof the Devil.

FETCING ThE JTAGE

Usilike a modern secting, this game is going to invelve considerably more work to
re-create the atmosphere that will transport your characters back in time. We are
comstantly sarrounded with reminders of our tinse — cars driving past, a radio playing




in the distance or simply a jogget in trainess tunning by. Your powers of narration’are

going to be stretched o the utmost as you adjust your scenery tosuit yourstory. Youneed:

to be flexible enough todeal with any number of different scenes and locations. Abbeys;
castles, huts, streets and alleys, o mikitary encampment —— anywhere action may ralke

place in your chronicle needs to he represented to the degree thar it minimizes

distraction from your story. Be prepared to put some work into deing so, and draft your:
players in to help as well!

VERue

Perhaps the most difficult task will be finding an appropriate piace to play. if you

have access to a castle in the wilderness, then you can probably skip this section, 1 nof;

you'll wang to stare hunting for some place where the real world will stay away fora-

while. [t's a given that some suspension of disbelief is required for this sort of game, but

you want to maximize the suspension as best you can, It's nearly imepossible to maintain
an atmosphere of medieval (un)life in the middle of an apartment complex or inan :
industrial warehouse — even more s0 in a rented ballroom or horel. Quiet parks or:
suburban homes are probably easier to work with. A farm is almost ideal, if you have

aceess to the buildings and there aren’t too many tractors in the shed. The more modern

the venue is, the more yvou will have to work to foster the illusion of your setting.

$ECTING PROPERTIES

There is a delicate balance hetween too much set-dressing and too livtle, Such

things wilt come with experience. You don't need to completely deck our the garage'in’

eapestries, weapons and standing suits of armor to saggest a castle armosphere. Beat,
mind also that you might have to use your one location to represent more than o1
locale in the game. I the action switches from a tavern to a dock, you will need 1o,
ahle to quickly adjust the props you have ar hand to suggest the new locade.
Simple propsare the most effective. As long as they engender the mood of the lo
they don’t have to be claborare, Learn to be abstrace in your illustration. Gray diop _clo?h
painted wich large stone patrerns can make cffeceive castle walls (interior or exrcr_i(_?.f)_
The other side of those cloths might show teees or hovels, so a quick reversal of the cloths
-an indicate a change of scene. They can even be hung from the ceiling to indicate w_i_lll
or obstacles, depending on your need. Folding tables with various types of clothan
scaztered with simple props could be indicative of a street-market or a feasting .hal_l
depending on how youdress them. Cotton throws woven with Celtie symbols or m:t:d.l ;
pictures can make fine tapestries for a noble’s chamber, Cardhoard boxes can be paint

to represent chests, erates, building stones, rocks, statues, free-stumps, whatever youneee

and they can be folded down for ease of transport. _ -

1¢s amazing the difference hetween plush, comfortable seating and havd, unyi¢
ing stools can make when varying the mood of a set. If you don’t want the Clil'r‘_f.“f_.
to be comfortable in your setting, don’t let the players get comfortable. medmg i?l?i?
with close walls will engender uncase. Hlustrate open land with subtly _p]ac{_id &
blowing breezes actoss the room. L

With the right collection of basic props, you should be able to ensily
between a cottage interior and the street outside, or shift the action to the docks oF

dungeon as needed. 1t just takes a little imagination. o
- . . . . N . o WAL
Before you invest huge amounts of time inte creating props, u}mxdcrho; 'y

. i : U y - e Sites YOU
deal with eheir storage at home and their tfransportation to your game site- 3¢
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be able to arrange to have them stored at your game site, if you use it regularly and you
© meet the site’s safety and cleanliness requirements. Consider also dividing the respon-

sibility for props among your players.

LIGhTING

The Dark Medieval seteing is cluttered with shadows and flickering flame, dark
corners and anlit forests. Castles and hovels alike rely on fire for their wanmsh and
lighting outside the daylight hours. Sure, the temptation is there 1o scatter candles and
torches about the place, but if you're poing to do so, do so with exweme caution. Your
game site might not permit the use of fire, with good reason.

Yau can rephicate firelight to some degree with clectric candles or by masking
regular light bulbs with colored plastic screens (calted gels). If the bulbs are on a
dimmer, you can tower them to a more appropriate kevel, or you could replace the bulbs

with lower wattage ones (if you have permission to do so, naturally). Phosphorescent
glow-sticks might make adequate props for torches, Avoid bright, direct lighting. See

if you can drape dask cloths over direer lights o reduce their immediacy, making sure

you don't create a five hazard. You might coil a few strings of vellow and sed Christisas
lights i your fireplace {if you have one) to simutate the glow of firelight.

When thinking about your lighting and colors, consider the moeods you wish o

.convey in your scene. Brighter, more garish colors bring immediacy and focus, while
. darker, cooler colors engender a slower pace and diffuse mood. Remember to have
*enough light so the players can read their character sheets!

Musgig

Music can convey emotion as well as any serring or lighting, Scour your local CD

- stores or visit your library to find classical music or movie soundtracks that suit the

moods that you wish to convey in your story. Some New Age music might be suitabie,

s as well. Avold the modern stuff — it will draw away from your ambiance. 1f you have

access to a CI burner, you can mix your own CDs — perhaps one for the mood of the
prince’s audience chamber and another for the deep of the forests. Keep the volume ar

_abackground level (unless it is intrinsic to the scene, such a ball) so as not to compete
-with the characters” conversations. Don’t et the tusic overpower your setting. Let it

suggest, tather than insist. Vary the content, so that you're not listening to the same
x Y ¥

~mwsic all night. If someone wishes to sing or play an instrument, et her. Such a

performance will add incredible atmosphere, since that sort of thing was often one of
the only means of entertainment available. Just make sure that she won't be embarrass-
ing herself when she opens her mouth or takes out her instrument.

Constder also the impact of special effects. There are a number of effects Cs

available that you can cue up and use ar the right time. The creaking of chains in the
:dungeon, the lapping of waves against the dock or the ramble of a storm overhead can
~alfadd o the ambiance of your scene.

¢ogTuUmInG

At a bare minimums, it is recommended that players be appropriately garbed for
their characters. While some modern vampites hark back to the time of their crearion
in terms of their preference for cloaks and tores, no medieval Cainite wouid be caught
dead in a two-picce denim outfit. A vinyl opera cape and jeans will no longer cut it
Getting the costumes right goes a long way toward creating the look of the era. Since




the characters are the things on which #ll the players will be focusing i
throughout mest of the game, they deserve mare attention in terms of dressing,

Simple medieval garb can be whipped up ar home on the sewing machine for
bucks and a few hours’ work. These are innumerable sites on the Internet’ wj
information and patterns for historical clothing that can be drawn upon for 1'cfere‘hc
A basic costume can be put together with a simple tumic, a pair of Sweatpants or ai
ankle-tength skire, a belr, plain leather shoes or baoss and a few aceessorios like a ;)duch
and a tankaed. A very long tunic can become a lady’s gown or 2 monk’s robe. Var.y.ihg
the costume is a matter of adjusting the sleeves, trim or fength of the tunic, and .w':éth

the right variety, you can re-use many of your basic costume elements for 3 number of:

characters. If you don't have the rime or skill to create your own medieval clothing,
there are plenty of folks who can do the work for you, usually for a price. The loéal
Renaissance faire is a fine place to start, but there are also many merchants on the
Internet who specialize in medieval garb and can even customize your order. .
Western Buropean characters can be easily attired in the basic costume described
thus far. (Sometimes, only the richness of the fabric and trim differentiated the poor from
therich.) Foracharacter who comes from further abroad, suchas the Holy Lands, the has
costume becomes a long robe, a long vest or loose coat over that, plain leather boots of

- tapestry bedroom slippers, 4 head-covering and a long sash, plus accessories like a goblet’:

orscroll case, You might even investigate local ethnic clathing shops or Internet sites for
extra touches like veils, jewelry, men’s headscarves or embroidered shaoes. -

D e - - 3 e o . - : .
Personal props, such as cloaks, goblets, brooches, hats, staffs and jewelry can shape

and accentuate the costume, personalizing the character further. Scan your locs

sccondhand shops for suitable props to give your charactera distinerive look. You might

even deag your players out on a scavenger hunt around your local surphus stores every
so often to build up their collections as well as your own. Remember to avoid any

dangerous props ~— weapons of any kind are strictly forbidden. As coof and period-:

appropriare as that dagger would lock on your hip, it doesa’t belong at the game.

CELLING The TALE

) . ‘
You've gotsome players, aplace to play, a plot and some wicked cool props — you're

ready eo play, right? Not yet. Here's some of the rest of the shebang your'll have deal with:

BOOKKEEPING

Keep careful records thioughout the cousse of yourstory. You'll be tempted to blow thisoff;

butdor’t. You'llneed to be able to look back on the progressof the chronicle to answer any played

questions, deal with disputes over what may or may not have occurred several menths in the past
orsimply check t see if soreone has been cheating on his character sheet, You'll have issues if ©
you don't have the records on hand. Byou have access to a « nputer, take advantage of some -
of the wondedul record-keeping arx} congact-management software available today. Thereare

utiliti

s available (often for free!} that can Telp you organize your game and keep teack of the

progression of your characters and plots. Remember to keepa backup of your daga, and prin stuff -

out so that you'll have it if your haid drive ever goes belly-up!

UHARAQTER FHEETS

Maintain a hard copy of every character sheet in the game, even i you are using
adatabase forthe information. Insist that players hand in theirsheets at the end of every

~ basic systems described in Chapter Three,

- gime so that you can update your own copy. Develop the habit of reviewing the sheets

coularly, perhaps a day or two before the game, so that you are familiar with the

characters and their current capabilities, and so you don't forger to note or add
something you need to. No major sheer alterations should be taking place without your
approval in any casc. Establish that, despite what may be on the sheet held by the player,

she Storyteller’s copy takes precedence,

- EXPERIENCE

Take a look over the Experience rules in Chapter Three, and decide how you will

award Experience Traits before launching your story. Advise each player of his award
as soon as pssible, and be sute to note the award on his sheet. Be fair when awarding
 Experience. You want to satisfy your players while maingaining game bakance. If you
want slow growth for your chronicle, award less Experience or adjust the costs of
character growth upward. Flip the equation for faster advancement.

Fvery player should earn ar least one Experience Trait automarically for participar-

ing in a game session. Additional one-Trait awards can be made for exceptional

toleplaying {raising the bar each time) and for character achievements. Hlave your players

< Hist character goals in their backgrounds or during play so you can measure their progress.

HRLUENCE TRAITS

If you permit your players to use their Influence during downrime, you must keep

sovery careful mrack of what cach Trait is being used for. Otherwise it is inevirable that

two characters’ Influence Trairs will clash as they attempe to complete opposing tasks,
and you must arbitrate such collisions. Although they are aimed more at modern-day
games, the systems outlined in Dark Epics (appropriately tweaked o reflece the time

- peried} will give you some guidelines as to whar characters may achieve beyond che

$CORY €VENTS

Keep a log or journal of the progression of the story, After each game, find some

" time to joi down a few notes abour what happened. Reviewing these notes will refresh
“ your memory before the next game, Gathering similar journals and notes from players

will give you more of the big picture, so you can maintain an overview and plan for
pussible plot development and growth.

(HARA(TER CREATION

Work as closely as possible with your players during their character creation. The
Hine you invest in this project will belp the players create interesting, vivid characters
that will inreract well and enrich your story. Characters should have clear motivations,
plans, hopes, dreams and goals, or else they are just a collection of Traits on a sheet.

Being able ro meet with cach player separately is valuable, but notalways possible.
Youmight like to plan acreation session, so that all the players can brainstorm concepts
and intermingle histories for their creations. Be clear about what you witl, and will nor,
alfow o enter your story. H you intend to change any of the rules in this book, now is
the time to announce those alterations so that the players are aware of them, and so that
they can create theircharacters under your guidelines. [f you havea Narrator team, chey

may well be able ro shoulder some of the burden of assisting other players to create their

characters. Just make sure that they are also aware of your changes.




Regardless of how you organize character creation, miake time tie o
before they enter the game. Many Scoryteilers will not eolerate chars
from scratch just before a game begins, as it may not be suim_blc'fo.'r h
the time o review the sheess ensures that 2 quality character enters

As the story progresses, talk with the players from time 1o
development of their characters in terms of the story and gev.a sensé of th
of the game, the story and their characters’ roles in both, With ‘suc
further fine-tune your game to everyone’s mutual satistaction. '

3HOWTIME

Here we go — game time! Make sure you have time to steepaj
game. You'll need all your enerpy. '

PRE-GAME PREPARATION

Be prepared o write off most of your afeernoon pricr to the
prepatation and arganization as you print out character sheets, dress the ve
et cetera. Make sure that vou ave one of the fivst to the site so that yoo have ple

Youwili need to have character sheets on hand, and as your players ¢l
with any last-minute issues they may have, such as Experience expendic
results and rumors. 1cs a hectic time, so look to hand off some of the
Narrators or other Storytellers, if you have a large game. L

Once players have had a few minutes to mingle and change into cost
I £

are ready, inform the players of the expected game duration, dim th
announce the start of the game.

DURING ThHE GAME

o conversation, observing the flow of the story, or perhaps you prefer torein
place so players can find you easily. Be prepared to answer questions, ?_ldjll_(i
queries and resolve plot complications at any moment. You'll be kept busy.

WRAPPING IT UP

Announce the end of the game quietly as you pass around the roo”
players to finish the scene that they are in — and ask them alf ro ggthf_:r roge
will likely stiil be hyped on the infensity of their roleplaying, and it's good.
enterreality together. Have a chat with the players about the game inwhi
favorite scenes and lowest moments. Did everyone have fan? If not, why t '
any questions abour the night’s evenis? {Be careful not to give away too muc
when answering this one.) Make any necessary wrap-up announcements ii{-i}’

Pack and check your game venue. Get your players to help. Make sure L
ticly, ar you may find you don’t have use of it next time. Be one of the lastt

any.playess will fike to gatber for an after-game coffee or smack, Join them, if you
“The game is done. Don’t feel obligated to carry on storytelling, but you
rodeal with a few minor points if everyone’s happy with rhat. By the end of

L the game is over, and everyone's happy, tooking forward 1o the next session.

character activities, actions and exchanges that occur between the game
“The characters continue to exist in the limbo between sessions, and your
il remind youof that. Ifyoudon’t want to aliow downtime play, make sure thae
aware of it. If you do, be prepared ro deat with the work involved.

~all of it, The best means of dealing with this is o require all your players to
owntime reports to you well before the next game. Such reports will keep you
of any arising situations and yield a surprising number of story opportunities for
watime information should ar least inctude the following: hunting behavior,
¢z thanipulation, character meetings, training {for new Abilities or Disciplines),
ather major actions the character wishes to take.
you have access to a computer and the [nternet, consider creating a website and
g any etnail system for your game so that playess can submis downtime informa-

Crly to you (perhaps via a form on the site), and you can keep track of
racker exchanges.

the rules and how to roleplay {if they’ve never heen involved in the hobby before).
ey heed tutelage, and the casiest way to help them along their leasning curve is to
tiem up with an experienced player (as a ghoul, childe or colleague, for example).
lirﬂg_e new players to hecome involved, but don’t push too hard too fast, lest you
dthem and drive them away if they're natarally shy. The story will help guide
o the acrion. 1t’s also likely that they will drop out of characrer more often than
arplayer, but this should ease off with time.
some older players might view newcomers as “fresh meat” and take advantage of
lative inexperience. Stop this before it starts. Some games encourage a “grace
"where the newbies have a chance ro interact, but othee characters are asked
tain from doing anything drastic (forcing a Blood oath, or simply rolling them)
- that period. Doing so allows the players a chance to become familiar wish the
While stitl allowing them to he part of the action.




Experienced players whe are new o your game will need ro learn the wii
unwritten) rules of your troupe. e may be thar you wse different house rules th s o
they are used to. They might he used to a different style of game or Storyreller, Lk

the troupe will learn uhout the new players, an the i ill. ;
¢ s, and hopefully new friendships w - - . :
players, ¢ ! ¥ endships w ill fop Sometimes even this won't cure the problem. Make sure that you have a few

. T’[nyL:m who are new to an ongoing chronicle might find it difficult to become ﬁbp]ot ideas hidden away that you can introduce to the story quickly and that won'’t
involved in plots that are already dominated by established characters. Re pre :
with some minor subplots (preferably relared 1o their characrers’
goals) for thews ro work with, or give them seme rumors regarding th
characters might be interested in uncovering.

# 15 the player achieving her character goals too casily?

- # s there something in particular the player dislikes or docsn’t understand about

_ rerferc directly with the plots already in progress.
backgrounds

; The more players you have, the more likely one or more of ther will claim to be
¢ plots that otl

hoted. Encourage players to create their own constructive subplots based on their
haracters’ backgrounds and goals, and encourage them to interact with and involve

As Storyrefler, you wilk need to be attentive o the questions and catnments of f
players. If they have a complainet, weat it with appropriate gravity. If they hay
suggestions, take them on board. You will help to build their confidence :
feel more like a pan of the troupe. )

NARRACTORS

= 8 £ \,' e - M - e H )
Asyour game’s size grows, you will need o recruit help rokeep track of evervthin
that is happening. You can’t be everywhere at once, and you can't adways play ever
-
storyeeller character. Unless you have an excepticnally small game, you're going't
meed some Narrators, Narrators should he

yrher charscrers in such plors. While some players might naturally be shy or passive, ask

at they inkeract with at least one other player. Otherwise they probably won’t enjoy

so that'th hie game, and there's little more that you'll he able to do to relieve their boredom.

Too Much Violence: “Not another mass combat!"”
Conflict is endemic in Cainite society, but not all conflict needs to devolve 1o the
iinlent level, Combar is a part of the game, sure, but it shouldn't be the focus of each

id every story. Contests of will are perfectly acceptable alternatives to contbat in the
wyes uf other vampires. Every player should be asking himself whether or not combat
s absolutely necessary before he calls the first Physical Challenge. Is this really part of
his character’s Nature, or is he just at the game to kick the snot out of the other
“tharacters! If every game is devolving into a sequence of mob combats and Physical

picked from your most experienced at
fuirest players. They will be called upon by the other players for nsles cails, and they .
need to be able to make unbiased decisions. T hey are also entrusted with the plot poirts Chaltenges, then you have a problem
you wish o share with them, and may well be playing characters for you to direct 't} - ' et e

story further. Try moving the locale ra 2 place where the characters will think ewice about going

erserk, such as a gallery or musevmn. If characters continue to waste their way across
he landseape, then fet loose with the full repercussions of their actioms, The Silence
of the Blood might be endangered, and the prince and his entourage may make an
iPpearance to put things right. Elders who have a vested intevest in the peaceful nature
-of their Jocale will act quickly to quell violenr resistance.

There’s no given ratio for Nanators in a game. Theoreticatly, 21l the players shoiil
he able to handbe most of the rules issues among themselves. Appointing a numbe;
penultimate arbitracors, however, will ease the bueden on you l.() make the ultim
rules decisions when you're busy teying to portray a visiting elder. A rongh ratio of ¢ :
Narrator per 10 players will normally suffice, The more Narrators you 11.21\"C, the mo
work you can delegate out. Encourage the players to seck Narrators, rather 'th
Storytellers, when there are rules issues to be discussed, and empowes them to ma
final decisions if need he. Naturally, then, Narrators need to be fully familiar witls the
rutes in chis book and any house rules you may have in place. .

CROUBLESHOOTING

- % - |- . * T . N 3 Y
Sooner or later, you'l be faced with a nuniber of cormon problems that seemet
avise in this style of game. Let’s discuss a few of them: :

e . s
Player Boredom: “There’s nothing to do in this game!”

If it's a single player who appears to only enjoy the game if he's gutting other
characters, don’t et them ruin the game for everyone else. Deal with him guictly, but
irmly, and state that if he can’t rein in his behavior that he will be asked o leave. If

he’s still a problem, make good on your promise.

Metagaming: “Hey, your character can’t possibly know that!”
Ifaplayer has agroblem dealing with the difference between in-character and out-

bf-chavacter information, advise her to adopt a means of determining whether a
onversation or other communication is occurring outside the context of the game.
layers should remain in character throughout the course of the session. If they need
“to drop out of their role, adjourn to the “reality room™ or, if its juse for a quick query,

I youhave an active and busy story, you shouldn't hear this roo often. It docs arise.
nowand then, however, so don’t panic. The onus of entertainment does not fall on yoiir
shoulders alone. All players arc responsible for the entertainment of each other @
themselves. Try to help the player identify the sowrce of the problem: :

¢ Is the player pursuing her goals actively?

“they should make a “time out” symbol with their hands that can be clearly seen by those
tound them. A good guideline for players: If you're unsure wherher you know
something in character, presume that you don’t,

Argumentative Players: “You can’t do that to my character! That’s not how that
- system works. And besides, in 1257 the main export in this area was grain, not coal.”
* Is the player hoarding information she should be sharing? Bon’tatlow players toargue with you, particularly when doing so will spoil the flow
® Is the player refusing to interact with the other players during games? "0 il the game. Listen to the player’s grievance, and if it really can’t wait, then make a
. : teling and stick to it. Once you make your decision, it's final — otherwise you might
a5 well stop making decisions right now. This includes dealing with “rules lawyers” and
‘genre buffs” who think that they know your game or setting better than you do.

Did the player miss one or more vital clues?
Did the player create a full character background?

bs the pace of the game 1o slow for the player?
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out for tiu’ rumbk  discontent from your players. None of us are
[ @ n are na exception. Don’t dismiss all complai dle bitching, even
if you're used to suning out the regular whiners, since sometimes your playe
genuine heef. Encourage them to bring real 10 the fore so that you can de
them and adjust the game (and your style) into something they witl enjoy.
Eventually, you’ll run a story that doe

about the plot, or you miscal
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seyteller Burnout: “I can’t think of any more stories.”

help or ar to hand the Storytelling role to another until you
7 to the role. Try playing for a while, or even swi anes. Take 'l
> ! R ge, and come back when you feel enthu OuE i€ again.
hould be fun for you as well as for the players. If it's not, then don’t drag the
own with you. Eack of focus from you witl speil o e for the players.
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many possible Dark Medieval plots, though. You just have to let your inmgination loose.
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operating behind the scenes ro fund and direct military campaigns in distant Tands
there are many stories waiting to be told. Perhaps a Cainite hears of an enemy’s uppl
train that will be passing near her town. That train could be plundered for 1

thus disrupting her opponent. Maybe the local mostal lord overextends hig TeSOUICes 't
assist his king and becomes open to assistance from the shadows. The dynamic n ndture
of a chronicle with a military background is ripe with opportunity.

Noblesse Oblige — With power comes responsibility, and a vampire who h"l‘a :

himself up as the leader of @ mortal community has wany responsibilicies, Fulfillis;

them during the day has its obvious problems. Even more difficutt would be a call frai
the mortal ruler of the region for his barons to join him on crusade.

Church versus Crown — Examine medieval polirics and you'll find the (‘hurd\ '

at many levels. The plays for control over the populace berween mortals can jar heavil
on the same plots by Cainites, with the added danger of the growing lnguisition. Over
manipularion of the Church or state may bring unwanted and deadly attention.
Changing of the Guard — Mortal politics can mire the bese-laid plan uf ‘lng
vampire. A wedding berween fiefdoms, the death of the local baron or the birth of ar
heir alters the dynamics of the mortal politics. It may even: be as simple as a town gi
{a ghoul} saying the wrong thing at the wrong time in frone of the wrong noble, [mm
his position and thus reducing his value ta his master.

Epidemic — Withour the advances in medical scicnee thar we enjoy Loﬁ‘w

discase is more prevalent among mortals, The impace of disease on a population &

devaseating, and dealing with a diminishing feeding hase is a challenge toeven the mo
resourceful vampire. Additionally, mortal servants might be valnerable to some of the

illnesses that plague the Dark Medieval, and even some Cainites might fall victim e

the invisible menace of disease. Watching your empire crumble, as you lie g g!rlppcd
ague, cannot be encouraging to an immaortal.

Silent No Longer — Revealing the actual presence of vampires brings the thres
of huntess. Whether these hunters are mortals who seek tevenge for lost family
dedicated witch-hunters, those who seck eternal life or mermbers of the (‘hurdl eich
has her own methods of stalking, capeuring and destroying her prey.

Rampage - The wanderings of wights, those vampires who have fallen eo the Bcrl t

atcl ate in Wassail, might bring them into contact with villages or cities, The threatsuct
creatures pose to the Silence of the Blood can mobilize all Cainires in pursuir.
Strangees — Visitors always add an interesting twist away from the comforts
nori. A wandering bard or skald is in the area telling stories and seeking lore, 'travcli_n
theater troupes, musicians — all offer story opportunities as they bring news of events
in other places and sow seeds for more stories. A number of Cainices cravel frequently
and their presence offers the opportunity for vampires to pass messages to allies in othet

cities. Wandering sorcerers or mages might influence the tesidents to their own (,nds
perhaps deciding to stay if it is to their advantage.

The Eyes of a Child - Children, the perpetual symihols of innocence, ate {)frcﬁ
more in sune with the supernatural than adults, 1t may be that children can see theough
the careful deception that vampires spin to hide their presence ot true nature, C “hildren:

as story elements have innumerable possibilities. Tales such as “Beauty and the Beast”
might have sprung from the bond between a child and a Nosferatu or- Gangrel
Misplaced love in the purity of a child can make a heautiful counterpoint against 1‘11__6

. . . . . st o E
darkness of the Beast. And sometimes, awish to keep the child “puse” or “innocent™ can

result in the most terrible deeds....

" Prophecies ~— Some people are capable of foreseeing the future, and their eryptic.-

ons can shape the behavior of those who believe in their ramblings, Are 1hese
prophecies real, or just nonsense brought on after soméone overindulged with, a

hockah? Other sources for “prophecies” inclhide spiritual entities manipulating medi-.
or mortal seers (who are wsually dodging the Church) advising the local baron,
A Discovery of the Lost — Ancient lore, fragments of the Book of Nod, artifacts

st relics — the discovery of such lost treasures can bring about a scramble for control

‘of said objects. Knowledge is power, and exclusive access to knowledge placesa Cainite

n.apowerful position indeed, Artifacts may be magical or mundane in nature, granting
awer and prestige. Relics bring with them the faith that they hold and the faish of those

who believe in them. Such items can create drama even by the rumor of their presence.
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GROULS: CHOSE WHO SERVE

In this day and age, ghouls are absolurely indispensable for a Cainite’s survival,
The medieval world shuts down almost complerely during the night. Except for a fow .
feasts and revels, most people lock their doors and go to bed ar dusk. Business and travel

BAPTER BEVEN:
ArLies Anp AncAGONISTS

In this dark time, many vampires consider themselves sole masters™

is largely conducted during the daylight hours. A Cainire needs ro have a mortal pair
of hands and eyes in the world if he is going to interact with mortal society at all.

of the night. They could not be more wrong, for a host of supernatural
creatures shares this fire-lit workd with them. Only the foolish Cainite

! _ Long ago, Cainites discovered that when mortals ingested their blood, the
and the foolish Cainite will not

mortals received a tiny measure of vampiric power. They gained dark appetites and

thinks he rules without challenge
iong survive.

i unusual serength, but they continued e live and could endure surlight. Vampires
This chapeer deals with several of the most common allics, have created these ghouls for centuries, resulting in servants bound to their
enemies and ohservers of the Cainites. o vampiric masters — or domitors — by the blood varh. The virae in their systems
wreaks strange changes in ghouls, however. They develop hot passions and
powerful cravings for the vitae, sometimes to the point of violence, which is
indicative of the toucl of the Beast.

Considering how useful ghouols are 1o a Cainite, most vampires work hard ro
create and maintain their servitors. As human families are generally close-knit, it's
not unusual for a vampire to ghoul an entire family into his service. The Tzimisce
have taken this idea to its furthest extreme, enthralling generarion upon genera-
tion of a few mortal families, until the curse becomes so ingrained into them that
they are born with Cainite blood flowing through their veins. Other vampires
choose to create “lamities” by ghouling groups such as the breghren of a monastery

or a troupe of actors.

Many Cainites consider ghouling to he an intermediute step toward the
Embrace. Princes rarely require permission for ghouling as they do for the Embrace, o
allowing a Cainite to preserve a worthy potential childe until he can gain the
necessary permission. Some domitors dangle the promise of the Embrace before 2
their ghouls to ensure their loyalty, but the likelthood might well be small. After
all, many ghouls are worth far more as daylight servants than childer.

GhOUL ABILITIES

All ghouls gain the following abilities: |

* A mortal becomes a ghoul when he ingests one Trait of vitae, Mortals
generally have 10 Blood Traits in their systems. Extremely old ghouls might be able
to store an additional Trait per century of age. They may spend only one Blood
Frait per turn.

» Ghouls do not age as long as they have Cainite bleod in their bodies. Once

aghoul has passed his normal life span, he st abways have at least ome Blood Trair .
in his bady, or he will quickly age unto death. For most, this process takes days, but
very old ghouls can wither to dust in hours or even minutes. This is one of the surest
means of keeping a ghoul at a domiror's side. 5

* Ghouls may also use the vitae ro heal themselves and to boost their Physical
Traits just fike vampires. Those who do not use blood to heal will recaver like
normal mortals.

* Ghouls may regencrase lost or injured limbs by spending a Willpower Trait,
Bload Teaits (one for an eye or finger, two for a forearm or foot, three for a limb)
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and making a Physical Challenge. If the challenge is failed, the ghoul makes two
Simple Toests. If he fails one, the limb may never be re-grown.

* All ghouls gain the Prowess level of the Potence Discipline within minutes
of their first taste of blood. Additional Disciplines may be learned, but at a steep
cost. Bach Basic Discipline costs six Experience Trairs and can only be learned with
the aid of a mentor (gererally, the ghoul’s domitor.) A ghoul created by a Cainite
of the Tenth Generation or lower may tearn Intermediate Disciplines ata cost of
12 Experience Traits, while a ghoul created by a domitor of the Ninth Generation
may learn Advanced Disciplines ar a cost of 18 Experience Traits,

¢ Vitae catries the touch of the Beast. Ghouls can frenzy like vampires, bur
they gain two Traits to resist because the curse is not as strong,

 Ghouls who drink five or more Traits of vampire blood gain their domitor'scian
weakness, until they have less than five Blood Traits of vampire blood in their systems.

* (houls who go without feeding from their domitors for a month developa
raging hunger for the blood. Whenever they ¢an acquire blood from any vampire,
they must make a Self-Control Challenge to resist. After the first month without
feeding, rhe ghoul must make a Self-Control Chailenge to handle his cravings for
human flesh and blood. The ghoul may spend a Willpower Trait to subsume these
eravings, but if he fails his Self~-Control Chatlenge, he is so overcome by them that
he feels the need to satiate them immediately. Ghouls who last until they have
pusged all the vampiric blood from their systems are no longer ghaouls, and they lose
all supernatural advantages.

¢ Ghouls are bound by the blood oath, bur they cannor give it to others,
Ghoulsare generatly oathbound to their original dowitors, but thishond can erode.
While many Cainites rend to treat eheir ghouls as chagseel, the regular feedings
offset any erosion of loyalty.

[fa vampire character creates and maintains a ghoul, her player mast purchase -
the Retainers Background as soon as possible — one level of Background for every
ghoul in service. In addition, characters with ghouls stars each session one Blon;l
Trait down for every ghoul they posses — servants must be fed, after all. Players are
strongly encouraged ro detail their thralls’ names, Abilities, Natures and Demeancrs.
The exact pumber of Traits and Abiliries a ghod possesses should remain in ti}g‘ ;
hands of the Storytetler. In general, they should not exceed the statistics of the ghoul
templates given here. Mare powertul ghouls may be available for purchase thr(mgl}:_ :
the use of multiple Retainer Background Traits, ae the Sroryeeller’s discretion.

THE REVENANTS b
Clan Tzimisce maintains several ghoul “families,” encouraging the creation:
of new servants by simple marriage and breeding. Revenants, as they are czlll_ct_'l_,'
often have a long record of service 1o the clan, and their closeness with their
masters results in changes to mind and body. :

Perhaps the most powerful of these changes is the fact that revenangsare S().tilght_{y_ :
besund eo their vampiric masters that the children are born with vampire blond in th‘j1
veins. Furthermore, they can generare their own vitae without needing 1o feed fr.olzi a
vampire, starting around the age of 13, Only the offspring of two revenants has the

i ; - ] Trait per
greatest chance of being born a sevenant. Revenants regain one Blood Trait ¥ Lt

- and bound in loyaley ro irs master as long as it’s fed. Hellhounds — ghouled dogs

s0 they rarely nieed to feed from a vampire. Their biood does not slow aging (for chat
they need true vieae), but it will power all other ghoul benefits, Bach family has its own
Dhisciplines but also possesses wenknesses similar to the clan disadvantages.

* The Bratovirches are the foot-solders and huntsmen for the Tzimisce. They are
considered ehe lowest of the families, and their habits and manners tend o be coarse
and crude. Suill, their loyalty is unguestioned. Their family Disciplines are Animalism,
Potence and Vicissitude, but they suffer from frenzy just as Brujah vampires do.

* The Grimaldi are the Tzimisce’s eyes and ears in the mortal world. They are
merchants, tinkers, traders and the like, working quierly to influence decisions or
learn gossip. Their family Disciplines are Celerity, Deminate and Fortitude (they
cannot use their Lominate on Cainites, but it will work on ghouls and mortals),
They are fairly recent creations, and their blood is somewhar thinner. They have
only eight Blood Traits instead of 10,

* The Krevcheski are scholars, always on the lookout for ancient lore or new
inventions. FThey have created elaborare siege engines and clockworks for the
Tzimisce, but the clan has good reason not o trust them. The fumily is fascinated
with the Tremere, and it has begun to make secret overtures to the Usurpers,
perhaps to switch sides. Their family Disciplines are Auspex and Dominate (again,
they are not trusted), and they suffer a one-Trait penalty on Social Challenges in
Tzimisce gatherings or where their reputations are known.

¢ The Obertus make up the revenant wing of a Tzimisce monastic order of the
same name. They were originafly monks and nuns who practiced ritual sex for
reproduction, and they have spread from Constantinople to Western Europe and
the Fiends" homelands over the last century. They are the scholars, clerical staff
and librarians — the repositories of strange fore for the Tzimisce, Even if they don’t
know something offhand, they will know where to find it. Their family Disciplines
are Auspex, Obfuscate and Vicissitude, and they all suffer cither the Obsession/
Compulsion or Perfectionism derangements (their focus may change over time).

® The Szantovich are beavtiful spies and infiltrators who marry into noble
society andset about pulling stringsand reporting to their masters. They occasionally
slide into hedonism and vice, however, and if one is not pulling her weight, the Fiends
may choose to prune the family tree. Their family Disciplines ave Auspex, Presence
and Vicissitude. Should a Szantovich find a particularly pleasurable experience, the
player must succeed in a Willpower Challenge or become addicted to the vice.

® The Vlaszy are the Fiends' cavaliers — descended from a long line of Magyar
warrions and skilled as horsemen, soldiers and statesmen. Rumor has it that they
willingly entered the Fiends’ service to repay a debt. Their family Disciplines are
Animalism, Potence and Presence. Every Vlaszy, upon reaching adolescence, must
take the blood oath with & Tzimisce as a sign of obedience.

These are only the most well known revenants, Rameors persist that some
Tzimisce lords make their own lines of monstrous others. Worse, there are whispers
that the Baali breed their own ghoul families.

ADIMAL GROULS

Any beast can be fed vitae and made a ghoul, gaining all the abilities of a ghoul




or wolves — are among the most commmon, along with war-horses, who gain
unnatural strength and speed as well as a tolerance for Cainite riders. Other clang
ghoul rats, serpents or bats, while the Tzimisce have some animals ghouls that are
so altered thar their original species is fost.

Animal ghouls gain all the abilities of human ghouls, In addition, the domitor
gains a bonus Trait when using Animalism with his animal ghouls.

Fluman-sized animals (such as war-horses) can hold up to 10 Traits of vitae,
Smaller animals have proportional amounts of blood. A dog can have six Blood
Traits, a cat can have four and a rae or bat can hold two.

Che (hURChH: MOTKHER OR RAICH

The Church is the most powertul organization in the Dark Medieval world, as
well as the center of faith, Founded on the minisery of Jesus and his disciplines, it
delivers messages of hope and brings the salvation of sacraments to the faichful, lcalso
enioys vast wealth and political power, granted to it by the faithful who entrast their
fatesand fortunes toit, sometimes unwitlingly. The sacraments frame mortat life from
baptism to marriage to lase rites, and losing the sacraments means losing satvation —
one of the greatest fears of medieval people. Without salvation, one falls prey to
Satan. The Church's officers are not above wielding the threat of excommunication
against recalcitrant nobles or even against a populace to goad a noble into betrer
behavior. Mother Chuech takes no threar lightly, not even from a king.

Latin is the language of the Charch. Its documents are scribed in it, its priests
use it in Mass, and it is the official “court” language. The pope in Rome is the supreme
head of the Church, with his cardinals and bishops ranked below hin, along with
monastic orders and priests. Monastic orders range from the contemplative
Benedictines to more militant orders such as the Templars., Recent events have also
conspired to bring aboue a new branch in the Church called the Inguisition.

No Cainite can ever fully escape the Church’s influence on the Dark Medieval.
[r informs reo much of mortat behavior, and even Cainites who might have disliked
irin life might still feel the occasional twinge when faced with the loss of sacraments.
Some use it for its temporal power, whether as princes who must barter with bishops
or from the inside as bishops and abbots. To others, the Church is a storehouse of
knowledge and perhaps the leading patron of the arts in the Dark Medieval. Forsome,
it provides refuge from their less kindly beethren, or perhaps convenient hunting
grounds. Cainite interaction with the Church is not always as simple or seeret as they
believe, though. Vampire arrogance and activities can and have roused suspicion
among the more astute clergy, and those vampires who believed that they could make
the Church dance to their tune may be the first to learn otherwise.

ChE TEMPLARS

The Templars — more propetly called the Poor Knighrs of Christ and the
Hoely Temple of Solomon — are the Chureh’s greatest milisant arder, dedicated to
reclaiming the Floly Land for Christianity. Founded in 1114 and officially
recognized by the Church in 1128, they answer only to the pope. Their whire
surcoats decked with red crusader's crosses are instantly recognizable across the
continent and into Qutremer.

The upper ranks of the Templars are said to include wizards who ook study
in the Hely Land, sceking the wisdom of mighty King Solomon, who was said to
have conunanded spirits and had the ability rospeak with animals. These men have
very old magics at hand, and they supposedly sumemon spirits, Their chaprer houses
are said 1o be troves of cecult lore, relics and reasures. Their focus in frecing the
Holy Land prevents them from being oo great a threat to Cainites. Their wealth,
faith and occubt knowledge would make them formidable enemies indeed. Asiis,
the Templazs will deal wirh Cainires if it serves their purpose, and some Cainites
even ride with them.

Che INQUIZITION
A 1230 is a time of grear confusion and fear for the Church. Heresy in
manifest forms is spreading through the flock. The Scriptures are diluted or

corrapted, and now the Cathari, the Bogomils and other groups threaten to lead
innocent seuls into remptation. In the past, the Church has reacred to threats of
heresy ~—a hishop would deal with an aceusation of heresy as it arose — but for the
first time, the pope and cardinals are seeking to organize a response that stops
heresy before it can spread further. They will scek out heresy at its roots, at the
behest of the pope. This new branch, called the Holy Office of the Inquisition, bas
net yet fully formed, but already the Deminican leaders are field-resting the idea
against the Cathar heresy in the Languedoc region of France.

Not everyone is solely interested in heresy, althongh it is the primary reason for
the Inguisition's founding. Some believe that hesesy is only a sympross of a larger
disease in the Church hody. They have discovered through anecdoral evidence or
diveet encounter that monsters and fiends stalk the night, preying on the helpless aned
corrupting the faithful. Some of these monsters have even dared to invade the Church
and rempt her teaders. The Devil can quote Scripture for his purposes, and these wary
churchimen wonder fearfully how high the corruprion has gone. For the past few
decades, asccrer hunt has continued within the Church and among the flocks, carried
on by priests and holy warriors — supposedly acting on papal authority, Most are
educared, nearly all carry faith, and they burn with the righteous fury of the Lord.

OChER FAITHS

While Christianity stands as the dominant faith of Europe, it is by no means
the only one. Not s few vampires maintain the faith of their breathing days, at least
m passing, arsd a commueniiy's dominant faith shapes its outfook and aspects.

Comemunities of Jews are scattered through Burope and Ourremer. The
Reconguisia of theria has meant difficult times for them, as many are forcibly
converted ro Christianity, and ehose who refuse are executed as heretics. Christian
authorities limit their freedom, their choices of occupation, their living space and
what they may hold. In most large cities, jews are confined to walled ghetroes,
where they must ohserve a curfew and wear some identifying badge. Jews often
make handy scapegoars for all sorts of misfortunes, and Christian authorities do
nothing to protect them should a mob come looking for blood. Baster and Passover
are particularly difficult times. Church doctrine prociaims that Jews are to blame
for Christ’s crucifixion, and urban legends claim that the blood of Christian babies
is used ro make Passover matzo bread. These stories often lead 1o riots, followed by




Jews are fimited in their trades by orders of Christian authorities. As the Church
considers usury a sin, money-lending and merchanting are two of the few trades
open to Jews, and not a few riots have started because some Christian peasants
believed they were being cheated by the Jews. Only in Outremerand the Holy Land
do Jews find some measure of peace, provided a Crusade isn't roaring through,

The old pagan ways stitl ive in many places. Peasant folk often mix celebrations
of the old ways alongside saints’ days and Chuistian holidays, such as Faster. The
Church largely permits this, and has even horrowed a few pagan festivals and figures
whaolesale, the better to lead the countey folk gently to Christianity, While Furope
i largely Christian at this point, a few places remain sraunchly pagan. Lithuania
coutinues to remain a pagan kingdom, and parts of the British Isles keep the old ways
alive. Still, it is practitioners of the old ways who are most often sccused of witcheraft,

Islam is the dominant faich of the Holy Land, especially the Arabian
peninsula. For many years, the Muslims controlled large parts of Theria, living
peacefully alongside Jewish and Christian neighbors until the Reconquista forced
them back to the southern provinee of Granada. Muslims clashed with Christian
armies during the Crusades. The Templars supposedly learned a grear tany occult
secrets from Muslims in the Holy Land, and Mustim libraries are repositories of old
wisdom from ancient times.

Rome is not the only center of Chuistian belief, just the most visible.
Divergent sects of Christianizy — which some call heresies — dot southern and
southeastern Europe, as well as the Holy Land. The Languedac region continues
to host one of the most visible —- the Cathars. T Eastern Europe and the ruins of
the Byzantine Empire, the Orchodox Church conrinues to hold sway. Around the
Fertile Crescent, sects of Armenian, Antiochan and Coptic Christian churches
reign, each with their own ricuals and ideals.

Che€ INFERNAL: SERVITORS OF THE PIT

Every Christian knows that Lucifer was once an angel who led a host of angels
in rebellion against God. The war with Heaven ended with Lucifer {now Satan)
and his crew being cast out of Heaven and into the burning pits of Hell, never to
return. Every Christian knows that it was Satan in the form of the serpent who
tempted Eve to eat of the Tree of Knowledge, causing mankind’s fall from grace.
Even now, every Christian knows that Satan and his minions seck to corrupt and
tempt men and women, eventually luring eheir souls to Hell. Demons and devils
are quite real to the peasanes of the Dark Medieval, who fear the presence of the
uttholy and blame it for illness, curses, madness and many other troubles.

Demons and devils are malevolent spirits that seek our human souls o
corrupt. They do not usually work directly, as the children of the Father of Lics,
their preferred means are more subte. bt is said thar demons cannot force another
to sin against his witl, so they mislead, tempt and manipulate wirh honeyed words
and empty promises, all leading their victim to sin and sin willingly. Some say thar
demons find the pure, the pious, the innocent particularly appealing, and should
one of these fall, it means jubilation in Hell,

bloody rampages through the Jewish quarters, Jewish communitics are tradition.
ally insular, which fans mistrust (what could they be doing in there?), and many

As Cainites are atready damned by their very existence, they hold fittle incerest for
demons as victims. Their artval may take time, but it will come, Instead, demons find
vampires useful as servitors and agents, usually promising power in exchange for service.
Most vampires wisely refuse the bargain, either not wishing to further damn themselves
or because they prefer ro be their own masters, not servants. Still, some do accept, Some
are drawn by the lure of power (and demonic investiments are said to be quite alluging)
or by the opportunity to cormupt the virtuous. Most Cainite infernalists seek each other
out, the beteer to share knowledge and protection, as vampire society rejects infernalists
and witl bunt them down on the slightest rumor. An entire bloodline, the Baali, serve the
Lordsof the Pitand have done sosince their mortal days as a devil-cultin theriver-valleys
in the time of the Second City. Having been nearly driven to extinction once by the
cambined might of the clans, the Baali are not eager to give them a second chance.

The Church generatly considers all spirit-beings to be “demons,” although there
are many spirits who have nothing to do with Hell, They are spirits of the wild places,
of nature, of animals and plants, related to the faeries or the pagan folk who worship
them. Most people see no such distinction when confronted with them, though,

Sorcerers and wizards are said to call up demons to do their bidding or to
bargain with them in exchange for magical power (a charge the Church main-
rains). Such deals are not usually to the wizard’s benefit, though. Demons are
nothing if not patient, and they have plenty of time to give a wizard enough rope
to hang himself with. The most powerful wizards are said to be able to bind demons
into service, at which point the Cainire must ask himself who is the greater threat
— the wizard who can do so, or the demon in theall, wheo is likely to rip apart the
arogant wizard the minute he can slip his chain?

DEMONIE TRAITS

Demons and spiries have many powers, and as spirit-beings, they have very
diffevent Traits and abilities. They appear in physical form rarely, and when they
do, it is always memorable and rerrible. Demons and spirits have four Trais:
Willpower, Rage, Gnosis and Essence. Spirit Trairs generally range {rom 1 ro 10,
aithough the mightiest dukes of the infernal host thay have more.

* Willpower: This Trairallows a demon to rake actions, such asmoving through
the spirie world or attacking, in the same way that physical things use Physical
Attribures. When two spirits enter combar, they use Willpower Challenges.

¢ Rage: This is a spirit’s passion and inner will to survive. Sprits use Rage to
artack and wound others. Rage #lso measures a spirit’s toughness.

* Gnosis: This Trait measures a spirit’s awareness and thought, and it is used
in Social or Mental Challenges, as well as performing Charms,

* Essence: This is the combined toeal of the other three Traits, giving the
spirit a pool of power to draw upon to use Charms.

¢HARMS

Demoens and spirits have a nunber of unigque powers at their command called
Charms. Here are some of the most commonly seen ones:

* Corruption: With this power, demons can fure and tempt mortals. It works
like the Dominate power Lure of Subtle Whispers. The demon uses Grosis to work
this Charm.




» Disciplines: Demons may use powers similar o Cainite Disciplines. Essence fucls

them rather than blooed, and Gnosis is used for the challenge, Common Disciplines
include Animalism, Dementation, Moves, Obfuscate, Obtenetration and Presence.

* Immunity to Fire: Demons are creatures of the fiery pits of Fleltand immune
to fire.

* Materialize: When a demon chooses to plysicaily materialize, iv showdd be a
rare and memorable event for all concerned. Assume that its Rage and Willpower
determine its Physical Aveributes and its Gnosis determines its Social and Mental
Attributes. Most demons have as many health levels as vampires, but more powerful
demons have more, and many can regenerate a one level of bashing or lethal damage
per turn, Killing a demon’s physical form temporarily bamishes it back to Hell, where
it has plenty of time w recover and brood and wait for irs next apportunity.

¢ Possession: Some demons can possess mortals by making a Static Gnosis
Challenge against the victim's Willpower, With success, the demon controls the
victim for as long as it likes, or until it is exorcised. Demonic hoses usually gain
immuniry to fire, ard the demon might be able to use other Charms throughs the
host (at Storyteller discretion).

' DEMONIC WEAKNESIES

Though possessed of great power, demons still have their weak spots. As
infernal creatares, they are valnerable to True Faith and the powers of the holy,
which have double the effect. As arrogant crearures who rebelled against their
Creator, demons are also vain and incautious abour their egos. A wise person can
trick them by flactering their egos or looking for weak spots in their deals.

DEALING WITH THE DEVIL: MVESTMENTS

One does not get something for nothing. Demons know that very few mortals
or Cainites simply throw everything away for the mere chance to serve Hell. Hell’s
mninions know that willing seevitors are the best ones, and willing servitors are best
made when they get paid, Good inrentions only go so far, Mast turn to the infernal
when life (or unlife) has nothing more to offer them for desperate situations, or
when neither can or will give them whar they want most.

Magical power is o frequent investment. The Thaumatiney or Mortis paths are
alt viable options for a demonically invested vampire to have, especially for one
who has never studied magic. A crafty Storyreller might wish 1o make use of Tark
Thaumaturgy paths, such as the Path of Corruption or the Path of Deark Revelations,
without informing the player that his character is practicing such, merely giving
the player the necessary instructions for each new level when he advances. Afrer
adl, those magics had w come from somewhere. ... Dark Thatmeturgy systerns may
be found in The Sabbat Guide.

Other investinents might mimic Discipline powers, and any of the Disciplines
{with the possible exception of the Healer's path of Valeren) would make excellent
gifts. A vampire who suddenty displays a few new tricks at a critical moment might
be just the surprise necessary to drive his target into a trap. If the Storvteller wishes
to mike it clear that these are not true Discipfines, he may demand char ehe player
spend exera Blood or Traits to activare them, that the character must pcrfc)rm an
extrastep to invoke them or that something does nov appear right abour the effecr.

Generally, assume that most demons can grant rhe Basic levels of any Dmuplmc,
while the more powerful ones might grant up 1o Advanced levels.

Some investments are simpler in nature. A homely gitl might wish 10 be
beautiful and graceful (a matter of a few new Social Traits), or perhaps a ame youth
wishes to beable to run and walk again (buying off a Flaw or Negative Traits). Not
every such change is instantaneous. Some demons like to toy with their pawns,
giving them just enough to encourage thein along. Most demons can grant ewo
Aatribute Traits, and powerful demons can grant three or more.

As stated earlier, nothing comes for free. Demons expect something in retarn
for their “gifts,” be it service or a cup of blood at every full moon. Storytellers are
encouraged to play rough with players whose characters make a few casual infernal
bargains just to stock up on nifty powers. The infernal is nor something to treat
lightly, and demons don’t like to find out they're being taken for  ride. Someone
who does not keep up her end of the bargain may find her exera Social Traits
starting to slip away or her powers failing her at a crucial moment. The character
might need to work a little harder than usual to regain what she’s lost, and even
then, the demon might not ler her forget about the slip, yanking the investment
out from under her just to remind her whao's really in charge.

LUPINES: ThE BOUR OF ThE WOLK

Just as the common folk helieve that vampires are corpses cursed to rise and prey
on the living for blood, they believe that some folk are cursed by unfortunate
circumstances tochange into wolves, preying on men and cattle by the full moon, only
to retumn to their nonnal shape and senses with daylight. Some people are believed to
witlingly scek out this terrible transformation by making pacts with Satan, wearing a
wolfskin or enacting terrible rites. Cainites, themselves the subject of myth, know fufl
well that the peasant stories are not gossip. There are wolfshapeshifeers out there, which
Cainites call Lupines, and rhe Lupines are too dangerous to dismiss as fantasy.

The Lupines rule the dark and wild places, the woods that surround the
villages and towns. Cainites hold sway in the cities, but most know better than to
challenge a Lupine on his ground. The wolves protect their homes savagely, and
wise vampires do not travel alone through wilderness; even the Gangrel walk
warily through known Lupine territory. While some Lupines will parlay with
vampires if it suits them, they do so with utter contempt for Cainites, and most
would rather artack. The two sides are atmaost always opposed to each other, and
they prefer to avoid dealing with each other.

Werewolves, though savage, appear to have asociety of their own, which ehey
keep as secret as the Cainites maintain theirs. They seem to organize themselves
in tribes, mach like vampires have clans. They do not seem to have princes, but
cach tribe governs itself and its territory as it sees fit. Cainites have managed to
learn a littde regarding werewolf society, at peril of their unlives:

* Lupine nobies are known as “Silver Fangs” or “Shadow Lords.” Title is cither
granted or inherited. They rule the tribes and hand down laws. While proud and
arrogant, these nobles are the most likely to negotiate with Cainites if necessary.
Wise Cainites grant these wolf-lords the same respect of princes snd mortal kings,




lesta Lupine'shonor be offended and his rage stirred. Some Tzimisce voivodes .speak

* of tense encounters dealing with the Shadow Lords regarding contested zcmlo;y"-'

in Eastern Europe.

* The werewolves apparently have their own wizards, but they are nothing

tike the Tremere or other blood magicians. They commune with and command the!
natural world — animals, plants, the elements and spirits of these. They follow an -
- older, pagan order (occasionally bringing them into conflict with the Lhiannan),

and advise their nobles. Rumor has it they can make themselves invisible.

® The Lupines have a fighting order called the “Ahroun,” which is known as -

the “Fenrir” in the Holy Roman Empire and places north and the “Fianna™ in

Britain. They can tear a man (or vampire) literally limb from limb, and when in

battle, their savagery and joy of combar is unmatched, even by Cainite frenzy.

Lupine warrjors may carry weapons, but when in theit geear bartle-forns, they

cereainly have no need of them.

® The werewolves appear to have their own group of outcasts, much like the
Nosteratu — deformed in wolf and human forms, and spat on by their kin, They
arc often desperately eager to prove themselves worthy, which can muake ehem both
reckless and very dangerous. Some vampires believe that, like the Nosferatu, they
hide among lepers and beggars, the better to spy. Rumor has it the two groups
oceasionally share information.

LUPINE ABILITIES

Laws of the Wild is the definitive source for werewolves in a live-action
setting. If that resource isn’t available, Storytellers can use these roles to simulate
the Lapines in a Cainite chronicle;

* Lupines can change shape between three forems — a nortmal buman, a normal
wolf and an enormous, nine-foot-tall wolf-headed shape they wear in battle. When a
werewolf enters this hybrid form, her Physical Trairs are doubled, she deals aggravated
damage with her fangs and claws, and she is considered to have the equivalent of Might
simply due o her raw serengrh. Any mortal who sees a werewolf in this form falls into
amaddened state of panic. (Treat such mortals as having entered Roeschreck, with the
added affect that they forget ever having seen the werewolf when they finally recover.)
The Lupine cannot use her Social Attributes or Abilities except with beases or other
Lupimes while in this form, Lupines may also take the shape of a true wolfat will. When
they do so, they gain the same bonuses for being in wolf shape as Cainires do; refer ro
the Pratean power Form of the Beast, for details.

® Many werewolves can detect Cainites with low road ratings, or if they have
struck binding deals with the Infernal. Such Cainites are usually attacked on sight.
Gangrel or those Cainites on the Road of Beast, however, are only rarely attacked.

e Lupines heal all normal damage at the rate of one level every turn. Fire, silver
weapons and the teeth and claws of other supernatural creatures (including
vampires) deal aggravated damape to Lupines, which they cannot heal in this
fashion. All other damage is treated as normal,

® Every Lupine has aspecial Trait called Rage thae may be used to heal damage
- or to gain extra actions. A werewolf may spend Rage 1o gain extra actions ina turn,
just like Celerity, at a cost of one Rage Trait per action. Werewolves may also heal

ne health level instantly by spending a Rage Trait once they become Incapaci-

ed. Aggravated damage may not be healed this way. Each werewolf has

anywhere from two 1o four Rage Traits at minimum, and may regain a Trait
‘whenever he s injured or humiliared.

~# Many Lupines have powers available to them that resemble Disciplines.
Most of their powers can be simulated with Anfmalism, Auspex, Celevity, Obfuscate

- and Protean. Some can even imitate the sundry powers of Thaumaturgy. Lnstead of
*Blood, Lupines may fuel their oceult abilities with a unigue spirinual energy called
“Gnosis. As a rule of thumb, most werewolves have anywhere from three to five

Gnosis Traits ar minimuem available to them per game session. They regain their
 Gnosis through rest, meditarion and communing wich spirirs,

s Werewolves are subject 1o frenzies as easily as the Brujah, and they suffer the
same penalties when testing. They suffer no wound penalries during frenzy.

o Werewolves can enter the spirit world, becoming invisible and intangible
s the physical world. Like the Auspex power Anima Walk, they can use this as »
means of travel {(especiatly foran artack), but they danot leave their bodies behind.

OCHER SHhAPESHIRTERS

Rurnors persist of men and women who can shift shape into other forms besides
wolves. The Laibon talk of great cats who sealk the sub-Saharan grasslands on two
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legs, or of mighty cracodiles on the banks of the rivers that leave human reacks,
Vampires from the north relt stoties of Odin’s ravens, Hugin and Munin, taking
human shape, or of men donning bearskins and becoming bears. Oceasionally,
Nosferatu in very large cities come tearing into court, babhling about very large rats,

Most Cainites are not likely to encounter other shapeshifrers. It would seem
there has been some grear shake-up in the world of the shifrers, encouraging these
rare specimens to avoid much notice. Those Lupines who deign to speak with
vampires either maintain a sullen silence on the matter or show a curiously eager
interest in the whereabouts of this unusual specimen.

WIZARDY: The 3HhAPERF OF THhE WORLD

Of course magic is real, and many folk will be happy 1o tell you so. There are
those people with knowledge of the secrer arts, which they use for both good and
ili. The Church rakes adim view of such things, claiming that all magic comes from
the Devil, and those who hold such powers did so through bartering with him.
Further, they point to seripture: “Thou shale notsuffer a witch to live.” That said,
mast peasants {and a few of higher standing) visit with village wise-women for
remedies and charms, and scholars stifl seek out and praceice the rites hidden inold
romes of Latin and Greek.

Vampires generally mistrust magic, and with very good reason. The Tremerce
were morfal wizards before they dragged the seerer of immortal life from Cainites
and used it to change themselves. Blood magic continues to remain a mystery,
whether it is the Tremere'’s ever-evolving Thaumaturgy, or the secret, Bloody rites
ascribed to the Assamite sorcerers, Setite priests or Tzimisce kolduns.

Most Cainites and common folk know of three sorts of magic-users:

» Wise women and folk magicians are the most common sort, practicing simple
craft — fortune-telling, herbalism, charm-crafting — which they learned at the
knees of their elders. Most combine the ways of their ancestors with their own belief
in Christianity, but not a few are devoutly pagan. Their communities come to them
for assistance with domestic problems or advice, and some work as midwives, While
they consider their crafes ro e harmtbess and healing, the Church condemans them as
Satan’s followers. The Church claims that they cavort naked in the woods under the
full inoon, participating in carnal rites with their infernal master, and thar they are
attended by minor demons who take the form of animal famitiars, such as cats. Such
claims are only fucled by jealows neighboss who seek scapegoats for their own
rroubles. Most peaple thus accused are unlettered peasant women.

* Mages are most often {but not always) scholarly men, who study the secret
arts, often for their entire lives. The greatest are said to command truly awesome
abilities, but they do so rarely and puard their knowledge fiercely, They often
gather in secret groups for protection and sharing knowledge, one of the largest
being the Order of Hermes, a collection of small mystical houses. The Tremere
supposedly belonged to this order, hiding their unliving state, until they were
discovered and cast out to a man. The Order considers the Tremere to be
abominations and fights them at every aen in a secres shadow war that not even
many Cainites see.

* The Chutch believes quite firmly that those who harness any sort of magical
power are servitors of the Pevil who have exchanged their souls for their gifts, In
fact, there are some, known as infernalists, who aceually do so. Many other wizards
and witches refuse to truck with them, but infernalists are quite used vo fear in lieu
of true respect. They perform tasks for their demonic masters, which range from
corrupiion 10 mugder to blasphemy, and they revel in their powers. Infernalists
often find that Cainites make very useful pawns.

* Rumor has it that the Church, while it condemns magic and wizards, has
both within its ranks. Most Cainites believe that such wizards are simply especially
blessed by God.

FORCEROUS ABILITIES

Magic is the Art, according 1o those who practice it. More than simply
mumbling a few incantations and waving & wand, it combines arcane knowledge,
inner talent and iron will into spells and rituals to bring the magician's will into
being.

Magic is divided into “paths” or “spheres of influence.” Knowledge of 4 path
and its assorted rituals determines how much power a wizard has, Storyrellers who
wish 10 include moreal magicians in their chronicles will find maore regarding
sorcerous paths in Laws of the Hunt. These rules offer a wide variety of powers for
mortal men to wield without becoming truly unbalancing. 1f thar resource is not
available, most of the paths of Thawmaturgy or Moriis are readily adaptable to the
cause. Wizards may also means of scrying {similar to Auspex), as well as rituals that
duplicate other Discipline powers.

Magic requires time to conduct the ritual or spell (sometimes 2 few minutes,
sometimes hours), special ingredients {herbs, candles, a lock of the target’s hair),
ritual books and scralls, and other sorcerous implements, Very skilled wizards need
tewer props and less time as they grow more powerful. To use powers in a game setting,
the player spends a Wiltpower Frait and makes the same challenge for Thaumaturgy.

Sorme magi practice arcane arts thae touch the very heart of God's creation. This
“rrue rapic” isonly limited by the desires of it wielder and the risks she is willing to take
when she imposes her will vpon the world. Such practitioners tend to have their own
goals and ambitions. They might gather in covens for protection, but they are just as
likeldy ro he an isolated rune-caster or witch who answers to no one but themselves and
whatever powers they serve. Those Cainites who encounter these practitioners speak
of seeing great wonders when the spell suceeeds, but equally great hosrors when the
working goes awry. it would seern that occasionally Geod senites those who tamper too
much with Creation or as a reminder that hubris is not tolerated.

Laws of the Ascension gives a guide to purting the will-workers in a live-
action setting.

GHOJTY: ThE UNQUIET GRAVE

It seems that some rare spirits do not receive their appointed reward upon
death. Rather than moving on to Heaven or Hlell, they wait in timbo, watching the
living world with envious eyes. Some are tied by chains of passion — secking
vengeance on enemies, remaining close to Joved ones — while others seek to finish




tasks left undone before death came. Even burial in consecrated ground or Fi
Rites by a priest does not guarantee a quiet grave, if the spirit is restless.

Few Cainites deal with ghosts, and most are happy o leave it at thar, The
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Cappadocians have made a great study of death and its after-effects. OF all thie
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Cainites, they know the most abour these unquiet spirits, more from residual

encountess, as their interests in death lie in this world. Despite their deep

knowledge, the Cappadacians have had littte luck in dealing with chose Death hiig-
left behind. They occasionally curry ghostly favor by assisting them in the living -
world in exchange for other favors and knowledge. Some of their servans,

especially a young family by the name of Giovanni, have made grear progress in
studying ghosts. The Tremere are said to truck with spirits, including ghosts.

Ghaosts are not usually interested in vampires, unless their paths happen to
conflict. Vampires tell of being haunted by former victims, or of a vengeful spirit

who protected a loved one from & Cainite’s predation. _

For most Cainites, the restless dead are more of an annoyance than a true
rhrear. Unguiet spirits can do very litcle affect the material workd, and Cainires in
turn can have fitde effect on the restless dead. Ghosts might not be able ro act in
the material world, but they can wateh what happens, and share that information
with those who will aid them. Indeed, an enstaved ghost would make the perfect
spy — one of the reasons that the Giovanni's research has sparked such interest in
certain quarters.

The unquicet dead gain the name for a reason. Those who want to torment the
living (orunliving) for whatever reason can go on A sampage, causing blocd to drip
down walls, filling a room wirh a rerrible stench, hurling knives, even sometimes
steiking one of the living, amoeng other nightmarish deeds. An outraged haunt
quickly Joses momentian when he reaches into the morral world, bur the damage
he can create in his brief time upon the world s immense.

Folk beliefs claim that a ghost can be laid o rest by helping it complete the
task that keeps it from rest, such as giving a non-baptized infant a Christian name,
saving something imporant 1o the ghost (a piece of jewelry, a map), or secing a
murderer brought to justice. Qccasionally, if the ghost is particularly troublesome
ar violent, the Church may be called in to exorcise it

GROST ABILITIES

Ghosts are invisible and intangible fo the mortal world unless they choose o
make themschves visible and tangible. Generally, they have Hetle effect on the
living world. Consider them to have the same Traits as demons and other spirits,
bat they have 2 few unique ahilities:

& Uhosts tend to haunt places of death such as hattlefields, the sites of murder,
graveyards, ¢ld ruins and the like. Their powers are strongest here becanse the veil
between the worlds of the living and the dead is very thin.

* Ghosts are tied to the mortal world through a series of anchors and their
passions for these items. These irems can be anything from a cherished wy 102
befoved wife. If all of a ghost’s anchors are destroyed, he will be condemned to
everlasting torment and can never return to hother the living world. if they are
somehow brought to resolution, the wraith hasa chance for redemption and peace.

:+-# Ghosts are almost completely undetectable in the mortal realms. A Cainite
{vi_th Soulsight might be able to detect a ghoss, but a ghost’s aura is very faint and
difficult to see. Detecting the ghost sequires a successful Mental Challenge. The
ghost receives a three-Trait bonus to this challenge for the purposes of breaking

“ties. Even if the ghost’s aura is detected, the character must have ae least three level
" of the Occidt Ability, or one level of Love: Ghests, in order to understand what she

is_ seeing.

~ # Ghosts have their own arcane powers. Their most comion powers are
similar to Auspex, Chimerstey, Dominate, Obtenebration, Presence and the Thauwmatgy
path Rego Motus. Some may also possess the equivalent of demonic charms. They
power abilities using Essence.

= ] is extremely difficult to prevent a ghost from eraveling wherever it wishes.

Barring certain oceult rituals specifically designed to keep ghosts at bay, a ghost
may go anywhere it desires in the mortal reatns.

FAERIES: WHEN LEGENDS LIVE

The Good Family, the Still Ones, the Ever-Young, the Fair Folk — all names
that the country folk respectfully use to refer to the faeries. The peasants treat them
respectfully indeed, knowing that the Ever-Young are quick to anger and likely to
curse those who offend them with madness or bad luck. They hold strongest sway
ins the wikd places, where the old ways still hold power, and country folk know many
rituals 1o placaie them or turn their anger elsewhere. Respect and proper manners
are perhaps the greatest defense when encountering the Still Ones.

There are places where only the mad or foofish wander, where the faeries are
said to rule — old mounds in the middle of the fields, rings of standing stones,
mushroom circles. The faeries are said to kidnap mortals for servants in their
reaims, or they may chase them through the wood for spore, running them down
with howling packs of goblins and redeaps who stain their caps with human blood.
In general, facries are like a force of nature, best lefe alone by mortals and Cainites.

The most commonly known faeries are those of the wilderness, those who love
the mountains, the glens, the deep forest, the rivers and lakes. They are said to frolic
in the “faerie rings” of mushrooms or forest glades. These are the satyrs, the dryads,
the water nymphs, who love to take mortals to share their revels or who charm
them for fun. They do not suffer trespassers in their domains.

Household faeries — gnomes, nissen, brownies, bwea — perform chores for a
house in exchange for food left out. They prefer the homes of country folk, where
the people were raised to respect them. They can turn malicious if offended, and
intrudess or offensive visirars in their domains will find them very offended indeed.

The noble relers of Faerie are said to be of such tetrible beanty, such grace, that
even the Toreador would weep. Many Toreador tell tales of how these great ones
have walked among mortals and Cainites, of their great skilt atarms and magic, and
of their tremendous capacity for cruelty or generosity. Like mortal or Cainire
nebles, they are best treared with grear respect.

There are said to be two groups or “courts” of fae, who traditionally hold sway
at different times of the yeae. During the spring and summer, the Seelie reign. Some




StTRANGE COMMUNION:
DRINKING THE BLOOD OF OTHER SUPERNATURALS

_ Whenever Cainites encounter strange, potent foes, especially
. other supernaturals, their natural instinct is to drain their blood and
somehow gain their power. It’s a natural impulse, but sorely misguided,
as such blood often has unusual side effects. Some: Cainites become
addicted to the strange flavors of these odd nectars anid will seek them

out whenever possible, sometimes regardless of the danger.

(Note: Unless the Storyteller decides otherwise, the jule of vitae is
“first i in, kast ot In other words a Cainite cannot rid herself of a Trait
of werewolf blood until all the blood she had in het system prior to the

forbidden drink is disposed of.)

Thelafernal: The bloodof mortalorCainige infernal servitors is generally
httle different fiom nonmal mortals or Cainites (a[though a Storyteller can
always arrange for a smpuse) Demons 1 who are not fully material cannot be
drained - theyare onlyspmt Attemptmg todrink from amaterialized deton
is perhaps one of the more foolish things a vampire could do. What happens
- afterward is up to the Storyteller; bitt the results should be memorable.

. Werewolves: Each Trait of Lupine blood counts double (that is to say,

< a vampire who drinks two Traits of werewolf blood gains four), but the
vampire must test for frenzy immediately after deinking. Unti the blood is
spent, the Cainite has the Negative Mental Trait: Imputient, and is bursting
© -with maniacal energy2At the Storyteilm s discretion, particulatly potent
- blaod (Pure Breedx 3 or greater) might grant bonws levels of Porence or Celerity.

Mage/Sorcerer: A Cainite who drinks such blood will often be
- bombarded by strange visions and hallucinations as a wealth of creative

+i- energy flows through her. Ultiimately, it is the Storyteller’s decision as

© towhat game effects this blood has. Some Cainites gain flashes of insight

into the workings of the world, while others simply admire the pretry

+ colors until the blood works it way through'their system, -

Fae: The blood of the fae is extremely potent. Like werewolf blood,

. faerie blood counts as double, so one Trait drunk by the Cainite counts as
" two Traits in his system. Any side effécts _

the very least, the drinkerpainsa tempordry cEeté‘ngemmit ofthe Storyteller’s

. choice, with further side effects at the Storyteller’s discretion. The
derangement and other effectsléave When the blood eycles out.

' Numinous Mortals: Moftals who possess True Faith are anathema to
“the Cainites. Drinking from those chosen by the Holy is death. Each Trait
~drunk inflicts a Trait of aggravated damage onthe drinker. A Cainite who

drinks from someone who exhibits psychic power might demonstrate wild,

ncontrolled powers of the same variety, As always, the full effects are at the

“Storyteller's discretion, although these powers are generally more annoying
an helpful and are never undet the control of the player.
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Counrry folk guard their infants with care, fearing thar they will be snarched
from theircradles and replaced with changelin gs, tacries made in the infant’s image
todistract the mother. These changelings may live for years among mortals, never
hinting at their true natare. Stories of facries hiding among mortals under a veil of
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Hlusion that shields their natures from other eyes continue to circulate, and not
every changeling is an infant. . ..

RAERIE ABILITIES

The fae of the Dark Ages are not the changelings of modern rimes. The
Shattering has not yet come. They do not need 1o cloak themselves in mortal flesh
to hide from Banality, nor do they feel the touch of Aurumn upon their souls.
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Consequently, The Shining Host provides only slight assistance in introducing
the fac into your game. These guidelines, hawever, might provide some starting

SN

SINAL | WIND A

points on introducing such ereatures to the uniucky or unwise:

* Most faeries have powers much like Chimersery, and they are masters of
illusion and deception. Other powers include Animalism, Auspex, Celerity,
Dementation, Dominate ( particularly Reveler’s Memory), Obfuscate, Obtenebration,
Presence and Protean. Faeries such as ogres und reolls may have Fortitude and Patence
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as weil. Noble faeries are likely to have variations of T hawmaturgy pachs, especially

Creo Ignem and Rego Tempestas. These abifities are fueled by a Trait unique to
facries called Glamour. A typical facrie possesses anywhere from three to five

Gilamour Traits per session. e
. . ; . SANNOYOADY
* Faeries heal bashing and lethal damage like mortals do, bur many of them d

know healing magic, considerably reducing the necessary time ro heal. Faeries
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sidfer aggravated damage from fire and weapons made of cold iron. Even touching
coldtron causesa true fae extraordinary pain, and she must spenda Willpower Trait
every round she grasps cold iron.

Roap

* Noble fae are terrifyingly beautiful or nightmarishly frightening, depending
on their mood. Anyone who wishes to artack a noble in her court must best her in
a Social Challenge before they may raise a hand against her.
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