Sleps of the Danquine Palh

@ DN Suide to GUW C,Di,a,ciffsm

that it has a separate prerequisite for cach Level
tio parte: learming the nest otep of the Sanguine
of the itual’s oleps can be deleumined in one of bio
wayo: She firok is for the player character Lo find the
knanledge thuough coleplaging, by intewsicning
DV e e R L B
acquiing, wore Lomes o engasings which fully dctil
an entize otep of the pracess. Becanse this knonledqe
wesomrces should never be easy Lo acquire. Fhey 2o,
however, make an excellent reward as part of an
adventute, and can even be o plot hook unto them-
selpes.

Ihe other way for a vampize disciple Lo find out
e clo I RN e in. Polk, i Horouch
cuplic clues from obsowre and forqollen somrces.

Ihis requines a number of howss of dedicated
woearnch equal to three limes the claos level that the
Sampine disciple io bujing to qualify for (o0 @ vampize
disciple bujing to nevearch the pretequisite for the
thizd fevel of the class would need to spend 9 hous
wesearching) ab the end of this time, the vampice
disciple can make o single knowledge check (@rcana,
Hiskory, and Religion ol work, but the DCo can

dary, see below). ffj? the vampize diaciple
aucceeds, ‘PLQ {eamm tFLe next ai&.].). on tpue. g)auﬂm

Path. 3]? fie failo by 4 ox lesa, he io unable to
find any anssers. 3}? he fails by moze than 5, he
sk Sucoeed oniae DB ADGIEM ok ot
misinterpret the clues, seeing some secret
connection sihere in fact there i none. For this
weasan, the DN ohould roff the knowledge check
and wisdom check in aecrel. 3}’ the sampize
disciple faifs a check, he can make a new one
once he continuea hia research, apending the came
amount of lime mamcglinﬂ as he 2id on hia

She Jirot Slop:

5{1 camj}&zrte -tﬁm nzt.ej:; {Fw. »anj}iu
ai":c»i‘j}fe muad ﬂﬁeﬂ up aome o:f hia Blocd to be
conaumed 'ij,. another crealure. E‘]ﬂe crealuze need
fwelﬂea-ﬂcmyirm, and indeed need nol eden receite
i muat w&w dnink the ﬂmnj]mw. &oc-ij»fo.’ﬁ
Bloce. She amount need not be too greal: a fow
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e Second Slep:

gﬂcomfs&t@bﬂja a&?meme&ﬁa?ﬁa muad
wufwea.&&nﬂ, amwgﬂm&ﬁmmtﬁanaaﬂbm.
gﬂe{memaﬂmfmﬁ@,mﬁmgamm-aﬁohmm

to auffice. She sacrificial death of a living, sentient
being ia not aymbolic, and anything less than death

Knontedge DC: @cana, Rekigion 30;
History 85
o Fhird Step:

cither be imprisoned, ov be in imminent danger of
Wmmmmt,m&m;jg{ammjm,g{acmﬁe
aided in hio escape by allies or other prisones, but
being released will nol satiofy the ritual. Short, o
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She Fourth Step:
Sorture

B complating this otep, She fiust o 1o endure no fess
BV thon Joun howss, of phusicol tortune. Fhe tortine munt

be weal, ane if il does not hate a atrong effect on
the sampire disciple then it will not meet the
sequizement for thia atep. Depending on the -
method of torkure, the tampire disciple may take
some amount of amage o afifily Jiain duting
this process, as defermined by the DI
Whatoter e axack mathod, for eack hous of
torture, the vampire disciple muot succeed on a
Sortitude or WHE sate (hia choice) (DC 10+5
per predious saie) on fall v ana Be
foroed o alast the entire ordeal oler.
@lternalicely. the tampine diciple can simply
torture o figing, sentient being for no fess than
four obraight hours. Shis torture muat alio Be
wal, and, as abote, the tampire diaciple will be
Jorced to otart oter if his victim fafls unconacious

o diea.
%oﬂfcaﬂ,e @@: gcdouj g{Eﬁﬂu}n 40,
@ucana 45

She Tiflh Step:
Botrothed of Fine

Jo complete this olep. the tampie dsciple
need only sl o farge fire. e fire must be farge
enough o comploloby Jeslnoy, ot leaslcue
Builiding, on oboe it must claim the Giteo of no feso

mmbamw.
HKnonbedge DC: @rcana, Histowy 45;
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e Dinth Otep:
D eath

gﬂ camfzﬂytﬁ; LFL«:: afraja, Jliﬂe -Qamjlim Qiacijl& muad
go fﬂ;wuﬂpl, i acj,m,ﬂ.@&c amlzﬂ, E@mﬂ, Ewwaa ﬁﬂ;w_ i Q.
cof;i.n. @m:e, the coﬂjtn ia {'nntjzwﬁ Eu,vwea the
Jampire &Mcﬂ:z,fe can imm»a&m—f.eﬁtj take the next lecel
in the j_ywmﬂe clasa {aﬁmun;i,n-ﬁ he ia ma&j to fevel
u]:p) and will no 2oubt fﬂlﬂ& that ne ﬂ:l,ctﬁe.m nu.&inﬂ ta
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e Final Step:
Bapltiom in Blood

Jo complete this atep, the sampire disciple
sl penfoums o il which i s
atatar of Nocturne, the goddess. of Kampires.
@% a xitual afxoﬁm,ﬂe o_};fzﬂmmm the atatax
will quant the dampine disciple the, final Bonefilo
of tampiriom upon the tampive diaciple, making
him o fullfleaged sampire. 3}’ the sampize
Sisoiple dses. nol sachanas the Wil 6 heaues
covectly, the avatar will instead atlempt to dedou
fis soul. Sf the. sampiee daciple can Jefect the
atatar in combat, Voctune will oifl grant him
Knowledge DC: @rcana, Refigion 55;
History, 60
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