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Special THawHS, BeacH House Enrmion

Ben and Dinah Monk, “The Royal Family,” for claim-
ing the princely estate at the top of the mansion.
Mike “Sissy" Tinney, for becoming defensive once the
explosives threatened his security deposit,

Chad “Mankey Knife Fights” Brown, for instigating
monkey knife fights.

Brian “"Romper Stomper” Glass, for not leaving Chad
at home when he had the chance.

Fred "] Can Make the Pool This Warm, Too" Yelk, for
testing the hot tub for fungus and other horrors.
Aaron "Couch Porato” Voss, for watching 144 hours
worth of movies in 120 hours.

Josh "Fuck a Bunch of Fred” Timbrook, for the 4 a.m.
drunken litany against the guy asleep in the next room.
Justin “El Genius" Achilli, tor discovering Nature’s
Gorilla.

Philip “Puzzled” Boulle, for traveling 12 hours to a
million-dollar house on the beach while the dolphins
swam outside and spending his rime doing jigsaw puzzles
in the dayroom.

Harate DEaTH]

The guy who owned the house we were supposed to
zet but didn't winterize, thereby forcing some of us to
have a view of Route 12 instead of the Atlantic Ocean.

Wiy Simce
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Thatt mad misleader of thy bram-sick son!

What, walt thou on thy death-bed play the ruffian,
And sorront with thy s

0, whe with? O, where is loyalty?

If it be banish'd from the frosty head,

Wi il it find e harbour in the earth?

Wi w g0 dig a grave to find ot war,

And shame thine honourable age with blood?

Willham Shakespeare, King Hemy VI, Part I (V.0)




In the modern nights, war travels on a wave of vitae. No longer fought on mortal
battlefields as it was during the Long Night, the clash between the still plays our
nightly t the backdrop of the [yhad. Kindred kills Cainite; clanmare kills
clanm: p as come ta bloody ends and domains shift as the dawn brings the
unl P atid bishops to fiery ends.

s an interesting time to be Kindred, It is an exciting time o be undead,







Crecutive Sﬂﬂn 1.800.555.Logon,

iy Dbear Vykos,

It is not without a sense of irony that I find mysels writing
this letter, and I'm sure that vou're mnot without your own sense
0f something similar — whatever it is that approximates emotions
in your malign 1ittle heart — as you read it. You no doubt know
by now that my sire, Archbishop Anbrosio Iuis llongada, has met
his Final Death. Part of me suspects that you knew before I 'did.
Not only was he a contemporary and sectmate of jours, he was
part of that hideous little cabal of monsters who crawled forth
from the Tong Night and gouged a place for themselves among
these modern nights without Yielding the tiniest iota of their
lormer habits. For this, despite my hatred for him and my admite-
ted lack of fondness for you, I salute you both. I salute also
those fallen in the effort: WMitru and Arnulf, Boukephos and Kova
Arpad. I salute even Lord Jurgen von Verden, that bullheaded
maverick, and my own sweet Anatole, whose eight centuries of
holy madness iinally caught up with him. Those 0I you who died
without compromising your Cainite natures deserve & nod for your
commitment. Those who survived without compromising — who have
reached the letter Z, to be shamelessly modern — I afford you
the reverence due to your fiendish selves, :

It was no secret that the Archbishop and I had our differ-
ences. I am no stranger to the whispered tales of his decadence,
and no stranger to the rumors of the ﬂa_;c;iﬁﬂpwledge we shared
oL each other. Quite simply, you know never to have hap=
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pened, but I was there when my sire confessed his sin ol lust to
Gorchist and was absolved. I am glad he is dead. The very fact that
he rose each evening weighed heavily on me, and I knew the only rea=
son that I was given the chance to achieve the great heights that 1
have was due to the old beast’'s last impotent and Heaven-denied urge
to indulge one last fuck before he went to his place at the devil's
right hand. He was & faithful Cainite, and 1 was the embodiment of
his failure. I never wanted to be that; I mever asked for it. When
he pulled me under the shroud of night, 1 was & stupid, impetuous
girl who accepted the curse oi undeath only in an eifort to spite my
father. I can hear the leathery 1ines at the cormers of your mouth
curving right now, liyca _ “You two deserved each other, I can hear
you crogk. You are right, much as it embarrasses me to say it.

1 have come to a turning point in my unlife because of this. His
Final Death, my understanding of what I meant to him, and & long-
dormant sense of that wretched but unavoidable prugeny's guilt have
stirred the primal fire withiln me. I have played the dangerous gane
for almost a millennium. 1 have tgken the side of right (or the side
as closest to right) for as long as I have been able. I have di-
vorced myself from the morality of the Damned long enough to hinder
the twin evils of the famarilla and Sabbat. I have studied futile,
obsolete arts and devoted myself to killing and later to making
amends. I have been a whore for war and a whore lor Ppe&ce. 1 have
been a martyr and cynic, & killer and a saint. I have watched demons
poison the earth around them (with your gglp,qg} and I have led
feints for the Ancients more times than some Oainites have uttered
the word “Antediluvian.” Our own games of gambit and countergambit,
lyca, have colored history, th;eatened.ﬁﬁe world with genocide,
orved @s blinds for the true masters of ithe. Jyhad and killed those
who may have possibly risen oneﬁnight'tn=j$ﬁhas as leaders oi the
world. I have watched history ocours I have gomtributed to the color
0of cultural advancement with the crimson of my own blood. I have
seen miracles, and have been & miraaxg'?ﬁ?ﬁﬁﬁi.:' i

I don't want to do it anymore. o

Let them drop thelr jaws in' wonder, Myaa..igi”ﬁﬁem eurse me for
abandoning the fight against @ehenna on their ferms, Let them call
me a traitor, place me on their absurd Red List, curse me for & cowW=
ard and & selfish fools I am sick of playing:the game the woxrld has

set before me. The time has come for Lucita to do what she should
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have done centuries 8go. Despite the horror and wonder and fate=
shaping I have done ang Seen, I am still mo more than my sire’s
childe. I must Step down from the world's stage. I am no longer
& figure; I am onme Cainite attending to her own matters.

Please allow me to sSurprise you now, Myca. I mentioned before
that I believe you kmew of the Archbishop’s Final Death before I
did. Well, allow me to turn the tables and make your introduc-
tion to the Archbishop who will Succeed him.

lUonths ago, I met with the consistory, from which you were
convenlently absent. I made it clear that this was a personal
decision. I hated lMongada, but that does nothing to erase the
debt and obligation I had to him. He was my aiphay I will be his
omega. While I make no pretense of “continuing his work,” I can
no longer argue that his legacy is mine. The consistory smiled
like fiends. You would have been Proud. Actually, Jou would have
dissented, but their motives would have thrilled your dead soul
nonetheless,

I am ceding the Archbishopric of Madrid to a council of bishe
0ps who will report directly to me., My own domain will be the
new Archbishopric of Aragon, because I want to go home for g
while. I have spoken Wwith the Basque Rufus in the Pyremees ang
convinced him that my claim to domain will bring an end tg the
sectarian squabbling that paints Huesca red to these nights. 1
have explained to him that in the short term, war among the
undead will come, but that in the long term it wil] bring
“Mongada's terrible quiet” to the Damned who nake their haveng

Open your arms to welcome me g Hyca. I an Sabbat.
sister to your brother, e ;

Lncita

REGUEM FOR THE MICKSTER
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When [ was coming up, it was a dangerous world, and
you knew exactly who they were, It was us versus them, and
it was clear who them was. Today we are nat so sure who
they are, but we lonow they've there,

— sic, George W, Bush ar lowa Western Commu-

nity College, January 21, 2000

If the Damned childer of Caine are infamous for
one thing, it is their ancient Jyhad. From the nights of
Ur and Jericho, vampires have fought each ather for
reasons ranging from personal vengeance to the contral
of narions. Neonates scheme and squabble for respect
and precious blood, often ar the behest of century-old
ancillae, who themselves jockey and snap at one an-
other to curry the favor of antiquated but viperous
elders. The elders in turn expend resources, pawns and
vitae in the fruition of ancient schemes encompassing
everything from the destinies of nations to the pettiest
of revenge. And as for those to whose tune the elders
dance... well, some secrets are best left unknown.

In the process of this sanguinary conflict, nations
have risen and fallen into flaming ruin. The resources of
the planet have changed hands or been wrested from

their owners. Countless moreals have given their bod-
ies, souls and blood. Entire cultures and languages have
been blotted from the globe.

But how, precisely, do the undead wage Jyhad? It's far
oo easy to stare dismissively that the Ventrue “conmol®
their pawns through “Machiavellian® means, or thar the
Followers of Set “corrupt” their minions into doing their
hu{ding. =uch ﬁ.phorisms ard not Urli1,.' QUIEXOLC, hu] |i|.'l,' s
well. Most princes worth their domains are in power
because they acted, and acted with greater skill and
purpose than their rivals. How did yours ascend her
throne? And how could a more clever claimant — perhaps
even a player’s character — execute the old monster's
strategies one step better to remove her from power?

This book, a guide for players and Storytellers,
discusses the ways and means, the struggles and strata-

Imrocnon: Taouses Tivee
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gems, that comprise Jyhad. The book focuses primarily
on the two greatest sects of the modern nights, the
Sabbar and Camarilla, and shows how these hodies
wape war against each other. Still, the Camarilla-
Sabbat struggle 15 only the canvas of the Jvhad, and
many pictures are painted thereon. This book describes
how a plethora of other beings, from the wayward
Ravnos o the enigmatic Inconnu, to such oddities as
ghosts and shapeshifters, deploy themselves on the
ereal kl'll."‘-‘-.: [l I:1II| ol _|':,-i'|:l|_:_.

Throughout this book, you will be treated (perhaps
subjected) to the msights of Ludo Giovanni, Cainite,
recorder of Ihim_[;. strange, and .\':r.'h-f]‘llm.:.;iirnm{ expert on
the struggles that permeate Kindred unlife. Through
Ludo's meticulously recorded examples and incisive
commentary, the astuce reader will take note of how the
abstract concepts of Cainite war manifest in tangible form.
Ludo himself is rumored tohave met Final Death in 1999,
and so his examples may perhaps be taken with the
proverbial gram of sale. Seill, Ludo was smart right up until
he was stupid, as the Giovanni say, and so perhaps some
wisdomecan be pained from the ald Lick’s fables,

ONTHE W AGING OF
JeHAD

A treatise penmed by Sigmore Lude Giovanni

Jyhad. The great, endlessly turning axle around which
revolve the spokes of our incestuous litt le family—well, I
mean the larger family, the Damned as a whole. And, as
tends to happen with a (supposedly) all-encompassing
resource confliceholy war spanning

r.l-l.i hl Ihilnl.i."\- L ||:. VEds,
those along the sidelines are oh-so-cager to clock in with
their two cents on how to win the whole thing romorrow
night and take the chips off the rable for pood, Well, I'm
a long way from the oldest Lick in the sarcophagus, as it
were, but T've seen enough would-be princes and prisci
come and gotoform a few tidbits of ¢ ipiion, if noton what
a vampiric powermornger should do, then ar least on whar
he most certainly should no.

The first thing...the vEry first thing v should
understand about Jvhad before you even attempt to
srick vour childe-ish, spintle-hasn't-yet-dried fangs out
of your haven for any purpose except to score your
night's repast. .. is this (and listen well, O my childer):

MintocHt Siect
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What a vampire wants ot of a conflict does not
necessarily — and probably does not — mirror what a kine
in a similar position wants from that same conflict,

Soundsself-evident, doesn'tic! Well, perhaps; we're
the walking dead, amore highly evolved being or maybe
a devil incarnare. Of course, our lofty ambitions and
foul plots transcend anything the puling kine could
possibly undersrand!

Hmph! To borrow a popular contemporary apho-
rism with which my mortal great-great-pgreat-
great-grandniece dismisses rhe pettiness of the deluded,
“As it." If mere blood and undeath brought with them
an equal share of wisdom, can you imagine how differ-
ent the night would be? But far too many Kindred, when
attempting to second-guess the moves and gambits and
ploys and counterploys and counter-counterploys of
their undead rivals, base their tactics on stereotypes and
assumptions from their hreathing days instead of edu-
cated inruition and cold logic. And then they’re dust.
Mo, not even dust, because such fools rarely haunt the
night long enough to transcend the rigor mortis stage.

A corollary to the above rule is my own coined
phrase, "Stay in the red.” In other words, the most
IMPOTEant resource, the most crucial consideration for
any Lick-based conflict is always — aluirys — vitae. Cut
off a foe's money? Well, that's very nice, but he still
might be able o call in enough old debts ro rake you
down anyway, Ostracize her socially? Fair enough
but for every Kindred power group, another is eager to
recruit allies against the first one. Walk up and bear his
pallid corpse till he drops into torpor! Gauche, Most of
the world's princes tend wo frown on undead bar brawls
in their domains — and if it was that easy, your victim
didn’t deserve the term “foe” anyway. At best, "minion”
—asin “sniveling minion of the true power who's going
to teduce you to ash for irritating it."

Ah, but blood? The cnex of the matter. A Kindred
without vicrims is. ... well, a corpse. Figuratively and literally.

Fair enough — bur how do my little theorems work
out in that vast night through which we all stalk? As
illustration, let's rake a period of social unrest and
political tension here in the Srates — say, the swinging
‘605, the Age of Aquarius, the days of ‘Nam and Nixon,
r-e;—lc:cnilld—p-:}[auddlcd prey. The petrfect hattle;_mmund
for Jyhad — but maybe not in the way you'd imagine.
Did Kindred feed off the swirling stew of trends and
societal glacier shifts that occurred during this mishe-
gotren decade! You bet they did. Did some Kindred
profit thereby, while athers lost their herds, fortunes
and unlives! I don't really need o answer thar, do 17

So let's examine the American mvolvement in
Vietnam. Now, I'm sure that you've heard a few gener-
alizations about Kindred society, and based on those
generalizations you've probably formulated a grand
theory about Kindred involvemenr in the Vietnam
conflict. And your grand theory is something to the
tune of, “Oh, well, I'm sure it was a Ventrue clan
directive to support the war in Vietnam."

To that summation. ., why!

“Umm... well, because aren't Venrrue, like, the
vampire Establishmenr, and the Establishment sup-
ported the war in Vietnam, so the Kindred probahly
wanted to.,. well..."

Well, what! Yes, I'm listening. Conrain a mortal
political system that most sensible elders suspected
would wither and vanish within a kine's life span
anyway! Establish dominance over the meager resources
of a country so far in the purview of the Cathayans that
a Western Kindred couldn't safely set foor in it —
provided she could weather the perilous journey ro the
peninsula in the first place ? Precisely what reason would
"The Ventrue" {assuming such a homogenous Orwellian
lump of undead existed in the first place) have to
interest themselves in Vietnam ar all?

Indeed. Think like a kine, be played like a kine.
Think like a Lick. Stay in the red. Why in Caine's name
would any Kindred want a generation of primé feeding
stock to spill all that delecrable virae on the-muddy
expanse of a rice paddy halfway around the world,
courtesy of an AK-471 As a species, we can take [ES[ION-
sibility for our share of harrors and atrocities, bur
Vietnam hﬂppf:m:d in S]!H'LE of American {-:;l||'||[1_'-i| o
because of us, Remember, only a little over a generation
ago, panicky American Kindred had been forced o sir
at their radios, listening to reports of an entire genera-
tion of on-the-hoof, testosterone-seasoned juicebags
killing each other at Normandy and Guadalcanal and
other places Over There, away from their greedy clurchas.
As it was, during the 1960s, Camarilla Licks of means
{or who preved on those of means) were marshalling as
many resources as they could to encourage things like
student deferments, cushy National Guard sinecures for
the sons of the rich, or simple draft-dodging. Now,
granted, a few Kindred dabble in the military-industrial
complex for financial reasons, and for those Kindred,
Vietnam provided as much of a windfall as any war.

The lesson to be learned in these nights is to know
your enemy. Don't guess his actions based on your
perception of his clan. Don't guess based on your per-
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ception of his sect, or his allies. And always follow the
blood. Or you'll guess wrong, and you'll be dead. Again.

Let’s try another anthropological exercise from the
same period. What else — oh, yes; the kine's tedious
civil rights strugele. Okay, in chorus, now: “The Brujah
and Nosferacu all supporved civil rights because...”

Yes, little grasshopper, enlighten me,

"Well, because the Brujah always sympathize with
rebels, and the Nosferatu helped the Freedom Riders
because they were outcasts and second-class citizens
just like them.”

[ see. Very clever. So an anarch vampire — who
doesn't have the accumulated resources of her elder
rivals, and who is thus forced by the Tradition of
Domain to mingle wich and feed on the disenfranchised
and dispossessed — is going to do everything in her
power to élevate her sweetmeats, to integrate them into
mainstream society, to transtorm them into middle-
class professiomals who trust the police, live in gared
communities and go home ac sundown 1o tuck their
delicious little children safely inre bed ar 9 p.m.?

Anyanarch with more than a few decades under his
belr is interested in domain rights, not human rights.
They're shrieking against the prinee’s Evil Tyranny that
precludes them from running around ripping the heads
off of whomever — poor orrich, black or brown ar white
— they want. But many Kindred (now ashes, of course)
have assumed thar the anarch would blow widh or
against the prevailing morral political winds. They
guessed wrong. They paid for it with their unlives.

MNow, what else abour the '60s can we assume, based
on a Kindred's-eye view! Well, for starters, the hippie
movement doubtless enjoyed widespread support from
justaboutall Cainites, simply because it made feeding so
rndiculously easy. (As anote, doanything to increase the
spread of HIV and warch all Kindred — clan o sect be,
well, Damned — come down on you like Satan's flames.
!'u"[':, self inc ]Lu.lu:n.l.]

Whar else about the period? Oh. Mansor. The
naive Camite — not you, of course — would pipe up
some ludicrous theory that Manson was some jittery
pawn of some Malkavian or other - or maybe an
anarch who hated the “pigs" and wanted o make a
statement against the rich.

Absurd. And the Kindred who advanced such a
ll!t‘u:l",‘ wuuld I'N.! l'ht' Yeriest Fm:-i. ]n f'.-]n::t, r]m:‘ Mﬂnsﬂn
murders did a grear deal — well, an annoving bir — of
damage to anarchs, by hitring them where it mattered
maost — in the herd. You know, for a while, people were
steering clear of sweet hitchhiking flower children with

wide pupils like they were lepers out of the Diark Agesor
some such. Enough so to make it tough to find vitae
when you've spent the past five vears scrabbling around
the California underground putring up with the shriek-
ing of Hunter 5. Thompson and the Jefferson Airplane
to cultivate just such a herd. I'm sure plenty of Free Srare
Kindred would love two ger their talons on Charlie's
scrawny old carcass, just to pay the hastard hack for some
lean years.

Ah, youthink. .. but might the Ventrue Prince of Los
Angeles — secure in her rarefied feeding habits and
disinterested in using the Whisky-a-Go-Go rabble as a
buffet table — have somehow encouraged Charlie, Tex,
Sadie and company to commit their crimes in order to sow
fear and distrust toward the flower children as a whole,
thus destabilizing anarchs’ herds across California?

Now you're catching on. ( This didn’t actually hap-
pen, by the way. Sofaras | can tell, Manson was a kook
with a power fetish who orchestrared his lictle psycho-
drama entirely on his own. But it could have happened
as I've described. And it would have been... well,
ancilla-level clever anyway.)

You see the point. Whar are some other general
trends to warch for? Kindred enjoy the company of the
very rich because they tend to go oura lor and alleviare
their horedom by spending rime in seedy locales with
srranige people and stranger drugs, and they like the very
poor because they tend to be helpless, socially impotent
and otherwise easy prey. The $65K-a-year accountant
with the two children who goes ro his nice, secure
suburban home and family prompely at six — that's
sundown in the winter to vou — of what possible use is
such a kine 1o a predatory Kindred? Of all the delu-
sional, mispuided ideas that. ..

But I've rambled long encugh. Consider this the firse
of many lessons to come. If you read my chromicles with
ot thought percolating in that rigor-mortis-locked, cool-
ing brain, pender this: Up until the time of your Embrace,
you probably didn't even know Kindred existed at all.
Don't assume, then, that now you exhaustively know the
hows and whys and wherefores of that existence.

HowTto Use THIS
Book

This book is intended o be a resource for players
and Sroryrellers alike. Although certain sections of this
book are intended solely for the Staryteller, it conrains
few “preat secrets” o be jealously sequestered from
playvers' eves. After all, anvone can parrot the wisdom of

Miosar Siect
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a Sun Tzu. It takes a special kind of person — or undead
— to apply it competently.
Midnight Siege compnses several chapters, as follows:
Chapter One: The Ivory Tower discusses the
political, social and military scrategies commonly em-
ployed by the Kindred of the Camarilla. Centuries-long
machinations, ancestral vendettas, the deployment of
torrunes and schemes thar involve the welfare of na-
tions all play a partin the Camarilla's collective arsenal.
How does a prince maintain her power while under the
oun from both the Sabbat and the Inner Circle? How
does a domain of decadent, backstabbing undead find
common cause when harried by fanartical, fire-wielding
crusaders! This chaprer tells these secrets and more.
Chapter Two: The Sword of Caine rurns our atten-
tior o the Camarilla’s rivals and counterparts, the vampires
of the Sabbar. The Sahbat spreads through Cainite society
like a cancer; and, like a cancer, it can lie dormant and
wairing, slowly corrode away the surrounding body, or
spontanecusly burst into crippling malignancy.
Chapter Three: Strange Bedfellows covers the
unique roles played by a myriad of strange nocturnal

denizens. The role of the anarchs, the scrutiny of the
enigmatic Inconnu, and even the twrmoil caused by the
entry of a werewolf or sorcerer on the great playing field:
All this can be found herein.

Chapter Four: Storvtelling the Tides of Conflict
is intended primarily for the Storyteller, though players
will unguestionably find some choice tidbits and wicked
machinations for their arsenals as well. It provides
insight on how to use a Cainire siege as the backdrop for
passion, character development/degeneration and
|:ll'ﬂ]'l'l-'ll'l-'l'z'lnl'l d'l'ﬂT!'I.FI. not I:Ili..‘]'{.‘]j.-' an excuse for r;!nu_irun
death-in-the-streets rapscallionry.

Finally, the Appendix: The War Chest provides
timetables and “project management” plansalong which
a Kindred siege might flow. While there is nothing
typical about any conflict in which the freakish Kindred
participate, certain moves and gambits tend to repeat
themselves down the weary years. This chaprer details,
in broad and sweeping strokes, how a region inhahited
by one great sect or the other might conduer irself
during the onslaught of a sectarian siege.

Inrroccmon: Trouseen Tives
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If you were to listen to the way the primogen talk, you'd think the batdes for the aities ook place on downtoun
sooftops, with sword and subterfuge — honorable Camanlla Kindred battlmg ageinst the slavering hordes of Sabbar,
and then sending the ghouls out to Dominate anyone swho might have noticed.

If you were to listen to the primogen, that is. The batdles, if such they could be called, infrequently take place
downtown. The bartles rarely need to be cleaned wp afterward, because the violence, when it does happen, happens
in the shems, and the outer vings of the city, where no one gives much of a shit what happens . Nothing gets cleaned
up, because druggies and welfave moms aren’t telegenic, and no one is going to listen 1o them. Enforcing the
Masguerade? Forget it. We don't need (o encourage disintevest — no one cares.

Andas for the vinlence? Theve are no heroic, set-piece hattles. Nomidnight Napoleons. We kil Sabbat om lomely
back streets; we harass them, lure them , ambush them and wear asway at them vnal they are good and beaten. Then
we stake whomever is left and wss their bodies m the river, to ot away wnfl we need some entertamment, or the

Tremere need some experimental subjects.”

Frederick Van Tongeren, Ventrue straregist of the Camarilla, speaking in London, 1995

The old nights are long gone. Once, on Europe's
hlood-soaked eastern plains, the Cainites actually walked
forth by night among the warfare of their herds. But
those ancient nights are long gone, and much has
changed since then. Gone are the city-states of old.
Here are nation stares that span whole continents.
Gone are the peasant armies pressed into service, or
lured by the appeal of loot, plunder or rape. No longer
can a vampiric soldier pass unnoticed in the final
skirmishes of some brutal, bloady bartle. No longer can
a Ventrue warlord sate his hunger on the bodies of the
dead or the dying in plain sight of his retainers. Such
arrogance cost the Kindred dear. Inquisition, plague
and, evenrually, the shroud of Masquerade ended those.

As the third millennium after Christ dawns, such
things are purest history.

But the Cainites still behave as if those old
nightsstill endure, inmetaphorar least, ifnoracrion.
After all, vampires are creatures of habit. While the
world has changed, the nature of the violence that
staing it has not. S0 a certain degree of antiquarted
ornamentation in the discussion of warfare is hardly
surprising. They speak of “siepes,” “crusades,” “war-
lords,” “tribunes,” and discuss the nightly flickers of
violence and murder in the epic terms of a histonan,
A casual listener might think of literal armed con-
flict, fought with swords and fire, generalsand armies.
But now, such Kindred warfare requires subtlety, not

Crarmer Onie; THe Ivokr Towin

17




T

brute force. Wars between vampires take place in
secrecy, beneath the veil of the Masquerade.

DoMiNIiONINTHE NIGHT

In the sunlit world of mortals, true power comes,
apparently, from the barrel of a gun. The great institu-
tiansof Western civilization are mere trappings. Citizens
obey laws because the state always hasan unspoken, but
always real, jurisdiction over violence. Little is different
in the moonlit world of the Children of Caine. The
prince of the city holds the right to take unlife. A word
here, a command there, and Final Death follows.

The nights of a Kindred prince actually ruling a
city as a literal lord are gone as well. But if this is the
case, if the obsessions of power and dominion are not
an issue, why do the sects war at all? What possible
reason does the Camarilla have to spend so much of
its precious resources to fight a battle with their
Cainite “brethren?” Six billion potential feeding
vessels dwell on the planet. What do a few hundred
thousand mortals here or there matter!

A first, and most obvious, reason s that the Camarilla
has found a most implacable and violent adversary in
the Sabbat. Lupines may massacre vampires on occa-
sion; hunters may murder a few undead here and there,
but the Sabbat is a far more dangerous threat. They are
undead, and the Sabbat's elders are contemporaries of
the elders of the Camarilla. If the Camarilla were to
abandon cities and feeding grounds to the Sabba, they
would be displaying weakness in the eyes of the enemy,
and losing face. The Camarilla fights wars not for the
few million dollar's worth of property, which is replace-
able, or the few hundred thousand souls in ametropolitan
area, which are also, ultimately, replaceable. It fights to
maintain a place for Kindred in a post-Inquisition
world. The more cities the Sabbat claims, the less
important the Camarilla becomes. The less important
the Camarilla becomes, the less heed vampires take of
it. The less heed the Kindred take, the less heed they
take of the Camarilla’s laws and its ways. Thus, the
Masquerade falls and the witch-hunters’ fire ignites
again. The overall situation is too dangerously clase to
thatof the nights before the first Anarch Revolt forsuch
a threat to be taken lightly.

A second reason is that the Sabbar kills other
vampires. The Sabbat has no problem violating the
Camarilla’s Sixth Tradition. If the Sabbar takes a ciry,
and Camarilla elders are still present, those elders most
likely die at the claws of some Sabbar pack. However, if
the Sabbar kills neonates, or Caitiff or other undesir-

ables, then what of it? There are always more where they
came from. But the fear of diablerie haunts even the
strongest of the elders. These vampires have existed for
centuries, foughtand intripued and murdered for centu-
ries, seen companions, lovers and enemies alike grow
oldand die, and suffered so very much. Even in the cold,
ashen heart of the most inhumane elder, that horrific
notion of losing her heart's blood to some manic Sabbat
punk is a terror, an insult, an atrocity beyond words. It
is better to send your beloved childe ta his Final Death
than even consider enduring such a fate. It is berrer to
lose some mare of your soul to the Beast than to die
increasing the potency of some whelp's Blood.

On a global scale, these reasons mean rela-
tively little. Vampires are few. According ro
Camarilla estimates, perhaps 60,000 vampires
populate the planet. Even allowing for mistakes,
misinformation, the vile Cathayans and gross un-
derestimation of the Kindred populations of even
the most horrifically overpopulated cities, the fig-
ure cannot possibly exceed 100,000 Kindred. That
isn’t enough souls even to populate a small city.
That is hardly sufficient reason to spend resources
to ensure any degree of influence over ones' fel-
lows. But young Kindred, those clever enough to
know better, suspect that the Camarilla’s Inner

. DeCorazon'sGrose |

From the almanac of Ludo Giovanni s

I have heard talk of @ presumably apoeryphal |

. magical map or a glebe, made of human skin and
bones, created as a gift by a Tzimisce elder of
Hungary to Raphael De Corazon, that shows cities
as little clats of black, coagulared blood. Thishlood
stains the map, shading the relief, showing what of
the world helongs to the Camarilli. Where the
Sabbat, or Cathayans or others hold sway, the skin,
even dried and leathery as it is, erupts into faint but
nericeable pustules, The story goes that the pus-
tules nﬁtndﬂﬁﬁﬂtazmm much that he sent even
his favorites to their deaths just to ensure the
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disease did nat spread. ’
This story is probably nothing but rumor, bur it
uriderlines the insignificance most Kindred feel when
the Sabbat are in the city, killing and kidnapping. Is
this part of some Jyhad among the eldess? The Sabbat
claims that the Camarilla is & tool of thesé elders who
ariseon Gehennaer some suchapocalyptic nomsense.
But since there has never been a pood reason for this
continued obsession with territory, the Sabbat expla-
nation is as good as any,
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Circle plays some global game. The Camarilla, in
its quiet, stealthy way, wants its talons to encircle
the globe, and it brooks no competition.

CAMARILLA STRATEGY

The Camarilla is often seen as a static, reactionary
entity, It rarely goes on the offensive. Even when it
makes a move, it seems, such movements are always in
response to the previous pestures of the Sabbar, The
Camarilla never “takes” a city — it only retakes them

once the Black Hand has triumphed.

Recent developments in the modern nights have
proven this theory wholly untrue. With the fall of
New York City into the Camarilla's clutches, with
the double-dealing of the new Prince of Milan, the
Camarilla has shown irself to be a wily enemy and an
accomplished tactician. The Camarilla knows that it
has forever — it is happy to rake two steps back for
every step forward, so long as it knows it will one
night take three more steps forward.

Here, then, are a few examples of how it does
just that.

Business as LTsuar

Despite the trauma of the Final Nights and the
constant threat of inter-sect conflict, open violence is
comparatively rare. A greater ragedy to the elders of the
Camarilla, far beyond the Kindred blood spilled, is the
disruption sectarian conflict causes to a city.

In the eyes of the Camarilla, something has gone
badly wrong when vampires kill vampires in their
havens or the streets. The Camarilla pursues an unoffi-
cial policyof“constructive engagement” with the Sabbat.
The Camarilla, in its quier, subtle way, maintains a
constant degree of diplomatic contact with its adversar-
ies. This occurs through back channels, through
independent parties such as the Giovanni, or by feeding
informarion through known Sabbar pawns. This diplo-
macy prevents many unforrunate incidents and allows
vampires of either sect to look to their own problems.
But it is also the Camarilla’s maost devious weapon: It
exists, not for peace, but rather to erode the Sabbat's
hierarchies and power base. In a time of warfare, the
wheelsset in motion perhaps decades before tum a litte
faster. Messages are sent out. Intermediaries deliver
promises, gifts or instructions to enemy territory.

The Camarilla examines the targeted city. The
planners look caretully at the power structures and leam
what can be undone, what can be weakened, and what
can be destroyed. True masters of this pame are said to

I}C Capa bif: li'l-'l:-'r['l'r'l]:l;'i ng Tl'lli: E-‘i' I.I'.lhi-lt "r'r'Ci-]':\'L'n thL"i'l' LT WHT
EHU[L. Ib lllﬂ'ﬂ_‘ SOMEeOe |i'||‘_' TIIIII.th'l.‘ Pli_‘\.I:IUP “1- LLK]I
wants to see humiliated! Could a prominent London
Primopgen do a favor for a bishop in Mexico Ciry!

Inrerum, the Camarilla asks afew small favors, such
% SOITEe 5[::,—1“[_!“'1 MLl 'I['Iﬁ'l‘l'l“l-:lt'iﬂl'l e r]lH l'l'iﬁ]'ll'll'l ﬁ:-l. [}'I.l:!
host city, or perhaps the names of some disfavored
packs. These pieces of information are invariably small
— trivial, almost — but they are anything but mivial ro
Camarilla planners. With even a few scraps of such
informarion, the Camartlla can ferrer our Sabbar scours,
If circumstances demand it, the Camarilla can invade a
city and break Sabbat defenses at specially selected
pressure Poines,

But peace is a distant, illusionary thing, While the
elders of either sect intrigue, the passions of both sects
brush against one another, and something almost al-
ways oives. Then the secrs war,

Mortal military strategists talk of wars occurring on
three levels: the “tactical level,” which is the moments
of violence on the field and the second-to-second
decisions of the commander on the scene; the “strategic
level," command over the bactlefield; and the “grand
strategic level,” where high-level military and political
decisions decide the fate of nations. The Camarilla
thinks on the grand strategic level. The sect, asa whole,
decides which cities it will support and which Sabbar
cities it will undermine. The acts of violence are left to
individual princes.

At its most rudimentary level, the Camarilla
exists to protect itself and its members from mortals.
Mothing more. When the sects war, the Sabbar
should, on the face of it, win. lts stratagems, tactics
and methods are viciously efficient, displaying a
purity of violence and intent that no Camarilla
coterie could match. But the Sabbat does not win. lts
"n".ll_"l.[]TIiL‘-.‘\q'll'L' L[]II'I.IJ;J.T'LH. i.".-'L'l'g" Tare, E“'I.L] 1 recent I'Ilt.;].ll:'h
its losses are becoming more frequent.

When it comes down to the wire, the Camarilla
does not hesitate o compromise its morality. The
Camarilla operates on its own agenda. The sect has
absolurely no objections, moral or otherwise, to using
the most underhanded tactics to survive. It watches the
big picture, thinks in the long term. A decade’s annoy-
anceisworth tolerating in return fora century'ssurvival.

When the Sabbat crusades against a Camarilla city,
the Camarilla can easily support the prince of that ciry,
even though the prince is expected to defend the city by
her own devices. This support can come in the form of
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A TREMERE STRATAGEM:
DusLIN. J
From the almaneac of Eudo Gigvanni T
Dhiblin fell to the Sabbarin 1999. The Camarnilla
barely stirred. Some ville ar | filthy power apparently
influenced the Kindred of Ih m&mﬁci;cutafdi
among the salons of Europe: tales of cannibalism,
terrible overcrowding ﬁ_umpkiﬁkdmlgﬁﬁr}ic |
Caitiffs haunting Dublin'soute subur sandthe inner
city. Others spoke of the forced Embra&ﬂfwu :
urban delinquents for the sole purpose of sacrifice lﬁ""
diablerie. Mentioned frequently was the ancient -
valry with the'fief of Ulster. Man times in the past,
European archons had to be deployed to Ireland to
uncko the latest mess caused by the Kindred there.
The Sabbar had been drawn ko Treland for a long.
tirne. Its newfound material wgh[ﬂt’.mwbdﬁ?e‘g- gwel
to possess. Equally, its new popularions'of refugees
from the Balkans and Africa left mﬁ;ﬂn ﬂﬂi:ﬂrlﬂrg_
state and despised by the kugﬁ?mﬂistpﬂ,;au_wﬁﬁ
made great prey, G L R e
The Sabbat attacked, expecting a fierce fight
with the Camarilla. Instead, its war packs found mere
neonates, who were casy prey. The Cairdf were
living in the city driven out. The Camarilla elders |
now, it seemed, were refugees left to starve on the .
rocky shores of Ireland’s west coast. A new arch-
bishop was wstalled, the Parisian Virginie of the
Lasormbra. The torture parties brutalizing the few
Camarilla survivors lasted for weeks. T
But rhen the Sabbat realized that they had been
rricked. The Tremere had arranged the removal of
the Prince of Dublin, killed hisadvisors and primogen,
then withdrew w their aneient Hermetic holdings on
the west coast. Something lay under the city, or some
force permeated the city's polluted streets, and now
the Tremere sorcerers could observe its narure in
comfort. On Dublin's filthy, ill-lit nighttime streets,
the French Sabbat slowly go insane, theit minds
diseased and rotting, as Tremere, safe in their’
chantry houses, wakch. 0 Ak ¢
Once again, the Camarilla (in this case, the .
Tremere) allowed the Sabbar's tacries to prevail,
FEMmOVIng an internal arilla irritant ’and ensnar- |
g a particularly deadly enemy, By leaving Duiblin to
Virginie and trapping her there, they effectively
neutralized one of the many dangerous figures in'the. |
European Sabhat. 1A |
Listening to these and arthér such TEPOILS, one !1
might be forgiven for suspecring that the Camarilla |
allows the Sabbart toexist merelytohelp solve irsown q
internal problems. This is unlikely, but perhaps the
Swordof Caine is less of a threat to the Camarilla than
the Sabbat might imagine. i
5 :_'II' .!E-;';_m. i =_i:
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deliveries of weapons or perhaps the recruitment of
reinforcements. In extreme circumstances, the Camarilla
can even disparch archons to ensure thar the city does
not fall. Sabbat crusades are resisted by any means
necessary, so long as the Masquerade is maintained.

But the Camarilla also allows Sabbat crusades to
happen. Sabbat crusades make for dangerous rimes, but
dangerous times are perfect opportunities tomake things
happen. Things that would be socially unacceptable,
and probably impossible to achieve in normal circum-
stances, can occur with less outrage and resistance
during times of war. Removing enemies within the
Camarilla ranks, particularly princes or elders who
don't toe the line, is so much easier when Sabhat
assassins run loose in the city.

Tomany Camarilla elders, such things are unfortu-
nate irritations, but necessary in the long run. The chaff
must be separated from the whear. The Sabbat hasdone
the Camarilla’s job for them. Problems achieve resalu-
tion, irritations {ind removal, and damage has been
done to Sabbar interests. Best of all, the Sabbar conrin-
ues to damage their own interests — overreaching
themselves — by maintaining an interest in any of the
newly conquered cities. The Camarilla can reclaim
those cities at its leisure.

[PRACTICALITIES

Mortal military planners have a saying: Amateurs
study tactics, professionals scudy logistics. Toa vampire,
the necessities of transporting troops, food, supplies and
weaponry to a battlefield are much less important. A
modern Kindred battle involves at most, two dozen
creatures — creatures that subsist on blood and have
little need for field rations or ammunition. Still, the
battlefield needs to be prepared. Logistics must be
considered: do Lupine hunting packs haunt the wilder-
ness between cities? How can the Camarilla ensure a
supply of weaponry close to the action? The euphemis-
tic term Camarilla planners use for these straregic
obstacles is “practicalities.”

DereNDING TERRITORY

Some princes draw a defined border around their
domains and claim all therein as their own. This is
typically the view of older Kindred, those who in earlier
nights fought for territory in mortal wars. The first line
of defense is the city limits, and every inch of the city
must be paid for in Subbat Final Death. The mere rumor
of the existence of a Sabbat vampire within that marked
territory constitutes a personal insult to the prince of the
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ciry. Thisapproach is the most difficult ro enforce, Only
the strongest, and most feared, princes can realistically
make such claims.

Other princes identify individual assets in their
cities thar they consider worth defending. They mark
what they consider necessary for their continued rule
and survival. Which businesses are most important to
the prince's fortunes! Which properties and havens
kelong to the prince’s closest allies (or vampires the
prince would like to have in her debt)! How important
dAFE Are:s L!EE[TIE{] El'g,r&i.i.utu? lhl:t'll-l'l.ill_'.h PIHI_'L’H i'.ll_*].{:lﬂj.: o thE
pang that 15 useful for the occasional service? These
things are worth defending. The rest of the city is merely
hunting ground.

Regardless, once the Sabbar has laid claim to the
things that the Camarilla considers important in that
ciry, the Sabbat, tor all intents and purposes, has denied
the city to the Camarilla. Moreover, the Camarilla
claims certain things in a city for no strategic reason. [t
l.'.lii'ilTlﬁ- TIUIMETOS p{:l’l’y LI(]‘I'I'IHi'I.'Iﬁ ﬂl'ld ['lll'[:.‘i- nlis li'lf pri.dc_.
outof vaniry, and ourof the odd obsessions thar only the
undead could pursue.

What follows is a partial list of what places within
a ciry thar the Camarilla has historically defended with
open violence.

Havens

Only so many vampires make their havens inacity.
Even though many vampires swear by the utility of
having many places in which to hide, a vampire fights
to defend only a finite number of precious “homes.”

MNIGHTCLLURBS

So long as the concepts of “after hours,” curfew
defying, drinking and gathering places for mortals have
existed, the Kindred have been there. That is to say, the
Kindred have haunted “the Rack” alinost since their
creation. Whether claimed as domain or otherwise,
almaost every nightelub in every Camarilla city belongs,
in some way, to the vampires, Nighrclubs are usually
home to enough debauched weirdness, and even occa-
stonal violenee, thar vampiric conflict can transpire
without surrounding mortals noticing.

BUSINESSES

The real keys to the Camarilla’s strength are a
city's economy and its business district. Dominat-
ing, blood bonding and terrifying the Chief of
Police into submission is one thing. But in the real
world, influence comes with money, and any sen-
sible prince desires influence. The Camarilla does
not — cannot — own all the businesses in the city;

indeed, it is rare for a business to be owned fully by
a vampire. The raxation and regulatory authorities
1 l]‘l".".' I'['i'ﬂd':]"['l "-'r'U'TILI hi'l\"L" docess o Lo |-|'|“"n.-]]
information for such an arrangement to be safe. Bur
the prince and primogen typically own large stock
options in bigger businesses, and usually have their
eyes open for bright, profitable new companies to
invest in. But if the Sabbat were to establish a major
influence in the business sector of a city, then the
Camarilla's subtle influence would be jeopardized if
not conrested outrighr.
MUSEUMS, ART (FALLERIES
AND ANCHOBRSOF CULTURFE

As candidates for Elysium, these places are almaost
sacred to the social clans, bur also offer diversion,
conversation and amusement to other Kindred. While
this may not seem worth sending one's precious minions
ar ghouls to fight for, such diversions are sometimes the
only thing that can spare a vampire's humanitas, Thus
they are precious. Moreower, they are a source of pride
and status in the world of the Kindred. A prince with a
particularly fine gallery in his city is respected for it. I a
prince in an esteemed city allows the Sabbat to wrest
that special place from her, her reputation crumbles.

CHURCHFS

Ornate, beautiful havens of faith in an uncertain
world, churches are holy places and denied "to the
I}dmnl‘_‘f_‘!. Wifch—hlmfl‘.rs H)mt’ﬁm?t l'll'lt"]'ﬂrl"‘ *FI‘IIT'I
churches. In some old cities, even stranger things hap-
pen there. But some vampires feel a certain... love for
these churches, these houses of God on hallowed carth.
In the cold, alien minds of the elder Kindred, these
placesare a reflection on the heaven denied to them and
are thus sacred beyond words. Churches represent ev-
erything a vampire cannot have. The Sabbat routinely
burns down old churches for the sake of little more than
ettertainment, cheap rebellion or spite.

(GOVERNMENT (JFFICES

The greatest weapon Kindred have is the Masquer-
ade; the best way to maintain that weapon is the
manipulation of information, Government offices exist
for the accumulation of informarion. Most of this
information is never used. It is locked away and forgor-
ten. But that information, forgotten as it may be, is safe.
Many hidden secrets can be unearthed in the vaults of
the local Births and Dearhs Registrar, for example, As
such, vampires do their best to ensure that such infor-
mation is kept secret and claim these places for thewr
own. They donot hunt here, they donot dwell here, but
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. WITCHES WaARDS

Certain powerful Tremerzbnve the 'lmuw
to work a ritual, in association with the ‘stgtla of
demesne, that funcrions as samething of an-e;u-}g
warning aura around ﬂm% Such a thing is pot
easy to create and requires the sacrifice of human
life. Then .gdin,prnmsmﬁmnghmmuml &
the Tremere chanory to mﬁmtammmhﬂﬂrmlrand ‘
all the prestation and cose thae this entails, hﬁlmuga_'
it is worth the t].'ik i - il

The ritual,a dt#ﬂl‘ﬂpl,‘n-eﬂtcr l:he Wrm:l Vmus i
Kindred riwual, alerts the Tremere chanery when’a i
vampire passes the sigils of de pedless o
say, the Tremere are under mhbﬂg’atmn to l'eE'art-'.
the arrival of a new vampire -hj'm};‘tbm tﬁ!h‘ﬁf

departure of an qldnnt "i i i
' RITUALOF Dmm g

(Lever S THAUMATURGICAL RITUA j it

The exatt details of thisrite vary by the Caster. |
Some whisper that, thl.ll:ﬁ‘:'ﬂ‘i Ilf& MusE hl:’ lﬁbﬂ"

once 4 month, Othérs wmﬂa;;h that thc'

genetation vanqmég,h:;tfm Tremere y:hmrw%bamt &

destroy d fledgling. methods, orsothe ramors
claim, require blood bon;;l!ﬂf the prince, the sacri-
fice of favored ghouls or even “a 'ﬁcmncl of f[:sh” :
from the caster himself.. |

Rumors aside, what is certain iz-; ﬁhat e.iuh nE
these sigils of in must be anointed by bload. -
The sigils must also be located in a position where
every major thuml.l.ﬁ&m passes and at every p:}mt !
of entry. This could'mean the customs post in the
nearest airport, the platform at the train seation, or E
even at the signs posted a:.rhc city limits. i ,

System: The player apoint afblood ot
each of the sigils of domatn; can;, obviously,
become quite costly in terms of blood. The effect
lasts one lunar month, When an unknewn vampire
crosses the invisible line delineated by the ritual,
the magician shudders. He receives an una.g&’hfthp
vampire in question end a va,g)_:e m&tmn of her
location.

It is up m the Storyteller mﬂaclde n"rhe ritual
works on the éntire city perimeter or on theml:qr
pﬁint nearest the sigil. Thu. ritual is included hiereas

aplot demﬂe
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they fight to ensure that they, and only they, may have
dominion over the information kept therein.

Doman

Some Kindred observe an old tradition of marking
the territory of one faction or another with almost
invisible sigils carved into wrees or buildings or other
landmarksar the edge of the claimed territory. These are
the scourge and the sheriff's way stations. Even if the
prince is a fatalist, considering only certain havens
within her territory of importance, she still claims those
places within the marked territory as her own. Thessigils
have 1o be carved on some place a strange vampire
might pass, like on a road or near the city gates. The
lireral challenge to any foe is simple: will the Camarilla
defend its havens and clubhouses and Elysium or will it
start its defenses at the edge of the claimed dominion?
This presents a difficult quandary to any enemy. It forces
the enemy to choose, to guess, whar the Camarilla
response will be. The enemy is then reacting to the
Camarillas intentions, even before the killing begins.

Of course, in the modem nights, such a practice is
almost apocryphal. While the Sabbat penerally ac-
knowledges certain colors and symbols as associated
with itself, the Camarilla has less of a tradition of this
nature. Of course, this lack of formality may provide just
the excuse an ambitious scourge needs to rid his ciry of
“pests” (“See that Coca-Cola billboard? That means
you're in Prince Decker's domain. Time to die, you
dumb sons of bitches."). Likewise, any rallying point
Camarilla defenders can stand hehind serves as a boost
to morale,

In wartare, be it mortal or undead, holding that
initiative can mean the difference between vicrory
and defeat.

HENnAve CoLuMNs

The use of vampiric mercenaries as a defense
against an enemy is not a new tactic. Princes have
long known Cainires who would take another's unlife
in return for money, favor, diablerie or hunting
rights. Some Assamites have been paid killers for
millennia. However, several other clans and blood-
lines are not members of the Camarilla and may need
a degree of encouragement to aid a Camarilla prince
determined to keep his domain.

In recent nights, certain princes have had reason to
call upon coteries of unaligned vampires to operate
against Sabbar artacks. Dubbed “knave columns” by
some overly poetic Toreador tribune (see Ranks of the
Camarilla in Wartime, below), these coteries are paid in
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cash, information, property, stock options and hunting
rights, to kill Sabbat vampires.

-ﬂlf?it' l(.'[!l:'l"'u"t' CE |lllll]II.\ el H.I THOL Liw i]il.il E.FI::II]! L]"li'f L'i["'!:'
they are commissioned to defend. They are social
| outcasts, despite their urility, and the hamies usoally
frowm upon a prince who offers too much attention to
them. Perennial outsiders, they have no real association
with the social rituals of their Camarilla paymasters.
This is intentional; few Camarilla princes want the
social stigma of associating with such ruffians, bur a
prince can, by simply making public his invitation to
the knave column, underline the necessiry for action.
More than one primogen has been spurred by the mere
arrival of a known knaves' coterie.

A knave column does not have to bring violence to
the Sabbat, though violence is perhaps the most com-
WY '-'-"ll}' |'|f dfii]iﬂg W'i.!]i lhﬂ‘.'['[l. E""L‘HLL'. U]'lill._']'j-.;T{'lLEi"l{j
railroaders, Giovanni chamberlains, Samedi assassins,
Crarpoyles and still stranger children of Caine are all
potential hirelings in the war against the satanic Sabbar.

TurHouNDs

Not all mercenaries are paid interlopers; sometimes
the mercenaries must work off their own debts to the
prince and are expected to kill in his name. These
mercenaries enjoy some protection and limired hunring
righrs, bur likely no social status whatsoever. They exist
hecause the prince tolerates them to exist or because of
a prestation situation, and his wlerance comes only
when these vampires fight in his name. The rules of
prestation are strict, and a vampire who doesn't play the
EAMC TOLESE (.‘K'FlI:'CT el Ay ’.']-il'f CONsCOquUeENnCes.

[ispensable and expendable, these “hounds™ are
s [’rt'L.]th‘[':ILIY sel ].{'H.]bl_' I l: 12 ETIETITY. [:-]I'I{]I"LI.L‘TH (Jj‘t}lﬂ
prince, these Kindred muststop what they are doingand
take up the cause, or they can expect to feel his judp-
ment. A few Kindred have told storiesof certain primogen
keeping their hounds in tenements, nicknamed ken-
nels. Each night, the hounds are thrown a casket of
animal blood so that they might survive. When they are
let lose, frenzy often overwhelms them. Some have a
cruel name for these half-maddened Kindred maniacs:
dog soldiers. Typically, however, these indebted merce-
naries are left alone and may be offered some degree of
status at the prince’s discretion — after the fact, of
course, and perhaps posthumously.
THe GANGREL

Until recently, the Gangrel were members of the
Camarilla, and while socially inept and possessed of a
bestiality that offended many, they had their uses.
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BANHSOFTHE CAMARILL AINWARTIME b » "
From the almanac of Ludg Gipvanni '

[ Haave seen many sieges and struggles. In mast of them, ﬂmﬁmnmlla seems to almust enjuy the pomp and g
circumstance involved with planning ene, if not the HE@L[ fight itsalf Here and there they've come up with
several titles, i.-u.'gely honorific, bur rEDﬂCLLl‘Ilng nﬂnethq £55 While not every beste.w:lu: bE&E.EEJIlg Kindred
society bathers to draw such distinctions, some ep:dmm have: mdmd’ ’Hemnw part (}f ﬂ.rartim: Camarilla
vernacular, ; ]

e
THE Dux BeLiorum r N
This is the official title of the vampme delegamd cnntrnl of a]l ﬂtherm;@ua& ﬁmfamrm This figure cr:m]d %

be, and typically is, the princeof the city. Howevet, princes Ieﬁsé’xpetmnmd mln*fn’t] al issu:s cmadﬁ:t a more
warlike underling to Eca& the Cainites uf the domain mm bsreln: h e : P .“;.‘

4 '.-r : ,_: e

TheTrIBUNE

In classical times, the tribune was the apck&.&man for ﬁhe qit!‘zénqt, In rJ:’i,n mtsm;!“wp;iﬁiqf ’rhe Kmdred %ﬁ
the tribune is the herald of the elders; aﬁd{man@m&le,fer-ﬁm‘; communication of mformation, he it tm*'m,airh
intelligence or spy reports, oreven mﬁmmgsm whotis cmmgﬁéiﬁhﬁamhmaﬁﬂﬁ pawartime ritle; &
but some cities have a tribune asa permanent office. This Kindred, usually an ancilla, functionsas her ancient
namesake might, representing the vampiric “eirizenty™ of the city. But h&a.l.mdxiszs diplcmal:icaﬂv among that |
same citizenry, keeping them informed on behalf of the prince: ©

In theory, the tribune in wartime antiounces the commencemert ﬂfhuﬁh]:udi:‘é issues the ordersof thedux
hlL.rrum and is responsible for keepmg the pnmogﬂ!‘h and thepg:mmmr ‘elders informed of the “state of d‘]t:

unten” among the lesser Kindred. ;:, -_-: A
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Since few cities have'a vampiric populatlum[m a cnnsmﬁtﬁme of siege) sufficient to support 1:.’fullnrlul.tl:&ﬂ,.F ?'
hierarchy, the Camarilla observes na real “middle rarks.” In addition ot the tribune, the city sheriff and 3
scourges rerain their standard roles. They do not have any increased authority, hawever, but they do have al
larger degree of latitude in the performance of their duties. Note, however, that the assignment of these titles
frequently happens after the battle — to legitinize the I:'-lmdsﬁai in the reassuring terms of officialdom. The‘,:.
Brujah rabble-rouser blackmailed into action by the prince ma?*he “teferred to as the “tribune.” The hated *
Nosferatu primogen who slew so many of thar Sabbat pack hefmc succumbing o their claws (having heen
deserted by the pnm:e s allies e.arhe:r} is :emem]:iered in the he:ﬁ:-m terms Qf the “drx bellorim,” undone ”]:p,,- W

Sahbat treason.!
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Dwelling in the alleyways, the barren suburbs oreven in
the wilderness, the Gangrel were expecred to be, if not
the first line of defense, somerhing of a deterrent. After
all, hasn't every Sabbat fledgling heard some horror
story about the fate of a Sabbat pack straying into a
Gangrel's territory? The Gangrel fight like rabid wol-
verines to keep outsiders away from their claimed
prowling grounds; they parher intelligence, and in the
end, they can trap Sahbar invaders and stop them from
esCaping to regroup.

In return for rhese services, the Gangrel were al-
lowed remain members of the Camarilla. The same
protections and considerations were extended to them,
equivalent in theory to any Toreador primogen.

Since so many Gangrel have defected from the
Camarilla, and thus removed themselves from the
protection of the prince and the Masquerade, many
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have hired themselves our to the prince in return for
some tolerance. Not every vampire can leave every-
thing they love. Many Gangrel, who were once respected
as the first line of defense at the city limits, are now
reduced to fighting so that they might continue to exist.
Chained, stripped of much status and respect, Gangrel
hounds are now beggars in their own cities. Many
Gangrel elders are disturbed by this practice, and are
considering a remedy,

THECAMARILI AON
THE O FFENSIVE

While the most celebrared Camarilla offensive
.rg.mm the Sabbat was the 1999 New York Ciry “cam-
paign,” ir is not the only one. Recent years have seen
successful Camarilla offensives in Belarus, Italy, Poland
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and Russia, Granted, the Camarilla does nor like o
make bold; obvious moves such as merely invading a
city. But ciries are treasures to the vampires, A city is
worth fighting and dying for, or better vet, making
others fight and die for.

TreCaMARILLA TACTICS

Dhiscussing the tactics favored by the Camarilla in
itz offensives cannot really be discussed in any but the
most general terms. Sieges don't happen very often,
after all, and each invasion is unique. Typically, the
same tricks” used to defend one city can be used toassail
another, But certain predilections have been noted.

SETTING LOOSE THE ANARCHS

Dreepin the lifeless heart of every anarch lingers the desive
for a place to dwell, rest and hunt, in velative peace, where
the elders commat havass them with their horrible evil schemes,
and every honest vampire has 40 acres and a mude. Offer
thema taste of that, and they will give vou thetr heart’s blood
They awere very useful for my oun consicderations.
SirGeorge Hammond, acting Tremere Pontifex
of London, speaking in 1999

The anarchs are, in these Final Nights, a spent
force. Even before, they were rarely very much more
than foolish neonates pretending that they were rebels.
Afew specracularexceptions arose from their ranks, but
CVET] k‘l:'!" f'iﬂ:rltﬁl ﬁll‘:l—l a5 l‘l‘il:‘ 'Fnunding ﬂf rhf' l|'|3|l]'Ia'l'l.'_,'.l_'l_
Free State, were mayfly moments in the history of the
undead. The Sabbat has seripped away many of their
members, either into their ranks or to rtheir Final
Deaths. Others have returned home to their sires. With
the Anarch Free State rapidly crumbling, most remain-
ing anarchs are a leaderless rabble.

That makes them expendable weapons against the
Sabbat.

Anarchs are young. They are violent. They are
accustomed o the modern world. They are smart, and
they bring a startling originality to any sicuarion. They
can meet the Sabbat on the Sabbat’s terms. They are
also hoorish, rude, ill disciplined, ignorant and fright-
fully naive. No one misses them when they disappear or
meet their Final Deaths in some housing-project con-
tlagration somewhere.

Camarilla racricians have many methods of prop-
erly manipulating an anarch gang, or an even larger
group, but a current favorite is the “Free State rebom”
stratagem. | he remaining anarchs need peace, security
and a purpose. In the souls of their chosen leaders lies
the desire to ascend to the glorious heights of the class

strugple as did their heroes, vampires such as Smiling
Jack and Jeremy MacNeil.

These are temptations that any savvy VAITpire can
dangle in front of the anarchs' idealistic faces. Perhaps
a primogen might suggest that he is willing, in the
medium term, to stand against the prince, and throw
down the Camarilla's authority in favor of the “justness
of the anarch cause.” Perhaps a prince might confess a
secret admirarion for the memory of MacNeil in the
presence of an anarch spy. In any event, the trick is only
as successful as the anarchs are gullible — few would
believe the aforementioned primogen unless he rem-
pered his starement with an indication that he might
look the ather way while the anarchs tock whatever
action they wanted. Of course, these intimations are
often lies, but that can be handled after the siege dies
down.

Anarch baiting has proven to be a remarkably
successful formula for drumming up a lot of support on
short notice, and not just to assault Sabbat cities, Any
cause, any stratagem orany intrigue willsuffice. London’s
Tremere found themselves under attack from anarchs
ir late 1998; the Tremere quelled the anarch resistance,
but not without cost. Anarchs are dangerous and must
be used carefully.

When using this gambir, a prince should ensure
that Camarilla agents oversee the anarch ranks. This is
to keep the anarchs’ idealism, enthusiasm and energy
channeled o where it is most useful — in this case,
toward some Sabbat stronghold. Of course, the agents
are also there to ensure that the anarchs do not get any
ideas above their station, such as turning on their
masters or siding with the enemy.

Unlike most anarchs, the Camarilla elders see
beyond the short term. Once the anarchs are ensnared
in elder intrigues, the elders want wo keep them there.
Conrrolled, foolish neonates are so very useful, espe-
cially when the Sabbar tries to take the city back. Better
vet, the anarch leader, hero of the hour, can even be
allowed a stint as a temporary prince or some other
suitable position of influence. Who knows, if he is any
good at the job, the elders may even leave him there,
cerrain that the job will, faster than the ravages of time
and immortality, make the anarch one of them. If he is
notso successful, his own supporters might remove him,
creating a power split and allowing the Camarilla ro
formally mend things,

Charmen One: T Jworr Towen
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Quiet WaARFARE, THE FAVOREFD SoLUTION

This is by far the most common type of Camarilla
assault. It does not involve overt violence or even a large
degree of risk. It poes on against almost all Sabbat ciries,
and it may prove to be successful in the long nin.

The clichéd view of Sabbat cities suggests that they
are crime ridden, polluted hellholes, Urban decay,
unemployment, economic weakness and eivil disorder
are staples of a Sabbat-infested city, The Camarilla likes
to point these facts out w independent Kindred who
might be tempted tosupport the enemy. Look, they say,
at Detroit or Mexico City. The Sabbat can really befoul
a perfectly good city, they say, Even a hint of these
problems would make most Kindred pretty nervous. A
ruined rust-belr city might make a fine place to gather
prey, but they provide little else to occupy a vampire's
infinite nights.

Of course, Toronto is a Sabbac Ciry. Montreal is a
Sabbat city. Tallinn, Estonia is a Sabbat city. These
cities are clean, wealthy places. The Camarilla calls
these cities “exceptions to the rule, showing that not
even the Sabbat can fully remove civic pride from their
mortal conquests.”

The Camarilla holds some of the financial and
economic strings of the world very tightly. As one
European ancilla put it, if the Camarilla does not own
the world, it certainly holds a lor of stock options on it.
[t is the Camarilla, not the Sabbar, that undermines the
economic and social fabric of the city, Camarilla agents
divert investments away from the city. Corporations,
whose major sharcholders include more than a few
Camarilla elders, change their labor practices, divert
their inward investment programs elsewhere, thereby
ruining mortal livelihoods. It is a slow process, bur
within afew years ofacityfalling to the Sabbar, the city's
economy often lies in ruins. [t barely survivesin the face
of global economic pressures, and the process, once
started, rarely ceases without Camarilla intervention or
massive overhaul on behalf of mortal residents.

This is not to say that the Sabbar could not make a

ciry fall apart by its own negligence, however. And, if

the Sabbar has sufficient resources and financial con-
tacts, it can counteract the Camarilla economic assault.
Bur this is not common.

As the city decays, the Sabbat has fewer options.
Morale in Sabbat ranks weakens, especially as the
beautiful city they fought and suffered for falls asunder
about them. The Sabbat leadership has less access ro
resources, from cash to contacts to healthy mortals ro
feed upon. The result is an increased claustrophobia, a

siege mentality developing among the Sabbat, and,
eventually, a destabilization of the Sabbat leadership.
The Sabbat, used to dynamic conflict, must then deal
with a new, more defensive, more reacrive reality.
Younger pack priests and bishops accuse their superiors
of destroying the city and then challenge the elders for
leadership. Monomacy saps the coherence of the Sabbar
domination of the ciry, As individual Sabbat become
increasingly obscssed with the nightly suppore of their
doomed city, the Camarilla quietly moves its agents
into the city. These are not necessarily ghouls or even
mortal retainers, bur hirelings who are unaware of the
Damned nature of their bosses. These agents are there
as realtors, investors and carpetbaggers. Their job is
simply to buy property and influence,

These agents are, in effect, purchasing havens for
the next wave of Camarilla operatives, who follow some
years later. Meanwhile, the Camarilla acquisition of
swaths of local property continues. Urban renewal
developments spring up, building gared communiries
for foreign corporations, for example, which become
the havens for the first Camarilla Kindred in the ciry.
Bur vampires do not follow immediately, perhaps re-
quiring another half decade to prepare the way.

The fiest infiltrators come to a ciry legally primed,
set up with the infrastructure necessary to support a
Camarilla presence. The city is filled with contacts
among the mortal population. The first-wave infilra-
tors are usually neonates, with very little experience —

STORYTELLING QuUIET W ARFARE

Cuiet warfare is a perfect subject for a long-term,
Machiavellian chronicle, It requires patience, intrigue
arkl spying on the Sabbar as well as dealing with
external pressutes as Camarilla politics endanger the
coterie. It is also perfect for a newly formed, low-
powered caterie, Indeed, the characters. could be
Embraced by their sites in the targered city. Their sires
imay sneak in and out of town, debriefing them abour
almost éverything they do, subtly judging the charac-
ters, placing almost unbearable pressures on the -
confused, terrified fledglings. They may even become
friendly with local Sabbat who suspects them of being
just another pack, oreven some particulacly clueless
nomad pack setding m. The chronicle could climax
when the Camarilla coup ocours, pitting the charc-
ters against their erstwhile allies — or their sires —as. |
they try to survive when all they worked for in their
unlives comes undone, while adtﬁﬂdcsﬂld Camarilla
plan. comes to fruition.
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otherwise they may know just how much peril they are
in, Coteries are told that its members may become the
primogen of the city in the wake of the siege. Who
kriows — they may, but it is far more likely that they
suffer Final Death in some Sabbar skirmish first.

Some time later, a second wave arrives, of older,
more experienced Kindred. Nosferatu spies wander
in and out of the city. Slowly, the Camarilla watches
H[l’l.t |L':|.]1'I.5.

This strategy has been in effect for a long time in
almost all of the grearest Sabbar cities. A city has never
fallen ro the Camarilla in this way, butit is only a matter
of time, perhaps a decade, at most, until many of these
cities belong to the Camarilla.

THeECLansAaT WAR

It is important o realize that it really makes little
difference which clan a Lick belongs to. Clans are not
lockstep “reams” or even races, but rather families of
Caine's inhetited curse. They are all on the road to
dammnation, whether they call themselves Toreador or
Lasombra. But the curse brings certain edpes, in the
form of Disciplines, or even mental states, that the
elders of the Camarilla, even though they themselves
have sometimes abandoned such prejudices and illu-
sions, strive to culdvate in their young.

Brujan

‘[’mmg Bru_jah can often expect little more than a
short, violent and brutal unlife. Their elders look ar
themwith a degree of irritated indulgence. Dragged into
l:n|'tff' Luﬁ&d with um.amruﬂahlt rages and pasgions,

Jnd m,mmnﬁi
sent, the eld
vouth as er
fodder. Oldér

nights. They fig
city and carry the batrle
predominantly from the Molent, young underclass of
Camarilla ciries, Bru]:j-l fledglings are desperate to
believe in something. Opposing the Sabbat, they at
least have something to stand against.

would know who rhewwem Then they

'warehuuse Lyder Krohn, I:h¢ Malkavian, asked

MaADNESS ! -
From the almanac af I,'Iﬂn Glmnm ]

Following the commencement of the « con-
rest of Oslo, several Black Hand packs moved
north to Berpen. Battkrhatﬂmd prafedunnal
killers, the Black Hani mtweﬁ were ‘ohvi-
ously confident of a ret:-:at of their recent |
successes. The Camarl]la wampmes uf that city !;
weré unprepared. =

A small group of young' vampltmp.LIm!bl-Ed
across the pack, by accident, q,nd met their Final
Deaths soon afterward: Even as the Black Hand

killers set fire to the Camarilla vammcn:s thev_r,
too, were being observed, fhs l"

They received mmcﬂmm,ﬁmt*n superior,
directing them to a w = in the muldlc of
rown where a Camarilla arms ¢ m l"r
Accomplishing this task, they, eived .
set of insrructions, leading tl ya.m der
in-the Camarilla’s social puﬂl.':r seructire. Then
they received another message, telling them w
walk the city topless, so that ihﬂknfhhbht scml.;;
e
to paint a red circle on 'Lhtif—d;ﬁsmmt mem- i
bers of a Swedish M pm!E whu,had Come 1o !
the city as reinforcements, wouldknow them. As
the night wore on, the' mumcuomhemm more
and mote bizarre; el close to, dawn, the pack
was forced to hide in the very warehouse they had
fnund the Camarilla armaments, aked, covered’ |
in paint, utrerly lost i i an urifamiliz feity) |

At sundowny a Cﬁmanﬂa Klnﬁmd found
them, staked, har from the ceiling in the
wa:ehuuSE.nakEd :aﬁrfecthrfiean When taken |
away for interr an, the Black Hand mem: E
bers Wept openly, w t%ermg abourt “the devil's H
voices in [their] heads™ or some such.

[temerged, inla ter mu%&}ip}hwm i
who worked as the prince's e had played
ademented game of hide in Bergen's
streets. He used the powers at his:command to |
constantly whisper strange things into the pack |
leader's ears, making the increasingly bizarre

orders from “above” seem perfectly rattonal.
Then, when the Sabbat were trapped in the

the prince's trusted ghqu m'seql.m: the wate-
house so th at its hounty e Hected that
evening. Apparently, the Eiaclc d assassins
thanked the prince of the city, when he staked
them for the suntise, some nights later.
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MALHAVIAN

Malkavians do not comfortably fit into any clear
role whenviolence erupts, But therein liestheirstrength.
Their insanity leads to unpredictability, which is hoth
a blessing and a curse. An enemy simply cannot predict
whataMalkavian might do. However, certain Camarilla
elders rreasure the Malkavians for this very madness,
which sometimes inclines them to a fearsome depth of
sadism or hideous creativity in their violence. A
Malkavian can inflict the saft of hoér thﬁt,:,_-;.jn‘_dvmor-
alize or even destroy even thesfiosufesilient foc.

However, if faced wathitheir gntimibu brethren,
both sides may begbmé curiously obsessed with each
other and arremipr 10 Outdotheft counsetparts in the
most bizarre andSick games, usually plaved on mor-
tals or othervampirié combatants. These gamet serve
no ractical purpase and are more akin to bizarre
reflections ontlie L‘ﬂhl&ﬂ'll ofviolence Ei;.ﬁ.ﬂﬂ onaround
them than any réabpart of the battlel Sane vampires
usually give such displays @ wideberth, even ro the
extent of stopping thelt fighesBymurual consent and
moving away, to somewhere the Malkavians are not
a distrCtion .

However, once the battle is done, the Malkavians
are mich favored for their skills at interroparing prison-
ers. Malkavians often work berter as supporters of a sect
clash than on the frontlines. They also have, through
their combination of Disciplines and precarious mental
states, grear utility as spies, agents provocateur, scouts
and information garherers, all with a high degree of
plausible deniability.

MNOSFERATL

I'he Nosferatu are spies, information brokers and
watchers. They see everything, hear everything, and
information is their fLLni_mcj,r. Fora price, rhw can find
anything, discover aty secret andulook deep into the
enemy’s plans and coneetig) ;

But the Nogferath aréalso lords of the streers
beneath the stpéets — thosewens, che subway tunnels,
the strange caves of Gncient times, the rivers lomyr
forgotten by thecityabove. These are just as important
tothe vampirieinfluénee overa ciryas influence among
the mortals.

Therefore the Nosterataoften ficht their own wars,
deep within the gléomand stench helow. They fight
their own battles, iing the enemy into traps crafted
with such definessastorive a Toreador pause. They call
upon hordes of animals, plagues of rars and cockroaches
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to gather information of an enemy’s position, and for
pure psychological warfare.

The clichéd view of the Nosferatu spy is also
challenged by stories of terrible Nosferatu warriors,
whose hideous visages and deadly combar abilities can
make enemies flee before them. The justicar Perrodon
was one such warlord, according tosources. In the words
of a veteran Sabbat templar, “By the time the fucking
rat's compromised his hiding place, he'sonly given it up
because he's behind you and doesn't need o be unseen
tocave in your head with his nasry-ass fists.” Even when
they can be found, their Potence makes the Nosferatu
brutal foes.

Bur in sectarian conflicts, there have been suspi-
cions that the Nosferatu are not as scrupulous in the
ohservation of sect allegiance when confronted by their
antitribu brethren. Indeed, some suspect that they play
their own games of brinkmanship, horse-trading and
intrigue in their sewers and across SchreckNET. Per-
haps, some whisper, the Nosteratu, antitribu and
otherwise, are playing their own Jyhads against the
other clans, But these are only whispers, made by those
who fear that most despised of clans. It is entirely
possible that the Nosferatu do not fight in their sewers,
but rather use the opportunity to discuss, unobserved,
matters with their brethren.

ToREADOR

The concept of the Toreador ar war is one that
causes flutters of amusement throughout other
Cainites. However, in nights past, members of the
Clan of the Rose numbered among some of the most
feared of vampiric knightl - Siher Tareador
practice a martial disciplifigs : i
as an art form, which
vinlent situarions.

For the most part,

skills in Avspex and Celeri
prIJl'Elﬂg Whﬂt [H] ﬁ'ﬂ‘tnﬂ

ntimesafcor ks of contacts Torea-
tend to cultivare aré Crirical. Ar rimes, entire
bloodbaths have been prevented by the timely arrival of
a news crew or police cruiser. As to how they arrived,
why, it only takes one phone call to pur a favor in
motion. You don’t expect the Kindred to resolve their

differences by fightmg do you?

THe TREMERE S W
From the almanae of La
i Asan aside I:O'Tf:l'ls dﬁlﬂpﬁ of the l:|'15!5j1'r uf
Clan Tremere, 1 recall a meeting with a gir
Montreal who claimed to be one of the fae bmnto I
‘amortal legacy ar some such dbliqu:ﬂﬂm She
said, howeyer, that magic is leaving the world, and |
when it goes the world will en nﬁpnﬁnd
certainsigns tharl have heard Noddisteschatologists
mention. She spoke of ﬂ{n “ﬂpﬂl winter,” unless: i
misremember her w P was more mtmsl:ed
however, in her bloo 'mﬂ tasmdmme 1 did nor q
- remember much of the next few nights.) Thiscould
be a point of concern for the Tremere. It is also i
apparently a concemy among mortal occulrises. Ir M
would be unwise to expect that Clan Tremere does |
not harhor' similar fears ﬂgi." ic, All of this ;
- beggars the question: How 1 rfulare the Tremere i
without their 2 1f their magic was to die, |
whatthenfm&ecfm?%a:thmfmd‘m{hﬁmnllaf |
My Tremecre: contacts have been unsurprisingly |
faciturn on the issue. l
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TREMFERE

Tremere ritualscando almostanything from serying
on the enemy to boiling a rival’s blood fm-m a distance.
Ir a war between the sects, that vers:
asset. Indeed, the Camarilla 1

devmus, butwlth '_ ELETe

shing the
This rally
of planning
Intrigues in
in wartime for

ejrare mvaluable ro the Camarilla
— their lmuwledg{ and occult power.

In 1998, the Sabbat Tremere of House Gorarrix
apparently died by some mysterious fire. Without those
scarcely trusted Sabbat magicians, the Camarilla held
the balance of terror in the realm of occult warfare. 1dle
rumors of Sabbat magicians regrouping around Goratrix
the Betrayer or the Anathema Valerius Maior notwith-
standing, the Camarilla holds the occulr advanrage.

Craprer Ont: Toie hvorr Towes
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Note, however, that Tremere Thaumarurgy is ritu-
alistic. And one cannot very well start preparing a rirual
during a raging bartle, with bullets flying and violence
erupting all around. So the Tremere prefer ta work away
from the frontlines. Preparation is the key. It takes time
to work thaumaturgical nituals. Blood magicians must
research the rites and requirements necessary to create
theireffects, The Tremere need rhe luxuries of time and
resources to gather intellipence sufficient to make a
difference. The Sabbat, naturally, tries to deny the
Camarilla thar very precious time.

Still, one would do well not to underestimate the
Warlocks. Even a small chantry has powerful and
clever defenses. But the Tremere do not work their
magic out of generosity or the poodness of their ashen
hearts. With each victory, or each defeat they avert,
the prince of the city, and by extension the Camarilla
as awhole, cedes a little more prestige, influence and
resources to the Tremere cause — whatever it is

VENTRUE

The Ventrue claim royalty, the military, the
police and the corporate aristocracy of the new world
order. But in the diseased, alien minds of the elder
Blue Bloods, these assets are trusted to the modern
version of noblesse oblige. The Ventrue are hardly
paragons of chivalry, but the el i[*r-i-umlfhmla&expetl
it of their underlings.

Wentrue warriors are renowned for th&“ir hraver*,r
and skill in battle, but soon enoughy wyﬂ]uﬁglond
Lick learns better ways of Wil & WAT. Subtlery,
intripue, berrayal and plain old cheating (all the
while maintaining the dignita@fatrue noble) are the
hallmarks of Clan Ventrug,

Ventrue neonates ag@ancillae rise in clan status
— and among Ventgde the regard of one’s peers is
exceptionally i int — by building her own web
of influence, whighinay of course be used to aid the
sect, To a Verditue neonate or ancilla, warring with
the Sabha Lm{hﬂ quickest way into power — bur also
to Finald@¢ach. This can become a strange obsession
AMoRE sOme of the more martial Venrrue. Thf‘f
constantly test the limit of their elders’ authoriry,
attempting to provoke conflict with the Sabbat, so
that they may prove themselves in battle.

Wise elders allow these fractious youth some
latitude to cause their own problems, and solve them.
That is, after all, how one creates leaders. However,
this almost decadent attitude has had serious conse-
-..|I.IE.'F|L'L'.‘L O DCCASHON.

IDEFENDING THE
IvorYy TOWER

A waris not won by the “good guys.” A war is won by
those willing to compmomise their nightly movality in order to
defend their deepest ideals. The Camanilla is the greatest
embodiment of that rude, its mernbers having, from tme o
time, comfromised almost every trait of oman moralicy, im
order to defend the world from the ravages of the Sabbar, The
Camanilla is not a kind institution, and it is not a fair
institution. However, armies are not kind, and they are not
fatr. The Camanllats an organization that de}'ends its ideals,
and defends the kine from their greatest enemy. You believe
that we are a political and social organization., | say to you
that politically, socially and physically, we are no different
from the ancient Romans or the Americans durmg World
War 1. We are fighting a wiar— a war that 1 will see ws win.

arsh, Warlord of the Camarilla, in astatement
to his archons

To newly Embraced childer, or to anarchs looking
in from the outside, the Camarilla is a soft targer,
waiting for the Sabbat to gut it and end its corpulent
unlife of idleness. To those who have existed long
enough or seen the Sabbat try to take a Camarilla city,
the Camarilla isrevealed asamachine thar neversleeps,
that forever grinds roward domination and victory.

The Sabhat is conrinually frustrared by its inability
to aweep across the world and destroy the seemingly
weak Camarilla. The Sabbat wears blinders, the same
blinders worn by the Camarilla's critics and even some
of is defenders. What they all fail to see is a pattern and
a purpose that has been hidden by some of the greatest
players of the Jyhad. The Sabbat is built around war by
any means necessary. They fight until the last packmate
dies, just todefeat the Camarilla. But their limited scope
of conflictisthe reason they have such trouble withsuch
an “easy” tarpet.

The Camarilla was built from the ground up as a
pillar ofidealogical supremacy. The salons, Elysium, the
subtle games of status and prestation, are all designed ro
help the Camarilla win the war with its enemies. The
Camarilla and its secretive leaders seek to define the
battlefield then fight the battle in ways the Sabhbar
cannot and will not.

ToBumnnpAWOoORLD...

To a childe just released into Elysium, the night-
clubs and other social settings that make up Kingdred
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soclety, the myriad rules and customs may seem bewil-
dering and deadly. Say the wrong thing, bow the wrong
way or owe the wrong person, and social ostracism or
even Final Dearh can be the reward. A neonate often
feels this way even after being trained for years as a
fledgling, and even the Ventrue find themselves clean-
ing up after their progeny from time to time. It's one
thing to play the grand game with raining wheels, but
it's somethung very different when your sire won't just
show up and make the problem go away.

Afrer years, and sometimes decades of mistakes, a
Kindred understands the flow and feel of her city and
grows comfortable with the rules of the Camarilla. Now
she begins to expand her reach, and use to her advan-
tage the rules that once victimized her. At times, she
turns around and takes advantage of the newest neo-
nates released by theirsires, The cycle begins anew; the
Jyhad continues, on however personal a scale.

Now imagine that you are a Sabbar Cainite sent to
infiltrate the Camarilla. You know the Traditions, and
you learned about the rules of Elysium from a very old
archbishop. Tonight you will walk into a Camarilla
Elysium and introduce yourself as a Camarilla member

THE PRICEOF WISDOM ) :

From the almanac of Luds Giovanni 8

It might occur o some of the m&epemlén Kﬂ]—r A

dred and self-serving: Cmmﬂa Kindred out there: |
“Hey, we know the rules of the Camagilla, Why

couldn'twe sell that lrlfan'manunmtha&bba;fmﬁq

money?" Two main reasons prevent such wholesale |

treachery. First, we don't mm@mmﬂkm \Wﬁ |

as we think, [ once tried to sneak

a Brujah and w:axcmhtmtﬁln mww g
thealdemcfm:clrd{mpm‘ﬁmdﬂlﬁ';_,: - -
Em_]ﬂh, r.‘fmﬁlderﬁi I:ﬁl manym :

The Camarilla mayhbe "r,’angm."but the? haw!_mu :
alane mast of the time. Most princes don'teven want ¢
to know what you mupm}wlung as it doesn’t violate
rheTradtnmm-a—tanmch m&:abhat,mtﬁ&uﬂwr
hand, is like an enomous ant colony. Sure, they're
really efficient and good at fighting, but they're also |
incapable of doing much else besides that. Jf the |
Sabbat are ina city, there’s no such thing as indepen |
dence. That's why we don't sell out ﬁeﬁﬂmﬂlam
the Sabbat. It's just good business sense. -

Pt i ] W_mm 1
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from another city. After all, how hard could it be w
blend in with so many other “Kindred"?

The Camarilla hascreated a complex microcosmin
which the outsider is easy to spot, and the entire room
thrills to drain what information or advantage they can
from someone who doesn't know the rules. Add to this
a prince and primogen who all probe for flaws in order
tostay in power, and a scourge who is often only a hair's
width from murder, and the average Camarilla gather-
ing resembles a vast exercise in social eugenics, not a
cocktail party.

Short-term infiltration by Sabbar members rarely
succeeds in the most Camarilla cities because of the
immense complexities of Camarillasociery. Whatseems
like a set of archaic and arbitrary rules acts as a sort of lie
detector for all visitors. Is he really Camarilla? If he is,
thenwhydidhe shake hands with the Tremere primogen!
It's traditional that common members of the city never
shake hands with the Tremere primogen; that's a privi-
lege reserved for the prince. And how could he sit at
Nathaniel’s table? Doesn't he even know where to sit!
What is this guy, an idiot. .. or a liar!

INFILTRATION

The archons (and even some princes) have begun
their own programs of infiltration. The Sabbat has
become more aggressive, necessitating a more agpres-
sive response from the Camarilla. Part of this is a
program called “Innosense,” devised by the Malkavian
elder, Dr. Douglas Netchurch. With the permission of
the Prince of Memphis, he has begun creating new
childer and reworking their minds, implanting deeply
buried suggestions and commands. He uses the super-
natural powers at his disposal as well as tried-and- true
brainwashing techniques used by cults and government
agencies. [ir. Netchurch implants what information he
knows about the Sabbat, along with an intense desire in
the victim to “fit in” to a new social group. He then
releases these unfortunates near cities that have been
newly captured by the Sabbar, leaving them severely
injured and low on blood. These young Cainites then
stumble upon the Sabbat and tell a harrowing story of
their pack was ambushed outside the city, their assail-
ants wiping them out. Sometimes, these vampires are
accepted as legitimate members of the Sabbar and are
recruited into a new pack.

So far, the program has been running for overa year
with no results. However, Netchurch's hackers are very
patient. They are aware that the timeline of the project
is measured in years, not weeks. After two years in the
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Sabbat, one of the deeply implanted suggestions will
trigeer. That night, the formerly loyal member of the
Sabbar finds himself at a pay phone, reading off the
locations of the Sabbat havens in the city to a very
interested person on the other end of the connection.
Dr. Netchurch and his supporters expect the first moles
to begin reporting in the next eight to 12 months, At
that point, Project Innosense will help the Camarilla
take back the night.

[POLITICSAND POLICY

Every election year, a city's government shuffles
around, and the same paliricians ofren find themselves
re-elected to the same positions. They pass the same sort
of policies as they did the previous term, and then the
next election arrives, and the next. ...

But sometimes, the political climate changes, The
politicians finally tumn serious about the problems fac-
ing the city. The mayor makes a passionate speech
abour fighring crime, and the city council passes mea.
sures that really make a difference. The city is cleaner,
safer and generally a better place to live. Women feel
safe going to their cars at night. The elderly can walk
their dops again. Everything just feels better.

This isn't whar happens when the Camarilla holds
influence over a city. Many princes prefer their cities o
be like over-ripe plums, with easily manipulared mortals
and officials with flexible morals. When the Sabbar
takesa city, things often fesrer, as the plum splits and the
blood of city soaks the ground. As of late, some cities
have confounded the leaders of the Sabbat by actually
becoming more idyllic after being seized by Cainites,

One of the most potent advantagts the Camarilla
holds over the Sabbat is the influence of mortal institu-
tions. Members of the Sabbar largely find the concept
distasteful and beneath them, leaving the game of
influence to the Camarilla and the independent clans.
Many Lasombra and Tzimisce have interests in that
area; they usually keep their dealingssecret and limited,
like a bad habit. On the other hand, the princes and
elders of the Camarilla mreat the gathering of influence
like mortal executives trear dinner parties, as a natural
part of existence. And those elders have used this
weapon with pusto, sending police after Sabhat leaders,
extraditing Sabbat warlords and condemning buildings
suspected of being Sabbar havens.

THEDOOMsDAY BooR

All the classic influence tricks in the world some-

ritnes fail, and the forces of the Sabbat manage to grab
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acity from the Camarilla. In times past, the members of

the Camarilla still surviving by then would flee the city,
taking what personal belongings they could and leaving
the rest. With the ageressive push by the Sabbart on the
Ea'-]ﬁ[ (:L]I!hl; ]'.ll'l.l'IL'I:'!."i Elﬁd E].dET."ﬁ I"li;'ﬂﬂf‘ []E\r’iﬁﬁd 2 New
method for leaving a city, a way that elevates the term
“sore loser” to its own pedestal of honor. At a private
symposium held just for this pumpose, a group of princes
and former princes codified this method into a thick
black binder. With a flair for the dramatic, they called
it the Doomsday Book. Almost upon completion, the
volume was confiscated by a previously unknown ar-
chon. To the princes at the symposium, that was the
stamp of approval they had been looking for. After all,
archons don't confiseate stupid ideas, just dangerously
clever ideas.

The wise Camarilla prince does not want awell-run
city withefficient police and a good school system as her
domain, In fact, many princes spend a great deal of time
and effort avoiding that rosy picture. If the police are
corrupt, theyare corruptible by the prince: Nobody likes
an honest cop if it’s close to dawn and you're trying to
arrangearelease fromjail. [f the schools are substandard,
gangs form, providing companions for the Brujah and
an excuse for larger police forces. Poor utilities keep
some streets dark, making hunting easier. Without a
street lined by nightclubs and cheap motels, the Kin-
dred of the city sometimes o home hungry. [t is in the
best interests of a prince to keep his city working — but
not working too well.

The Doomsday Book takes the conventional wis-
dom of the prince and tums it on its head. As a city
begins tofall to the bartle plan of the Sabba, the prince
(or whoever is in charge at that point) may find himself
visited by an archon with a thin black binder. To many
princes, that moment is one of horrible sorrow, for it
means that the powers that be have decided that the
prince’s city is a lost cause and have moved to damage
control. The prince reads the binder, accepts his new
role, and the archon leaves, taking the binder with him,
as quickly as he arrived.

The Disomsdeary Baok is short and blunt, the opposite
of most Camarilla writing. [t setsforth a list of actions to
he raken by rhe prince before vacating the city. The
prince who performs them all will sometimes find
himself respected by other princes for doing his duty
even while losing to the Sabbat. The prince who fails to
complete the actions of the Doomsday Book is seen as an
utrer |-n'.]|1 LHU[I]].L' Lo EVET Ii:ﬁil‘_' pn:rpt‘rh-‘.

Doomsnay FRAGMENTS
From the almanac of Ludo Giovamni
I've never seen the complete manual, butI'm
compiling a list of some of its "commandments,”
This thing is definitely written by a collecrion of

elders, because irreads like & book of the Bible, |

Here are some of the nasty tricks I've found out
about so far,

* Creute acurfew. All those underdrinking age
should be banned from the streets from dusk until
dawn. This deprives the enemy of sustenance.

* Shut down nightclubs that are patronized by
the lower and middle classes. Target the trouble

=

spats first, but leave orders to conginue harassing

clubs until few remain. Issue drug possession charpes,
noise ordinance violations and healdh | 1l'l.‘rFH:LI.I.1.T[Ih
to eliminare these feeding grounds.
® Clean up the police. Create a'citizen's over-
- sightcominittee and give it real power. Stop holding
back Tnternal Affars. An honest and honorable
police force is a thorn in the side of the Sabbar for
months. Do not allow them to take up the bribes
where you lefr off.
s Make drug reafficking as difficult s pos-
sible before you depart, preferably using the newly

reformed police department. Inform the Kindred ¢

in your city who peddle in this field tq stop
shipments, and send the newly clean police after
the remnants. Deny the enemy this method of
gaining vessels and resources. i

® Bepair the city. Let the city's maintenance
departmentfinally replace the streetlights and clean
the sewers. Give them funding and the will rouse ir.
Deny theenemy casy havens and dark alleys:

o If you have time, make sure the laws of the
city are ntighr. Allow your city couneil ro pass

ordinanees without loopholes and allow the judges |

ta govern by the lecter of the law, withbur vour
interference. Make the law applicable to all, and
make sure that none are above the law. In this way,
the sorrow you create tonight lives an for years, or
until we rake back the city.

We should rake nores from this book. I'venever
been more impressed at how absolutely, birrerly
nasty the leaders of the Camarilla can be. From
what I've heard, this Doomsday Beok hasn't stopped
the Sabbat, but it's been like burning bridges when
retreating, The Sabbat has been slowed to a crawl,

| P
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since they're inheriting cities in which it's hard o |

spit without being ticketed.
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THENew WAvS
OF W AR

As the Camarilla becomes more desperate and the
occasional new idea succeeds, savvy elders have taken
to “asking” their progeny to use more modern methods
to study the Sabbar. Thaddeus Carter, a Ventrue neo-
nate, was Embraced specifically o analyze the Sabbac,
Based out of Rochester, and using his years of expertise
as amortal market researcher, he ser towork trackingall
Sabbat captured, killed or encountered in the last five
years, building a better picture of the enemy. After
interviews with dozens of sheriffs, princes and frontline
fighters, he found some interesting mends.

The Sabbat appears to have high numbers of
neonates, many of whom have anly recently been
Embraced. Most of these fledglings left paper trails as
mortals until just a few weeks before their second
dearhs. By analyzing credit card receipts, parking
tickets and timecards, Thaddeus was able to show
that the Sabbat creares shock troops for each attack,
using mortals in the city the Sabbat is about ro
besiege. This information has spread throughout the
Camarilla, in the hope that mass disappearance of
mortals will give some warning of an artack hy the
Sabbar that may be a few nights or weeks away.

Thaddeus' second discovery was that the Sabbat is
comprised of higher percentages of ethnic minorities
than the Camarilla. Large numbers of Larinos and
African- Americans populate the Sabbar, as opposed to
the more Caucasian-European mix of the Camarilla.
This trend is expected to reverse itself as the members
of the Camarilla bring more Americans into the fold,
but for now, the Sabbat is often much better integrated
than the Camarilla,

Thaddeus Carter reached his conclusions based
on science and statistics. Whart the elders of his clan
did with that knowledge would horrify Thaddeus,
and anger most of the Camarilla. They have taken a
simple fact of demographics and turned it into a
weapon against the Sabbar that is ar the same time
subtle and sickening.

[Porrmicariy INCORRECT

Racism and bigotry are pood for the elders of
Camarilla and bad for the Sabbat. Thar is the simple
conclusion reached by the elders of Thaddeus Carrer,
and their conclusion has fueled a direction to their
manipularion and influence of mortal society.

Driving WHILE BLACK
Profiling is a rool used by the police to narrow |
their focus toward people who appear more likely to |
commir crimes. To do this, palice compile a list of |
visual and other signals that increase the probability
that someone has commirted a erime, or will com-
mit a crime: These signs might include wearing a
heavy jacket in the summer, driving much slower
than the speed limit, weating large amounts of |
jewelry ot looking mervous when approached by -
police officers. 4 §
The concern of many civil rights groups is the
dismrhing regularity of young black men “match- |
ng” the descriptioniof @ possible criminal. In some
l:{tlE:S that use profiling to pull ever and check |
random cars, the percentage of African- Americans
pulled over is amazingly high. Civil rights groups are
trying to eliminate profiling as a police tool, while |
the police argue thav irs effectiveness is too high to
be ignored. t

e B PR

The elders of Maryland have embarked on an
ambirious and far-reaching plan to increase bigotry,
racial unrest and race-relared violence along the East
Coast. They are pouring money into the coffers of hate
groups and are using their sway to promote racial
profiling by police officers as a good law-enforcement
tool. As the level of inrolerance rises, the Sabbat finds
it harder and harder to travel freely without being
harassed by the mortal inhabitants of a city. For many
Sabbar members, mortals are a small distraction at
worst, and a quick meal most of the time. But to packs
of Sabbat warriors trying to quietly enter a city withour
violence, a few thrown stones and racial slurs can set off
a sensitive member of the group, cause an open brawl
and blow weeks of careful preparation.

It's unknown whar the reaction of the Camarilla as
a whole will be if this tactic 15 eventually announced o
all Kindred. It seems to be working well, and every
weapon that helps the Camarilla is a welcome aid in
troubled times. On the other hand, many young Kin-
dred may have severe problems with a policy thar takes
civil rights and throws them our the window. The
remaining Spanish and Italian elders on the East Coast
also wonder who's going to pay for the inconvenience
this new weapon is causing them. Some archons and
justicars might also find problems maintaining the aura
of moral superionty if they're fighting for a sect that
actually promotes racial hatred,

Mirics Siece
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A New Kinpor KiINpDRED

Very recently, a group of Malkavian elders and
ancillae presenived a new weapon to the justicar, a
weapon that every one in the Camarilla would like to
get their hands on. The Malkavians handed over five
neonates, two women and three men, The twist is that
these neonates seem totally unaffected by daylight and
act with asolidarity and single-mindedness that terrifies
the few Sabbar who have heard nimor of their exise-
ence. The neonates have been placed in the care of
Archen Delaurent, who guards their secrer zealously.
The greatest interest comes from the Tremere. How is
it that a group of Malkavians accomplished in a short
time what it took the Tremere years to perfect? And
how did they manage to do it without any Thaumaturgy
or similar blood magic! Only the Malkavians involved
it the project and Archon Delaurent know forsure, and
none of them are talking,

The Great DAvLIGHT PDRANK

OF course, the Malkavians didn’accomplish any-
thing so grand as creating a new breed of Kindred.
Instead, they have used their gift for deceir to craft one
of such beauty that they have even fooled the Sabbat.

When rhe Sabbar began its new campaign of ag-
gression, a small group of Malkavian elders, led by a
European Malkavian named Dieter, decided that they
were going to contribute their own weapon to the cause.
They sent out very subtle feelers into the mental hospi-
tals of the Eastern Seaboard, looking for patients with
certain traits that they would need for their “rest sub-
jects.” They ended up with 10 mortals, four females and
six males, who all shared the same batch of severe
emotional problems. They were all sociopathic, theyall
had deep codependency issues, and they all had beenon
medication for years.

Maore importantly, they each matched the heighe
and weight of one of the other mortals in the group. The
Malkavians tugged pently at their puppet strings, and all
10 humans were discharged with clean bills of health.
They then disappeared from mortal society and began
their new life in the condemned shell of an old high
school outside of Lansing. Diever found it amusing w
teach them in a house of learning.

Dieter had one secret weapon that was key to the
operation: He held a Tzimisce of the Sabbat, cap-
tured in a raid specifically for that purpose. The
Tzimisce was a mental vegetable, crippled so severely
by Dieter that she needed help feeding. With his 10
test subjects secured, he revealed his Tzimisce to the

other Malkavians. With the flash of insight unique to
the Lunatics, the others instantly saw his intent, and
his genius. This was to be a prank that would be
talked about for centuries. They waited for the
Tzimisce to do her work, eagerly awaiting their
chance to help. The mortals were paired off with the
Malkavians, and then instructed according to the
new plans that fate held for them.

The pairs were brainwashed to believe thar they
were two parts of the same whole. They could not live
without each other. One was light, the other darkness,
but they were the two halves of the same person. The
mortals were already inclined to obsess over someone
else, and eagerly latched onto each other, convinced
that they had finally found their missing piece that
would make them whole. Owver the months of alternat-
ing isolation and intimate indoctrination, the mortals
became more and more tied to each other, often finish-
ing each other's sentences and thinking more and more
the same.

Dieter called in several serious boons owed by local
ancillae and neonates. In exchange for the boons,

Dheter merely asked rhar they each Embrace a childe of

his choosing and then walk away. Most balked at such
an open flouting of the Traditions, but with the threat
of even deeper dept should they refuse, they ev n:_nmrt]]',
agreed o this bizarre form of repayment,

The pairs of mortals were separated from each
other, a process fraught with crying and screaming. Five
were taken toa separate wing of the high school to meet
theirsires for the first and only time. Cme was Embraced
by a Malkavian, two were creared by two Brujah, one by
a Toreador, and the last was made by a Ventrue. The
sires left their childer to the mercies of the Malkavians
and met with Dieter to make sure payment was com-
plete. For their sacrifice, he removed the memory of the
payment from their minds, ensuring thar their sizable
boons were still owed. Dieter knew he was operating
well outside the bounds of the Traditions, prestation
and good taste, so a few more breaches of etiquerte
wouldn't add much to his growing roster of sin.

The new Kindred were given a month of training in
their newly developed powers, while the mortals were
taught stealth, intelligence gathering and urban warfare
techniques. Along with such delicate practices, they
were also taught how to blend into any city or town they
would be sent to, and the Kindred leamed how o
sustain themselves without taxing areas with limited
feeding grounds. Dieter was carefully training them to
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be perfect spies, careful investigators and perfect vam-
pire hunters.
Once both groups had leamed enough, they were

broughr back together and rold the “truth.” The dark
halves were now creatures of the night and would exist
during the times that the sun did not show in the sky.
The light halves were crearures of the day and would
exist when the sun was in the sky. The new Kindred fed
a bit of their blood o their twins, muking them ghouls,

Dieter then introduced the final two twists in the
project. The pairs were told that they were kept apart
from each other by a group called the Sabbat. This
organization believed thar everyone should be a part of
cach other, rather than pairing off with the person that
was your actual match. Thisenraged the new ghouls and
vampires. How could such heresy be allowed o exist!
Dieter then told them that they could, if they wished,
help fight the Sabbat. A group called the Camarilla
would love the help of the twins. All they had to do was
use their training to fight the Sabbar, who were all dark
halves; with no light half to balance them. The Camarilla
would give them direction, supplies and the chance to
“live" as they wanted. The pairs immediarely agreed to
help. How could they not? Dieter had designed them for
just such a purpose. They could no more deny help to
the Camarilla than they could fly o the moon.

Tue Dav-TrIppERS

Archon Delaurent finds his new weapons incred-
ibly unpleasant o socialize with, but he understands
their worth. He was hesitant ro use them at first, fearing
that they might decide that Camarilla elders were as
easy to kill as the Sabbat. However, their constant
preaching ahout light and dark eventually irritated him
enough tosend them into action, with surprisingly good
results. He now keeps them active almost all the time,
sending them into cities with known Sabbat activity.
They work as a single unit, their operations continuing
smoothly from night into day. They are so much alike
that they think similarly, act similarly and obviously
still look the same. From what they've seen of the
Sabbat so far, their “father” (Dieter) was absolutely
right. They are more committed than ever towiping out
the Sabbat.

What Archon Delaurent doesn’t know yet would
probably be enough to make him destroy the twins.
Now that they are outside of any supervision, they have
begun to develop on their own in ways Dieter might not
have planned. They are freely teaching each other

whatever vampiric powers they can and have taken to
sharing their blood with each other on a nightly basis.
They are no longer a mere experiment but a cult of
personalities, a hive whose shared mind continues to
develop. [ronically, they have begun to resemble the
Sabbat more and more with each passing nighe, their
duty to destroy the enemy filling them with the same
religious fervor as their counterparts in the Sword of
Caine. They are as out of place in the Camarilla as they
would be in the Sabbat, For this reason, theyare a barely
contained disaster wairing to happen.

Most disturbing are the actions of Tessa, the
Malkavian of the group. She has learned a lot about
alrering minds and has also seen the handiwork of the
Tzimisce. She has slowly pieced together what Dieter
did to them, and rather than be horrified, she is prateful.
Afterall, theyare happier than they ever were before, so
why should they be mad at their savior? Tessa is so
grateful, she is looking for a new group of mortals thar fir
the mold for indoctrination. The twins currently seek a
Tzimisce ro capture, one weak enough to be persuaded
by Tessa and used tocreate anew cell of rtwins, Tessa and
the other twins are convinced that it is their holy dury
to help cure other unfortunates by “owinning” them,
and teaching them how to fight against the collecriv-
ized Sabbat.

If Archon Delaurent continues to keep the rwinsar
arm’s length, he may find himself with not one cell, bur
multiple cells of fanatical lunatics, all intent on wiping
out the Sabbat, all of them fanatically loval to each
other and the Camarilla. The question becomes, is thar
a good thing or a bad thing?

Dieter is convinced that his project is not just a
weapon against the Sabbat bur is instead the future of
psychotherapy. When the project began, he had 10
useless mental patients, all highly drugged and all of
them wasteful drains on society. At the end of the
project, he had 10 productive, motivared, self-sufficient
killers, all of them ready to go out and make the world
a better place. Couldn't this be applied to nonidentical
pairs! Dieter has published one research paper under a
pseudonym, advocaring that codependency can be
healthy, if encouraged. Already the theory has con-
vinced a few mortal counselors, who encourage couples
to become more obsessed with each other, not less.

Some of the younger Malkavians guestion the
direction that this logic is headed. Rumors already
circulate among Malkavians of Dieter's experiments,
and some of the more lucid members are concerned thar
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NEw JERSEY AT DAWN

Something bizarre is happening in Newark 1
hawe read a recent report from a contact 1 have there
claiming thar Archon Delaurent has mer a group of
vampires able to walk around during the day! Here's
the story:

The gy 1 know was rying to wipe out apack of really
sneaky Sabbat that had been messimg avound trhis domam
He had brought i some mortal bail-bond agenes, the miys
thar rrack you down when you skip bail. Anyuay, they're
tracking this group of Sabbat through the bhack alleys of
Newark and suddenly this group of Kindred in black shotus
upy, like terromists orsomething. The bail-bord pues freaked,
but calmed doun avhen these netucomers said that they
were the “poad mays "

The purswit comtinteed wntil close todawm, with this
new group scouting ahead from time to time | disappearing
for 100r 15 minuttes while they checle out somie chue or siem.,
My assoctate tells the bail-bond guys that he has to go meet
his boss but to call him when they find the guys they're
looking for, He leaves. The next nught, he's got this insane
Message on his answering machine from the bail-bond
ouys. They left toun and wem'"twork for him anymore, all
because of what happened when they found the Sabheat

From swhat they said, the group of five "good guvs"
busted in to this crack howse and headed smaight for the
basement. When the bail-bond mevs pot theve, there were
fiveor six corpses decomposing all over the busement, there
wias blood everywhere, and the female leader of the guws i
black wes beating one of the erackheads with a clothes fim.
The bail-bomd guy evidently deseribed it as “the sound of
yoner fist pruenching a bowl of Jell-O." Anyuiry, goodnesws,
right? The Sabbat vampives ger thefr asses kicked, and the
forces of freedom and fustice preveal.

Here's the tuist on the story: The artack on the orack
honese hopprened ar 9:00 a.m. , three howrs after dawn. If
the Caamarilla has Kindred that can walk around dharing the
day, se better get some information on them, That sort of
wedpon s too dangerous 1o noe know about,

— Tomy

Dear Tony,

I'll lock intodr. Just make sure that those bail-
bond guys weren't drinking, okay? | don't wane o
make inquiries for nothing.

— Ludo

the clan has stepped over some invisible line that
separated them from their counterparts in the Sabbat.
The shocking return of a formerly lost Discipline has
only served to fuel the fears of some philosophical
members. They preach thar Dieter has carrupted the
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clan, and that the return of Dementation is a sign that
the Malkavians of the Camarilla have lost their already
shaky moral center.

Ohthers scoff ar such nonsense and hail Dieter as a
pioneer in previously unmentionable sciences. Tales
have also surfaced thar a group of Malkavians in the
Tampa area is experimenting with a group of captive
Brujah, making them stronger through the careful
applicarion of pain and torture. The rumor is that they
have found some success, but how far can research rravel
on that path before the rest of the Camarilla finds our,
and reacts with shock and condemnation! Same scien-
tists among the Malkaviansstill dwell in hiding, unable
to show their faces after their “experiments” in Ger-
mamy during the war.

Meanwhile, Tessa continues her research and has
explained her findings to the other members of her
family. The Toreador of the group was very religious in
his former life and has begun to craft a new devation to
“The Dieter," He believes thar Dieter is their savior, and
thar he and his assistants are the only ones capable of
duphiciting the “twinning” that created the initial
batch. Tessa finds such talk ignorant but does not
dissuade her broodmare. Instead, she plans for the night
she can create a new hive and use it to destroy the false
god that her broodmate has raised. Dieter may find thar
his creation rerums to its home, unwittingly re-enact-
ing Mary Shelley's tragic story. ...

B AISING TREMERE AWARENESS

One of the most frequent first targets of an attack by
the Sabbat, as mentionedabove, is the Tremere chantry.
The Sabbar is relatively weak wirh regard to blood
magic, and it's essential for them tocripple the Tremere
early inthe fightor suffer heavy losseslarer. Like an army
with no air force, the Sabhar tries ro blow up the planes
on the ground before they ean take off and bomb them
from the air. Because of this doctrine, the Tremere have
suffered heavy losses at the hands of the Sabhat. The
Tremere have finally started to adapt to the tactics of
the Sabbar,

I'he easiest way for the Tremere to manage this
is to maintain at least two chanrries. One is sealed
and never used — a blind or a decoy — and the
other is used as normal. The public chantry is as it
was in the past, often a singular building at a
remote location with a substantial |i|T|In|'1,' and
luxurious surroundings for research and study. With
any luck, the Sabbat focuses upon it as a prime

target in an invasion. At the beginning of the
invasion, the ohvious chantry is destroyed, leaving
the Tremere with no apparent access to a gather-
ing place or land prepared for rituals and magic.
The Tremere know otherwise.

The Tremere who survive the initial arrack with-
draw to the secondary chantry, sometimes called the
“battle chantry” by apprentices out of earshot of the
older Tremere. This utilitarian chantry is usually lo-
cated in an urban setting, in a nondescript building,
sometimes part of an office park, high-rise or even
government building. In some cases, the Tremere have
even acquired certain public records and obrained the
keys toa local bomb shelter. Inside one of these second-
ary chantries, the surroundings are plain — industrial
carpeting, bare concrete walls, folding chairs and agood
fire-suppression system. However, these hackupchantries
also house copies of most of the important hooks from
the main chantry (if not the originals themselves),
along with rooms for research, casting of rituals and
interrogation of captured Sabbat members. Each chantry
has different touches peculiar o the specific city, but
overly elaborate additions are usually seen as wasteful
anddistracting by those in the clan. These chantries are
supposed to be for times of war. They are not summer
L ]t.t'rigﬂﬁ ﬁH’ thl"l‘-'!t" Tyl EE]E!TEE.

Such secondary chantries have been much mare
difficult for the Sabbar to destroy. First off, many Sabbat
stilloperate under the assumption thatonce the chantry
is destroyed, well, the chantry is destroyed. They rarely
bother to look for second and third chantries. Once the
Sabbat realizes that a second chantry exists in some
cities, its packs may still find it difficulr to locate, let
alone do anything to destroy it. If the Tremere of a ciry
are forced to fall back to a secondary chantry, they
already know they need righter security; after all, if the
manic Sabbat can unearth the location of their hidden
sanctum, someone’s obviously been a bit loose-lipped.
By the time the secondary chantry isoperational, it may
even resemble a military checkpoint or police station.
It’s rare that a Tremere has achance to fully invoke the
powers of flame or force, and a possible artack by the
Sabbat is sometimes seen by overly confident Tremere
as a chance to "flex the muscles.”

Such situarions are the exception rather than the
rule. Despite rumaors to the contrary, chantries are rarely
impenetrable hastions of sorcery, guarded by scores of
Gargoyles and kept under constant surveillance by
compurerized security cameras. While such things can
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happen, if all it cakes for the Sabbar to find the chantry
is to look for the Gargoyle-flanked laser bunker, that
somewhat defeats the purpose.

TueWar Boom

What the Tremere took years to figure out, the
princes of the Camarilla have known for just as long.
The Kindred in the largest cities in America have pulled
strings and purchased homes built during the Cold War,
homes that often feature long-forgotten bomb shelrers
under the floorboards. The prince or an ally has one of
his retainers maintain the home and keep it looking like
every other house in suburbia. Itsits quietly, waiting for
the night that the Sabbart invades.

Imagine yourself as a housewife in a suburban
development, content to be outside the city center,
listening to reports on the news of rioting in the
downtown area. Now imagine your surprise when a
handful of gray panel vans pulls up to the vacant
house across the street, and nicely groomed men start
unloading steamer trunks into the garage. Then the
luxury cars pull to the curb, disporging men in suits
and ties, wearing nice shoes and worried looks. Hmm,
must be someone getting away from all thar awful
rioting. Maybe it's the mayor!

The prince and his aides often try to find homes
built in the *50%, as some of them have bricked-over
bomb shelters, perfect for slumber. However, commu-
nications have changed since World War II. From a
small house in suburhia, the prince and his staff keep in
constant contact with the SUDVIVITE members of the
Camarilla, using cell phones and pagets to make sure
that all parties have complete informarion about the
current state of the threar.

It is in this communications bunker that the ca-
pable neonare has the greatest chance at power. Only
very young or very studious princes feel comfortable
with modern technology, and a prince’s closest advisors
are often elders who can barely dial a pay phone. The
task of running a massive emergency communications
web talls to those mortals and neonates trusted by the
prince. From this tangle of cell phones, fax machines
and laptop computers, aclever neonate operator may be
able to alter orders encough to have his rival’s haven
staked out or condemned, along with the haven of the
Sabbat pack. The prince’s wartime haven is a flurry of
running neonates, yelling primogen and hurried deci-
sions that may affect a score or more of Kindred.

Meanwhile, the mortal family occupying the house
is often relegated to hostage status, stuck in a back room
with a loyal retainer to guard them. Thoughtful princes
make sure to evict the tenants or send them on an
extended vacarion before driving over, but more than
one prince has found himself with a victory over the
Sabbar and a handful of suddenly inconvenient and
overly informed mortals.

INFLueNcCEIN TIMES OF W AR

When aciry is not under siege by the Sabbat, every
member of the Camarilla uses what influence she hasto
subtly move things in the city against her rival in the
Jvhad, to the benefit of her allies, or ssimply to make her
owi unlife easier. When a city is artacked by the Sabbar
(or even more rarely, when the Camarilla attacks the
Sabbat first), the uses of immediate influence change
severely, as subtle plans lasting years fall by the wayside
for more immediate and forceful applications of power.

The Camarilla enjoys a huge advantage in the
influence game. For the most part, the Sabbar believes
that mortals are meat and blood, not worthy of being
talked to or trusted. A few crafty elders among the
Sabhbat still see the wisdom of keeping allies and con-
tacts in the halls of power, but largely, the members of
the Sabbar ignore the mortal realm. This leaves a
vacuum of power that savvy Camarilla elders ate more
than willing to exploit. The members of the Camarilla
are the masters of mortal manipulation and use every hir
of that talent when faced with a deadly horde of
bloodthirsty fanatics.

BurrAUCRACY

While mundane at first glance, this field of influ-
ence can become vitally important when fighting the
Sabbat. With the right connections and a few phone
calls, members of the Camarilla can have power cut 1o
Sahbat havens right before an atrack, track down new
purchases of homes and equipment, delay the fire
department’s response to an “accidental” fire, or have
the sewers flooded or cleaned up.

CHURCH

[11 the midst of a Sabbat mvasion, those who hold
sway in religious communities must be exceptionally
careful, as they are playing with fire every time they
convince the clergy to take action. However, it is not
unheard of for the members of the Camarilla to allow
the various witch-hunters to be called in during an
invasion, assuming thar they can be dealt with after the
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pAvE‘THE"EﬁRTH i
From the almanac of Ludo Giosanni

I once spoke with a Nosferatu in Houston who 1
told me about his problerns with a particularly nasty 1|
pack of nomadic Sabbat. They all knew how tameld |

with the earth and would just disappear when the sun
rose. The Nosferatu found out that they had been ":
sleeping in a aracantcinflat for a few days: He called |
‘afewpeople he knew at city hall. Within 24 hours, he -
had all the permits needed to pur in a parking lot. |
While he didn tsayrw}iedmrthua Sabbathad goneto |
ground long enough for him- ro have a concrere
foundaticn laid over their temporary (permanent?)
haven, | know thache makes five dollars percarevery
night — seven on the weekends. :

[ 1

=

Sabbat are gone, ar to -aubrlw.ww the moral pitch of the
flock. Even without using hunters, a wise Kindred can
still use the power of a church to influence hundreds of
mortals. A change or two in the tone of a Sunday
sermon can set the congregation to organizing neigh-
borhood watch groups. A sermon of fire and brimstone
can be very effective at keeping people off the streets the
night after. In a pinch, the local church makes a
convenient haven for the night, as long as the building
itself isn't one of the few cornerstones of True Faich left
in the world (and the basement isn't a bingo hall).

In one shockingly brazen incident, a Tremere in
Portland, Maine pracrically handed over a Sabbar
Cainite to the Inguisition. The zealors were suitahly
agitated, and the city was swarming with hunters within
aweek. It took months for the Camarilla to lie low long
enough for the hunters o leave, but in the meantime,
the Sabbat backed out rather than deal with a city so
saturated in experienced hunters.

FivancEe

When the Camarilla decides to go on the offen-
sive, those with influence in the financial world are
often the hackbone of preparations. Need a dozen
vampire bravos smuggled into a Sabbat city? Those
Kindred with ties to the city’s bursar's office usually
have a trucking company on the list ready and willing
to assist. Require a safe house to put them in unril
they're prepared roattack the Sabbat? That strip mall
has an empty store — one that a Malkavian has the
keys to. Need to wipe out the savings of a high-
ranking member of the opposition? The credit raring
of the city's bishop just went into the toilet.
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Having clout in the financial community can also
prease the wheels in other areas of influence. The local
union might not like working an 18-hefur day to build
new defenses into your haven, but they happily work
overtime if the deal includes a briefcase full of hard cash.
More importantly, mfluence in the financial world can
make anyothersway much easier. A smart Kindred with
access to cash can quicken results in almost any other
operation that has stalled. For this reason, the Kindred
who write the checks are often sought after by the
movers and shakers in other fields of influence.

HeAaLTH

Bload iskey to the survival forevery Kindred (“Seay
in the red."). In the middle of a war, the members of the
Camarilla often have trouble finding the salety and
time to hunt for sustenance. It is ar those times that a
quick raid at the local blood bank can ensure a few more
nights of survival for the vampiric residents of the ciry.

Those with sway in the health community are not
just limited to procuring blood. The Camanlla often
uses ghouls and mortals to fight the actual battles
apainst the Sabbat, and those who survive often need
medical attention with no questions asked. Add o this
the ability to have an enemy declared mentally unstable
and a threar to society, and those with influence in the
health-care sector are very popular during times of
conflict.

Legend has it that a mental institution in Seattle,
Washington is still holding several low-ranking mem-
bers of the Sabbar in a carefully guarded row of cells.
With afew phone calls froma powerful Malkavian, they
were declared an extreme threat to the general public,
and with the help of a well-econnected Toreador friend,
the police knew just where to pick up the dangerous but
comparatively weal members of the Sabbat.

HioH Sociery

I times of (relative) peace, the Kindred with sway
in the areas of art, culture and society has massive power
in the halls of Elysium, able o crush or create fashion
and popularity at a whim. When war comes to the city,
thar same Kindred may well find herself relegared to
second fiddle, with less to contribute rthan many others.
However, the social viper still has fangs.

One of the nastiest techniques of social warfare was
originated by Natasha Dubois, a Toreador from At-
lanta. She found herself stuck in a city under siege,
hunted by a powerful Sabbat elder and his pack. She

could not track him down, and he always seemed to be

in three places atonece. She finally found hersolution by
doing to him what she would never do to an enemy in
the Camarilla: She made him popular. Within a week,
Dr. Julius Surphen was the talk of the town and couldn't
go anywhere without it being written about in the
newspaper and possiped about in clubs. Within two
weeks, Natasha had a pood idea of where he was holed
up and had her ghouls set up a horrible trap, She still
shows friends the videotape made by her servants as
they broke in a blacked-out window and hung the
crystal disco ball from the window frame, in the full glare
of the sun, destroying his childe. Though the ruse didn't
destroy her rival, itdestroyed the progeny of the bishop-
to-be. As Ms. Dubais is still known to quote at parties
when she visits New York, “Remember, sweetie, art

leills.”

INDUsTRY

Another workhorse in the world of influence, this
undervalued field of influence becomes vastly useful in
times of conflict. From heavy |-beams to reinforce the
prince's haven, to cutting torches to remove the steel
door of a Sabbat stronghold, those with sway in indus-
trial circles can obtain a broad armay of “raw materials”
andd the means to build with (or demolish) them, given
a night or two and a few phone calls.

Gon BressTHEL AwveRs
From the almanac of Ludo Gigvanni

The necessity of gm:lﬂ: legal help can be bﬁt
demonstrated by a group of mortals. Even if one
drags a promising mortal into the society of the
Damned, her descendantsstill have a lotto teach us
ahout being devious and rnm;puh!wc

During the Mok wars of the 1¢
had judges and district attorneys 4

; bothsides
were bought
and paid for. Because of this, those " m&d: men"
aften went from rli.tta'll mll to the local speakeasy
within hours, not days. Legend has it that one Mob |
boss was arrested and released three times in one
night and still made it to bed by dawn. It's casy to
tely on your friends who have contacts among the
police, but the thmg_js they don't “control™ any- !
thing. They quietly suggest that the palice look the |
other way, but there's alwaysvsq;ng individual of- i
ficer whowon't take a hint from his s sergeant. . That's
when the legal help comes in. Whenir's two hours |
until dawn and you're stuck in a cell with a window, I
having friends who know the judge is a lot nicer |
thart sitting and waltmg e !
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A tavorite trick of the Brujah in New Jersey is to
procure several trucks full of concrete and have their
allies drive over to a suspected Sabbar haven during the
day. Backing each truck up to the basement window,
the allies empty hundreds of gallons of concrete into the
building, leaving a high-capacity heater blowing into
the crawlspace to dry the mixture. This tactic usually
doesn't trap many vampires, but it ruins weapons and
equipment, angers the Sabbar who walke up covered in
concrete, and encourages them to sleep in the
aboveground floors of a building, where they're even
more 1:-'"][“.‘&1'3!':.

LEcal

Camarilla members must often cut corners when
fighting the Sabbat and sometimes find themselves
with a shotgun in their hand, police at the door and few
explanations for the blood on the floor. At times like
this, the ability to have the charges dropped is vital o
continuing survival.

Legal representarion is also key to cleaning up after
the Sahbat leaves. Allieswhofell into hot water because
of helping you are a lot less likely to leave if you can ger
them off with a few weeks of community service as
opposed to jail time. [n this way, your mortal allies are
more likely to do a similar favor in the future, because
they know you'll watch out for them.

MeDLa
This is the Holy Grail of influence during a Sabbat
attack. He who influences the media has power over the

minds of the mortal city. With minor amounts of

nudging, a damaging story can be bumped back a few
pages. With a few angry dinner meetings, the story can
disappear completely. When members of the Sahbar
ride motoreyeles through the subway and shoot mortals
at random, it can be an unlifesaver to make such
unpleasantness go away, ar least in print.

TRANSPORTATION

Influence of the mediaorthe police can be essential
for success during a Sabbat invasion, but the ability to
even briefly alter some small aspect of a city's cranspor-
tation can be key to success on the rare occasions that
the Camarilla is on the offensive.

In tonight's modem city, it's almost impossible to
close off a city from transportation due to the massive
freeways and highways cutting through almost every
urban centers, not to mention airports and train sta-
tions. However, it's still possible to make movement

LIMNgNOwWN ALLIES
From the almanae of Lido Giovanni
[ was once caught in a Sabbar invasion while
doing some business down in Dallas. Never heard of
a Sabbat invasion in Dallas? That's because as far as

almosteveryone 1xcunr:emad it never happened. Let

e ExpLun

The Sabhar rade in ml:h.a minimal attack force,
overly confident of victory. Thej prince was panicked,
because he's por & toral of maybe two dozen Kinldred
whao make their havens in the eity and more than.a.
few of them are Brujah wha couldn’t be subtle to save
their lives. In fact, his main responsibility most nights
was to keep them from hreaking the Masquerade.

The Sabbat roared in and stam:d breaking the
Masquerade like untapped keps when the Irish
come to dinner. The prince be d me for help. |
couldn’t give it to him explicicly, because icssull

technically apalitical mvaiavemmnﬂld youknow
how, my family is about that. So we're all figuring

theend is near, then the weirdest thing “happens.
Mothing shows up in the paper, or on television.

Morthing. It's like there's awhale dJFFe:rmerm:nse;

being reported thmugh the media.

[ figured thar someone was COVETing up and told
the prince to not look a gift horse in the mouth. He
sent his Brujah goons info action, and while they're
trading shotgun blasts with the Sabbat inadowntown
coffee shop, the newspaper is mpﬂrtmg on the hot
westher for that time of year, Then the newscaster on
the radio says that a one-block ares downtown was
closed off due to o gas leak, and we headpd there r!ght
away. Sure encugh, the HOD for the maasion was in
the basement of a diner, right in that block. A few
hours later, the Sabbat are wiped out, and no one can
figure out who conld control the media. Normally we
push or nudge the mortal institurions, but this was as
close 1o “control™ a8 I've ever seen, and I've seen
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powerful eliders leaning hard on their inﬂur—:ncg nets |

works with less impressive resulss than this.

Twa nights later 'm checking out of my hotel,
and | almost ger run over by a gn:mpﬂf 2O0INS i SUILs,
surrcunding some shriveled little guy ina whl.:t:lt_hair.,
also leaving the hotel. The little guy glances up,
catches my eye, and [ froze. He was old, older than
anyone I've ever encountered. [ stood their sweating
blood for almost halfan hour, and then | lefe tharciry
as fast as | possibly could: Thznkmg back, [ suspect

that the Sabbat attack was mote of an annoyance

than a threat to him, so he waved his hand and
changed reality, ﬂ'ln:uugh the media. Being able to
cominand the dead or break through brick walls is
nice, but it's nothing compared o being able to just
shut down a ciry's communications,
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very difficult for enemies and easy for one’s allies. Inthe
midst of a conflict, this influence rends to be all about
brute force. Wirh almost every other area of influence,
the subtle hand wins the night. When the chips are
down, those with sway in transportation tend to do best
by acting decisively, and with an almost alarming
obviousness, When a subway train is speeding across
town, and it's known that a pack of Sabbat is onboard,
a single phone call can mean the difference between
victory and defeat. The Sabbat Cainites know some-
thing is up when the train stops in the tunnel, bur the
gamble is that by then they will be roo late o do
anything about it

Rumor has it that the Chunnel fire of several years
agowas not entirely accidental. A group of very danger-
ous Sabbat assassins were traveling to England, and the
Kindred on the otherend of the nunnel didn't really feel
good about sharing the wealth with the Sabbar (let
alone French Sabbat). In France, an igniterwasartached
to the truck, and in the Chunnel, the truck began to
burn. The train was slowing to a stop when the control-
ler received avery persuasive phone call. The train sped
hack up over its normal speed, fanning the flames even
hotter. By the time the controller felt brave and stopped
the train halfway th rﬂugh the Chunnel, the assassins in
the truck were dust. The next three years were a cat-
and-mouse game with investigators, covering up clues
as they were discovered, bur the Kindred involved felt
it was worth the prolonged effort.,

LUNDERWORLD

Aronce the best weapon against the Sabbar andrhe
most obvious one, a Kindred presence among the
organized criminals of a city can add allies at a time
when every trigger finger counts. Gunmen for the Mob
are used ro working a job with no questions asked, and
most Kindred who work with the Mafia feel that hired
killers fall under the “ghoulsferc.” clause of the Mas-
guerade. In other words, if the mortals never talk abour
what they saw, no harm done.

Inmost Sabbat attacks, many of the Sabbat Cainites
are harely out of the grave and are unused to being
undead or fighters. On the other hand, those who once
lived the life of organized crime legbreakers are very
accustomed to hurting and killing people for money.
Add to this the ability to procure weapons, bombs and
body armor, and the Kindred with his dirty fingers dug
into the underworld can be apowerful contender against
the Sabbat. Of course, it's sometimes hard to go back to

Dy CanBe LIserur
From the almanac of Ludo Giovanni

In Boston, not foo long ago, we had a small
problem with a group of beand-new Sabbar heavies
who kept terrorizing my family, figuring we were
easy targets compared to the Camarilla. We were
getting sick of dealing with them, so we arranged for
dinner with the head of the local Mafia ﬁamlly, on |
anight we suspected the Sabbat t]‘lugs WETE Zoing to
try something. |

Sure enough, they drove by inabigpanel vanand
gunned down everyone at our table. We stayed still
until we got to the morgue, had our pecple working |
there look the other way while we departed, and then
countedour losses. We wouldeach need anew morral
identiry, sinmwchmi"died"m'pubhu The important
thing was, the Mob boss was dead. Was this bad or
good’G‘o{:d i this case. _

The local Mafia family went crazy with grief |
and rage. They're still very big on family pride in |
Boston, partly to keep the flame buming from the
old days, so they geared up all their knuckle-drag-
gers and sent them after the Sabbat thugs. They
tinally cornered them in this biker bar. My God,
vou haven't seen firepower until you've seen the |
Mafia on a bad hairday. Some Kindred say that
bullets don't hurt us, but what they really mean is
that bullets cause us less mur:turﬂl damage: The
thing is, with enough bullets, we still hurt pretry |
badly. The pain receptors still fire, unfortunately.
Following one of our-earlier suggestions, the goons -
took hacksaws and qut the heads off of the Sabbar, |
whao they figured were hikers. It wasn't a stake and |
‘holy water, but it was enough. The Mob got their
revenge, we got the Sabbar off our back, and every-
anecame out feeling like winners. Except, of course, |

for those poor headless basmrdsfmm the Sabbar.... |

subtle behavior after the crisis is done. More |] En one
Kindred has been foiled by his inability to give up his
new “toys,” most of which are illegally obtained and
traceable by serial numbers.

LIMmveERSITY

What could be more useless in a time of crisis than
influence over students and teachers!

On the contrary, some clever Kindred find remark-
ably good usesfor this overlooked field of influence. The
mental block that most Kindred create is to concentrate
on the people involved in education and lose sight of
the educational institutions themselves.
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Universities and even some large high schools are
like cities unto themselves, They have their own apart-
ments, restaurants, police and every other amenity of a
smallcity. Those few Kindred who take the time to grow
deep roots of influence in a university find themselves
at a city within a city. When the Sabbat invade, they
often have the same blind spot that Camarilla Kindred
have roward universities. Many Kindred find it possible
to sidestep a Sabbar invasion entirely, holing up within
their mini-city, watching the drama play our in the rest
of the urban jungle. The only danger is that the Sabhat
sometimes wins, leaving a few Camarilla Kindred iso-
lated in the middle of Sabbat territary. Such are the risks
of diversion plays.

An opposite tack was taken by Bruce Pirtman, an
ancilla who was Embraced into Clan Brujah right after
graduation from Pinetree College in Olympia, Wash-
mgton. He stayed there and built up quite a nerwork of
influence until the Sabhat siege of 1984, The Ventrue
fought long and hard against the invaders, since Olym-
piawas the srate’s capital and a rich prize for the Sabbat.
They weathered such a long (and eventually unsuccess-
ful) siege due to Pittman.

Pinetree College was built during the turbulent '60s
and "70s. Like many colleges buile during that era, the
CAMPLE WS built with hugi: tunnels connecting the
hasements of all major buildings. The tunnels were big
enough o drive acar through and were put in under the
assumption that studenr riors might occur ar some
tuture date, The tunnels allowed the National Guard to
evacuare the staff from all over campus withour ever
havingtofightth ronigh thestudents rioting aboveground.
The students were rold that the cavernous trenches dug
during construction were for “steam runnels” to heat
the campus.

Bruce Pirtman had long ago seen the advantages of
thesteam runnels. When the Sabbat invaded Olympia,
heallowed the prince and his forces tocreate emergency
havens in the basements of several CAImpus hui].djngﬁ,
with an exit emerging out the back of the college
grounds. With this secret bunker complex in a location
the Sabbat would never suspect, the prince and his
Ventrue allies were able to continue fighting and even-
tually drive out the Sabhat.

In other cases, presence in the hallsof academiacan
o unnoticed for a grear deal of time. For almest 200
years, New York City had been widely accepted as a
Sabbat city, yer the Chantry of the Five Boroughs
operated therein for at least half of that time — cenrered

as it was first at Columbia University and then later at
Bamard College. More often than not, the Sabbat tends
to overlook pockets of quier resistance. Hiding in those
blind spots may serve the Camarilla well.

CoNTROL VERSUS
INFIL UENCE

Those inexperienced in the ways of the Jyhad often
blunder into thefield of influence with only avague idea
of how touse it properly. They base their understanding
on conspiracy theories and relevision shows, in which
all-powerful masterminds sit behind large desks in dim
lighting, ordering their minions about and smoking
endless packs of cigarettes. The elders find chis sort of
naveté quaint and ofren chide the new recruit for his
[oolishness. T]'IE,‘"!,T know that true influence comes by
showing the mortals why they want to take certain
actions and by rading favors with those mortals. Being
able to convince a lawyer why he should lie in court is
much more useful than being able to Dominare his
mind. If you end up owing him a membership ar the
country club, so be it. Paying back favors is usually easy
when you have the resources of an undying schemer.
However, for all their savvy and intelligence, these
same elders can make the mistakes of a necnare when
the Sabbat comes knocking on the door.

The members of the Sabbart rarely involve them-
selves in influencing mortals, but those who do often do
it very well. To outside ohservers, the elders of the Black
Hand seem to have no scruples and appear oo be coldly
dispassionate players of the influence pame, The elders
of the Camarilla are often resentful, fearful of Final
Death and nervous about taking risks, In the midst of a
war, even ashadow war, the elders of the Camarilla can
often become as awkward as the neonates they mock in
“peaceful” times. They seek tocontrol the masses rather
than influence them, hoping to remove the clement of
chance from the Jyhad. Inachess game against passion-
less, inhumane opponents, thar sort of stumbling can
spell doom for an enrire ciry.

WARIS... OppoRTUNITY

Contlict between the sects is a landscape of sorrow
for many, but a landscape of epportunity for a few, The
Camarilla is a static, slow-moving behemoth with few
chancesfor the young to advance in power and prestige.
However, conflict changes all of that. When a prince
feels cornered and helpless, she does nor care who saves
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RAGMATIC ZEALOTRY
From the almanac af Ludo Giovanni

| once asked a Bru_]‘ah neotate why he was'
getting ready 1o head across the country and fig]:lt
rht_ Sabhat for a clurch of elders ’lﬂu}icp!‘&lq?tcd.
everything he hated. His amarhﬁlfmagnmﬂq an-
EWET X pl‘lm&:-r] b0 me wh‘f thﬂ Cnmanﬂawﬂfnever'
lose to the Sabbat: "I._h_ate our elders and their
egotistical political crap. The thing is, 1 hice the
Sabbart eldersevenmore, At least the Ventrue leave
me alone when [ walle d;mm the street. The Sabbat
is like those guys who kill abortion doctors in the
interests of preventing murder. | wantedta strangle
them when | was mortal, andnow | can... with the
hlessings of the guys in charge.” ;
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her domain, whether it is an elder or a rank neonate.
The ongoing war with the Sabbat is a source of constant
worry and irritation to the elders of the Camarilla, but
to many wily neonates and ancillae, the war with the
Sahbat is just the outside agitarion they need to climb
higher up the ladder of success.

In fact, the Sabbar actually wins many bartles but
will almost certainly lose the war. Every victory against
the Camarilla displaces a handful of elders and leaves
power vacuums within clans, while every victory by the
Camarilla against the Sabbat is often due to the quick
thinkingof a young vampire with a good sense of timing.
Withour an enemy, the Camarilla would rurn inward
and eat itself — more so than it already does. In the face
of the constant threats posed by the Sabbar and the
anarchs, the Camarilla remains unified.

How 1o KiLL Your ENEMIES
AND FARN DRF-:,'TIGE

The neonate who wants to climb the social ladder
of the Camarilla follows five simple guidelines.

Avoid violence. The average “war” against the
Sabhbar isn't twosides facing off like British and colonial
troops in the American Revolutionary War. It's a series
of three-on-one punfights and the occasional pipe
bombing of a suspected safe house, combined with
panicked and desperate power plays using mortal influ-
ence that the Kindred hold only tenuously. Only the
most brutish Brujah wade into that sore of bloody
conflict without worry, because they're built for com-
bar. The Gangrel used to join in, but they're only in it
for the money now or to save their own Damned hides.

Chnrrer One: THE Ivoey Tower
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The wise neonate stays out of the direct violence when
she hasany chance of Final Death, and instead helps our
from the sidelines or behind the scenes.

Coordinate influence. If you have some sway over
the downtown hospital, and you know another neonare
with influence among the downrown biker gangs, work
with her to develop some “synergy,” as the Ventrue like
to say. If she knows that her biker gangs can get quick
treatment at the hospital downtown, she's more likely
to rally them against the “rival gang,” which is tosay the
Sabbar. After the battle is won, you both look good to
1]:“.' Prince.

Keep moving. The Sabbat isn't the horde of slaver-
ing fiends the elders often paint them as. s members are
Clainites fighting a holy war. They are often tactical
geniuses, able to track down your haven and kill you
where youssleep, Avoid complacency and keep moving.
Use cash instead of credit and sleep someplace new
every night.

Avoid patterns. Most mortals follow the same
pattern ‘every day, with only minor variarions. The
Kindred, static and creatures of habit, are even more
likely to visir the same clubs, shop at the same storesand
walk the same streets every single night. To a trained
Sabkbat killer (or a mortal hunter), patterns allow for an
easy and predictable stalking. Avoid patterns. Embrace
randomness. The Malkavians are dangerous because
they're unpredictable. Follow their lead, while avoiding
their penchant for screaming insanity and child stran-
gling....

Take calculated risks. A well-trained force of
religious fanatics has just decided that your city is their
new stomping ground. You will most likely be destroyed
within a month. The clever Kindred has no betrer time
than the present to take a few risks and hope for a big
payoft. Smart Kindred know that most neonates in the
modern nights never achieve more than marginal
amounts of power, and that timesof crisis dre often times
of opportunity. When the coin toss is between death
and the possibility of real power, many neonates gladly
flip the coin and hope for the best.

Ficuring Fire WiTH FIRE

The Sabbat hordes take few prisoners, ignores the
Masquerade when it suits them and Embraces mortals
with wanton disregard for the lives it ruins or the world
it affects. Camarilla Kindred are hard-pressed to deal
with those factors, and the leaders of the sect have often
been accused of being slow to change tactics and fight

the Sabbat on its own ground. In fact, many neonates
and ancillae have decided that if the Camarilla elders
won't protect them, they have no choice but to protect
themselves. Usingthe communications network handed
to them by the advent of the Internet and cheap cell
phones, these young Kindred have already made some
inroads against individual Sabbar packs.

THe Crew

This network of neonares and ancillae prew out of
coterie in Boston that decided it needed a paradigm shift.
Rather than wait for the Sabbat to attack a city and follow
the orders of Camarilla elders, the Crew decided to fight fire
with fire and learn more about the Sabbat. Maybe then the
Sabbat could be fought on its own terms, on its own turf,
Under the adept hand of a Noderu in the coterie, the
Crew sent ount feelers across the Internet and to the e-mail
adddresses of young Kindred along the East Coast, inquiring
about interest in this radical departure from stanclard
Camarilla ractics. What they received in rerurn was an
avalanche of enthusiaam.

Thenetworkknownasthe Crewnowstretchesthrough-
out the United States and parts of Furope. Members of this
loose cabal research the Sabbat, often taking dangerousrisks
tofindinformation about the tactics, beliefsand weaknesses
of the enemy, Individual cells of the network pass that
irformation on to other cells throughout the group, so that
all members of the Crew share in the gained knowledge. [t
is quite an impressive organization, especially for Kindred
normally assumed to be powerless members of the vory
tower. Indeed, the Crew hasaseemingly inestimable degree
of contacts and informants, including members of the
anarchs, the Unbound, SchreckNET, and even, some
whisper, the paranormal researchers of the Arcanum.

This alliance of the young has not gone unnoticed
in the higher levels of the Camarilla. The elders have
their spies in the network, always eager for more infor-
mation without risk tw themselves. Several princes
know about this information exchange, though they
often do not care if the neonates trade secrets that
everyone knows already. It is rumored thata justicar has
heard of the Crew, but if one has, she has taken no
action. However, some aspects of the Crew would make
the elders of the Camarilla very nervous if they bothered
to look deeper.

Secrets Revealed

The Crew has discovered some interesting infor-
mation abour the Sabbat. This information mighr be
widely known o the more powerful members of the
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Camarilla, but to these new players in the Jyhad, every new revelation is fresh and surprising.

The members of the network now know thar the Sabbat occasionally uses mass Embraces as a quick-and-diry
method to build up the mobs of Cainites they sometimes hurl against the Camarilla, and they know that the Sabhar
ignores the Masquerade at key times, at least while arracking the Camarilla. The Crew also knows thar individual
Sabbat run in coteries called packs and tend to stay together in communal havens, They know thar the Sabbat
disdains mortals, and does not curry favor and influence among them. They also have some vague idea of the religious
fervor of the Sabhat, but are unsure whether the devation to the sect is genuine or just a front to distract outsiders
from the truth, The Crew has lictle knowledge of the Vaulderie; its theories regarding the Sabbat are sometimes far
off the mark. However, what itdoes know has been enough to convince them thar they need to change their tacrics
from the reactive, politely human defense they have been conducting in the rime of Sabbar aggression.

Walk Like You, Talk Like You...

After a year of informarion gathering, the originators of the Crew summarized the findings of all the neonares
and sent out a compilation of that information plus a report suggesting changes to the structure of the cells in each
eity. The changes were summarized at the end of the document.
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CoNFUSION AND CONCERN

The Crew has managed to defeat a preliminary
ncursion by the Sabbat in Seartle, overrunning the
haven of the Cainites while they prepared for their
second round of attacks. They have continued their
information gathering, and several cities now have
neonates with quiet black cell phones, neonates wha
seem much more sure of themselves and confident
about existence than the average toady to the elders.

The reaction within the Sublal has been one of
confusion. A ductus in San Diego managed to comer a
Crew member on a solo scouting mission. As she
cowered in the comer, he used his considerable mental
powers to made her speak the truth about her purpose.
She babbled somerhing about failing her priest and
hetraying the Crew before the rest of her friends arrived
and opened fire. Shockingly, she threw herself into the
oncoming gunfire, ensuring her torpor, if not death.
After checking to ensure that no other packs were
operating in the area, the ductus ﬁprttad the word thar
some new idenlogy of anarch had surfaced in the area,
a group far more fanatical than in the past, and with an
obvious past link to the Sabbat.

For all its simple success, the Crew has a faal flaw.
Its methodalogy is that of the Sabbat, but without teo
crucial pieces of the puzzle, the Crew is probably des-
rined for failure, The Crew lacks the Vaulderie to give
it unity, and most importantly, it lacks the strict Paths
that leaders of the Sabbat sometimes follow. The mem-
bers of the Sabbat are able to commit inhuman acts
because they are inhuman, following ethical codes that
are far different from mortals, On the other hand, the
Crew commits the same or similar atrocities while
trying tofollow a moral code that doesn't work in night-
to-night practice. Those who (unwittingly or not)
follow what some call the Path of Humanity cannot kill

BRINGING THESABBAT |

To HeeL
From the almandc of Lude Giovanni

I've seen the Camarilla act like a horse with
blinders. But P've also seen a lot nl:veﬁ,,r clever
Kindred fight very hard to keep theirunlives intact.
Influence s invaluahle, but whet it's you against’
three Sabbar in the boiler room of an abandoned
housing project, the gifts of Caine are unlifesavers,
literally. ['ve summarized below some of the most
clever and nastiest tricks I've seen used by the
Camarilla against the Sabbar, categorized by the
primal powers of the undead. Enjoy!
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wantonly — for whatever cause — without eventually
falling to the Beast. The Crew is probably doomed o
destruction by irs lack of moral compass. The members
are like children trying to imitate adules without under-
standing why killing is wrong, or how the Sabbar can see
it as right.

ANIMALISM

To oblivious and thoughtless Kindred, this Dis-
cipline is just a waste of rime. Of course, many
Kindred swear by it and love its versartility. | once
knew a Gangrel who called hordes of rats and stuffed
them into a wooden crate. He'd get a crew together,
drip some of his blood into the box, go find the haven
of a high-ranking Sabbat vampire and then have a
Brujah friend throw the box as hard as he could
through the window. A "drive-hy rarting” he used to
call i, and it sure pissed off the owner of the haven.
Rats are such sturdy, resourceful crearures,

Of course the best use he had for this Discipline was
less clever, but more useful on a nightly basis. He would
always send in a rat or bird before he entered a new
building. It seemed paranoid, but more than once he'd
send something flying down a hall, only to hear gunfire
as someone thought the Gangrel were invading.

AUISPEH

The classics are always the best. A rather, unfash-
ionable friend up in Brooklyn impressed some of her
buddies by scouting ahead in the astral plane and then
mentally telling them where each Cainite was hidden
in the ambush five blocks away. When they walked into
the ambush, already prepared, she went around behind
the hidden Sabbat members. Her friends just looked for
her and followed her into what the Sabbar had intended
as a trap and put the poor Lick — who thought he had
the element of surprise on his side — six feet under.
They never gave her a had time about her leather pants
and pink cowboy hats after the mvasion was done.

CELERITY

Mot a lot of originalirty here, right? | mean, whar so
original about hitting fast or running fast! Well, a guy |
knew in Chicago told me about a time he was being
chased by three Sabbat goons who looked like they
wanted to take out their frustrations on him, He couldn't
shake them, and he couldn't really put a burst of speed
on in front of mortals, right? So he cuts down analley he
knows really well, and hefore they can react, he runs
right up the wall. Well, not exactly. There were these
two buildings with one of those gaps that's only a few
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teet wide. He just scaled up the middle like he'd seen in
those kung fu films. One second, he’s dead meat. The
next he's four stories off the eround and climbing
through an open window.

DomMinaTe

Ler me tell you from experience, there's not a
lot you can't do with this. Let me give away one of
the more subtle applications of this power when it
comes to the Sabbat.

| occasionally place a mental supgestion in the
heads of cerrain mortals. Mainly I prefer people
who see a lot of traffic, like the corner hot dop
vendor. He remembers me giving him a weird look,
but plenty of people give him weird looks. I just
give him a list of the stuff some foolish Sabbar like
to do in public, like firing weapons, creating dark-
ness out of nowhere and baring their fangs. Then
| tell the fellow, “If you see anything like that, you
call me, okay!” By the time a pack of Sabbat
showed up in my town, there must have been over
a hundred mortals walking around with my little
suggestidn buried way back in their brains, | got a
call from a pizza driver describing some idiots
riding horses through the town center and shoot-
ing each other with pistols, and 1 packed my hags
and left town. From whar [ hear, every non-Sahbat
vampire in the city was dead three nights later.
Tricks like this are why I'll be around forever. Of
course, a few of the people | did this to ended up in
therapy, but that’s the tradeoff for using mystical
powers on someone's mind, Some CEES are deli-
cate, and a careful hand is always best.

Fortimune

Like most of the physical stuff, there’s not a lot
that can be said for clever uses of this power.
However, leave it to the Ventrue to find a use for
inything. | knew a business rival in Prague who
was accosted by a pack of Sabbat thugs while he
was pretending to eat dinner ar the home of a
business associate. They had already killed his
mortal friend and were headed his way. There's no
one around, it's a private apartment, and it’s on the
12th floor. He's totally desperate and decides to
gamble on the window. He grabs one of the thugs,
throws himself out the window, and uses the Sabhat
drone as an airbag for the impact. The thug is dead
as soon as they crash into the alley, and my friend
can barely move, he'’s pot so many broken bones.
Nonetheless, he dragged himself out of the area
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chair and the thing collapsed. In any case, we
Were r::1'urnmg to I'I'l‘f |'Iliil'|'l'.lli’ ane t"'.-:t"l".'il'l_i_[ iH'II.I
were confronted by this pack of approxi-
mately six anarchs. As we found our larer,
they were actually Sabbar, sent to push our
the neutral Kindred before they made their
sig effort. We stopped, and Tony looked
_~  overat me and said, “Run

o along, Ludo. I'll catch

up inaminute.” started

hefore the other two goons could take the elevator
down. He told me thar he used to regret concen-
trating so much on his physical resilience. ¢

-
LR

OBRFUSCATE
A Wosferatu associate of mine had the unfor-
tunate affliction of extreme height. After
her Embrace, she stood about seven feet
tall and had to wear a back brace &
almost all the time, Well, the /
city was overrun by the Sabbat,
and everyone else had fled or
gone to ground. The problem
for my Nosferatu friend was that
she was watching over her mor- £
tal family in town. With a little
effort, she used her abilities of %
mental suggestion to make herself
look like the nastiest Tzimisce %
ﬂE‘b']'I.CTEl'F['.L'r ‘!,rl'.]'L.'II'U'L‘ EVET SEen. Sht’ .
stayed around for anorher rwo weeks
until the Camarilla managed to re-
take the city. Ironically, they killed X
her in the process, thinking that she %
was one of the Sabbat. [t was only after
she was dead that they realized their
mistake. | puess she just got too much
inta her character.

-

backing away, and |
watched as Tony set down
the briefease, unlocked it
and opened it up. Inside
are all these metal rods. He
picked up two, hefred them
tor balance, and then rrned
and threw them at the two vam
pires petting close to him. These
rods weren't sharpened on the
end, but he threw them with so
much force that one rod imbed-
i ded itself into the side of the first
Sabbar's head, and the other rod
knocked the second onto his
back. Before | started running, |

heard these horrible gurgling
sounds from the second guy as he
tried to scream around the huge
piece of metal sticking out of his
face. Tony picked up two more
rods, and that's the last | saw of
him until elose to dawn. He came
stumbling in to my haven, hloody
and bearen, but with a mean

[POTENCE
Well, the obvious use for this
power is to hit Sabbar vampires
very, very hard, but the creative
Kindred can find a lot of uses
for those extra muscles. A
clanmate of mine was aspecial- |
ist in brute force. One time we
had ta leave a gambling estab-
lishment rather quickly. On the
Wa'fﬂl_ll:,hf STG]FIP'EI.'.I at fhﬁ l'.':'!r{'.lf-
the person chasing us and kicked
the tre off. Yes, he literally
kicked the tire off the wheel.
He also used to carry around
this briefcase everywhere he J
went and never told anyone
what was in it. [ didn't even
know, but | knew that it was |8
uncharacrerisrically heavy, He [
once set it down on a folding

grin on his face. “Remind me to
go by the foundry tomorrow
night,” he said, and tossed the
briefease onto my couch. It
A hounced, as light as a feather

[PRESENCE

The subtlety of social
powers can sometimes
make you think tha
Bl they're not even work-
ing. A little Brujah
] named Nikki out on the
West Coast had thissame
d problem one night. She
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was in a strange city with no idea of who was in
charge. That sort of thing happens all the time to
Brujah; they've got no concept of calling ahead.
Anyway, she noticed this Kindred who wasn't
exactly subtle about the paleness and lack of blink-
ing, and she followed him into this bar at the back
ot an alley. She railed him through the main room
and gor into the private room in back after a long
look from the Kindred doorman. That's when she
realized thar she was in the wrong bar.

From what she described, there were mortal
bodies strung up all over the room, with blood
everywhere. Some guys in suits had a crib set up
and were poking infants with fondue forks, laugh-
ing and listening to them cry. She said that they
even had a Kindred nailed to the wall, with a sign
around his neck that said “CAMARILLA
STOOGE." Evidently she started to retch, and the
whaole room, went silent. This nasty-looking
Nosteratu came hobbling across the room and
leered at her, “Hmm, maybe you've got the wrong
room,. dearie’” he said, and the other Kindred
cackled. He kept getring closer and closer, and slid
a black pair of pliers out of his jacket. That's when
little Nikki proved that the Brujah attitude is
sometimes a useful thing.

She drew herself up really straight, and looked
right at him. “Yes, | do seem to be in the wrong
place. Thank you for correcting me. I'll be going
now.” Then she cranks up the “pomp and circum-
stance” (rhat's what she used to call her social
powers) and stared at him, daring him to jump her.
Everyone else backed away, and even this Nosferatu
looked a little perturbed, but then he started for-
ward again. That's when she pulled a gambit I'm
not even sure | would've had the guts to try: She
snarled ar him, baring her fangs. She got lucky. He
whimpered and scurtled away. She looked around
really slowly, and no one was breathing. She backed
out of the room, walked slowly to the door of the
club, and ran like a racehorse all the way to her car.

Protean

This crazy Gangrel 1 used to know down in
Mexico ran this pack of Camarilla Kindred. They
were dedicated to fighting the Sabbat over some-
thing that happened a hundred years ago — I think
they may have once been an Old West outlaw
gang. They resided in Mexico because there were
more of the Sabbat vampires down there, and they
had some amazing tricks for beating haven security

of elder Sabbat. One time they found this haven
that had a large vault the size of an RV, made of
some sort of steel plating. Augustus himself couldn’t
have busted through that thing. So they left for the
night and sent their ghoul down to the hardware
store the next day.

The next night, they came back with a bag of
toals and an insecticide sprayer. They used a dia-
mond-tipped drill to cut this tiny hole through the
armor and then shoved the nozzle of the insecti-
cide sprayer up against the hole. My Gangrel friend
had turned to mist and had his buddies suck him
into the tank, so they used this pressurized bug
sprayer to squirt him into the inside of that huge
vault. Once inside, he re-formed. Gangrel can see
in the dark like it's twilight, so he just walked over
and opened up the door from the inside. | laughed
like hell when I heard that stary, but now I keep all
my long-term havens pressurized from the inside
so [ don't have to worry about Sabbat Gangrel
pulling the same stunr.

THAUMATURGY

Now, the Tremere are not normally on good
relations with the Giovanni, mainly because their
magic and our magic are similar enough to cause
friction. However, [ once found myself a reluctant
houseguest in the sanctum of a Tremere, with
quite a few Sabbar vampires outside and only an
apprentice Warlock to guard the door. It was
nearing dawn, and we knew that they'd make an
atrempt to at least get inside before the sun rose.

My Tremere associate led me ro aroom right by
the main door to the house. [t was a long hallway
with large skylights, and the first hints of sunlight
are already visible. He started chanting. As he
droned on and on, he motioned to me to grab a
ladder he had propped up in the corner. I ran and
grabbed it, and over the next 20 minutes, he
directed me where to put the ladder, climbed i,
and smeared a bit of his blood on each skylight,
The whole time, he kept chanring. As he got done
with the final skylight, he stopped chanting, and
every skylight instantly went black. Suddenly there
was no light in the room ar all except the candles
in the wall sconces. We stood there at the end of
the hall for another 30 minutes, and we're both
were expending a lot of effort just to stay awake.
We can hear the Sabbat butchering the apprentice
and rushed down the hallway. Finally, the door at
the other end of the hall opened up and the last of
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the Sabbar vampires stumbled in, locking very
tired and ready to sleep. They came loping down
the hall, and the Tremere and I just stood there, so
still I thought that he might have fallen asleep.
When they were only 20 feet away, he straight-
ened up, looked down at rthe threshold of the
doorway, and very purposefully stepped out of the
hallway, and into the room behind us.

Suddenly every skylight wenr clear again, and
sunlight poured in like it was wairing for just such
an opportunity. The first vampire in the hallway
stopped, looked very startled, and then exploded,

flames and ash flying out in cloud of pain. [ could
hear his soul screaming as it tore from his dying
body, and that's when | slammed shur the oak
doors and collapsed next to the Tremere, who was
i1|l'r:'.hl',’ ;|-11:1_';1. Asl ﬂﬂddEEl t}f:f. I could hear scream-
ing and fire from the hallway. It was then that |
understood how the rest of Kindred society must
view us. Like us, the Tremere have powers and
tricks beyond the understanding or comfort level
of other Kindred, so even the Damned fear and
distrust the Tremere. In some ways, | felt a kinship
after that incident, and not just because | owed my
Tremere associate a sizeable boon.
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What do you do in a situation like that? Everything
berween us, all the blood-brother budlshit, didn’t mean a
damn thing. You do what you have tw do
— Adam Lloyd Baker, “Atlantic City”

War for the Sabbat is less of a rask and more of

an unlifestyle. To most Sabbat packs, warfare is a
constant state of existence. Packs clash with the
Camarilla, independent Cainites, the kine and
each other. Many Sabbat, especially those drawn
to the cause from the Camarilla, revel in the
violence, destruction and inhumanity that the
Sabbat adopts as its modus operandi. Such charac-
teristics make the Sabbat a fearsome foe in an open
engagement, in which the lines are clearly drawn
and enemies are clearly marked.

But such is not the case in wars of the modern
nights. Bartle lines shift and blur at the same speed
that information now spreads across the globe.
Raise hell in one city, and you can bet that the
yokels in the next burg over will be ready and
waiting for you. Alliances and social ties ebb and

flow with economic markets the world over. Last
night’s enemy is tonight's ally is tomorrow's disin-
terested observer. Many Sabbar Cainites don't
care about all that crap. They want to bust heads,
feed and raise a little hell. Give them a target, give
them a reason, and then get out of their way. What
they have in strength and fury they lack in wiles
and direction

The average Sabhar vampire, however, isn't run-
rning the show. If that were the case, the sect would
have burned out in one final, glorious, earth-shatter-
ing, Masquerade-shattering — but ultimately futile
— explosion of violence long ago. The elders of the
Sabbat are careful to shepherd their packs much like
prized. pit bulls, testing them, watching them for
weakness and incompetence, weeding our the weak
and saving the ﬂ'u]‘,’ skilled for Imporcant st rikes ai
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the enemy. While the neonates seethe with fire and
fury, the elders quietly attend to their ledgers of war,
carefully balancing their losses and gains. The elders
strive to keep the flames of hatred at just the right
level: hot enough to scorch the € “amarilla, but not so
fierce that they burn beyond concrol. Popular belief
holds that the Sabbat is an out-of-control war ma-
chine that can barely keep itself together. Sahbat
elders don't argue with that, because that's what they
want the Camarilla to believe.

ONTHE OFFENSIVE

Maost Sabbar elders dicrate strategy by figuring
out what they want and then working backward
from there, The sect has no textbook on Sabbar
strategy because the Sabbat has no need for one.
Developing rigid or even sequential strategiesplays
into the Camarilla's hands. If every Sabbat siege
starts with a few recon parties raising hell in a
Camarilla city, the Camarilla can just sit tighr and
wait for the real assault to begin rather than chas-
ing down skirmishers.

The Sabbat operates a campaign of guerrilla
warfare. They hit hard, hit fast and leave the Camarilla
wondering just what the hell the point of the entire
attack was. If a bishop in Atlanta wants to harass
Savannah, he has to avoid any counterblows hefore
they can hit him. The best way to do this is to simply
deny the Camarilla any targets. The Sabbat's chactic
nature and disorganization lends itself to this strat-
egy. Since the packs are so hard to keep in line
anyway, there's no point in wasting time and energy
trying to mold them to a style of warfare to which
they are nor suited.

The Camarilla's deep entrenchment in the
worlds of politics and finance lend them access ro
resources that most bishops can only envy. The
Sabbat can't afford to engage the Camarilla on
that sect's terms. To do so is suicide. Instead, the
Sabbat must force the Camarilla on the defensive
and keep it off balance at every turn. A compla-
cent, predictable Sabhat is a dead Sabbat.

CARROTSAND STICHS

Sieges and crusades are the bread and butter of
coordinated Sabbat actions, Of course, in a society
like the Sabbat, coordination is a relative term. The
elders are not foolish enough to set down rigid plans
complete with tightly scheduled rendezvous, elaho-
rate tactical plans and extensive pack cooperation.

Sabbat packs are unreliable enough that such plan-
ning would be wasted. All it takes is one righteous
Loyalist with a bug up his ass to shoot a tightly
organized plan complerely to hell. Sabbar elders
often prefer to pose commands as requests, tests or
rewards. A pack is only rarely “ordered” to go on a
rampage in a city park on a cerrain date. Instead, the
pack might hear through trustworthy channels that
the archbishop is looking for particularly enthusias-
tic packs to take part in an upcoming War Party.
Showing off Cainite superiority to the kine ina very
public place would be the perfect demonstration of
the pack’s vicious streak, their inside source rells
them, putting into motion the archbishop’s plans
without trampling on the pack's sense of freedom.

Most Sabbat elders are wily enough to realize
that in a sect that places such a premium on
freedom from both an ideological and practical
point of view, convincing the childer that they're
doing things out of their own free will goes a long
way to getting things done. Sure, a bishop can
browbeat the packs and sic his templars on those
who don'tlick his boots and follow orders. But he'd
better be ready to deal with a rival who shows up
at his door with every last Cainire he pissed off
right behind him, ready to show him exactly where
he can stick his high and mighty demands. And if
his templars are off acting as his bullies rather than
by his side ready to protect him, so much the better
for his enemies,

Of course, this system of commands as sugges-
tions and rumors makes the Sabbat awfully hard to
reliably direct. The elders play this game because
they don't have much choice in the matter. Rather
than worry about a problem thar is essentially en-
demic to the nature of the Sabbar, elders try to turn
the neonates’ obsession with freedom and choice
into an advantage. Elders accord high esteem to
packs that don’t need much prodding to go out there
and do the jobs that they've been unwittingly set up
to do. A pack that is planning, carrying out and
succeeding at tasks thar it considers to be of its own
devising is a much deadlier weapon than a gang of
forced conscripes. If the Bishop of Miami wants his
packs to raise some hell in Tampa, he can go abour it
in two ways: He can whip his packs along with astick,
or he can lure them ahead with a carrot. With the
stick approach, he can drag a few truculent neonates
along by the fangs and tell them exactly what he

Miowiga Sece

36




wants done and how he wants them to do it. A pack
under orders like that wastes a lot of energy. They
may well roll into a Camarilla city pissed off at the
bishop, not at their rival sect. If the bishop's lucky
and the pack isn't particularly ornery, they work that
anger off by giving their task everything they've got
and then slinking back home for a pat on the back.
Packs like thar might do what they're told, but more
likely they tuck everything up — if they aren't
standoffish enough to resent being pushed around,
they probably aren’t tough enough to take our any-
thing. A whipped pack moves into Tampa, mayhe
makes a little noise, and then either runs back home
clutching its completely checked off list of things to
do or winds up destroyed, probably not before giving
up everything they know about the bishop's plan to
some Camarilla sheriff or archon. In short, the srick
method doesn't work well.

Carrots, on the other hand, are tremendously
efficacious. A pack that decides to head on up to
Tampa fora little fun, because it heard some rumor
that the bishop will appreciate it, does a thorough
job with the sadistic flair for which the Sabbar is
known. The pack rolls into town ready to bust
heads. [ts members want to be there, they know
what they can earn out of smashing things up, and
they aren't walking around with a chip on their
shoulder, hent out of shape over the Lasomhbra fuck
who sent them there. They make a plan that fits
their talents and motivations, things that a bishop
is far too busy to take into account if he drew up a
detailed plan himself. They improvise and take
advantage of opportunities that present them-
selves, rather than working in resentful
subservience to the almighry plan. If they see a
tempting target, they go for it because they don’t
have some stupid-ass plan telling them otherwise.

And if they do screw up, it's most likely because
they tried ro bite off more than they can chew and
crashed and burmed in some spectacular fashion,
which may end Up serving the bisth’S needs anyway.
And if the pack ends up captured, it doesn't know
enough about the big picture o spill anything impor-
tant. Sure, a pack knows its target for something like
a War Party, but if the Camarilla is so dense thart it
can't figure out what a War Party is up to, it's
probably dead already. In situations that require
secrecy, a pack doesn't need o know why it's doing
something. It doesn’t even have to know what it's
supposed to be doing, if thar can be avoided.

Thus, Sabbat cperations are very well thought
out and planned at the highest levels, but that
planning gives way to chaos and happenstance ar
the lowest levels. The Friﬁhl:_'lp of Miami |:|1|:._.:]1.L have
a very exact list of what he wants to go down in
Tampa, right down to particular Camarilla Cainites
he wants whacked. He might send some trusted
packs and rerainers with specific orders into the
city to take care of the really important jobs and set
the tone for the siege, but for much of the rest of it
he relies on the weight of numbers. If he sends
enough packs into Tampa with a vague idea of
what they need to do, someone evenrually is going
to get lucky. .

Reconm

Reconnaissance is a major part of every Sabbar
siege. Cainites are solitary, often isolated, figures. [t's
easy to overlook even a relatively powerful vampire
in a city of more than a million mortals. Few Sabbat
war councils convene with someone bringing up the
story of Danny O'Brien, the former Bishop of Boston.
According to the story, Danny gor the bright idea of
extending his influence northward, toward Portland,
Maine. Initial scouting parties revealed nothing but
a few anarchs and some isolared Camarilla-sympa-
thetic undead in the city. Emboldened by the
apparently easy pickings, Danny hastily ordered the
destruction of the local undead in force. In celebra-
tion of the victary, Danny personally headed north
to inspect his new domain, only to be'tormn apart en
route by a gang of (then) Camarilla Gangrel quite
pissed off to find Sabbat Cainites capering abourt the
urban territory that blighted their beloved wilder-
ness. The other Kindred were bad enough, bur the
Sabbat was just too much for them to handle. Be-
cause of this tale and similar horror stories, Sabhat
reconnaissance tends to be thorough.

Aside from the traditional scouting and spying
efforts chat rely on stealth and keen observarion,
the Sabbat has grown fond of certain gambits
while sniffing out a Camarilla stronghold. One
involves sowing confusion and misdirection in the
Camarilla while simultaneously drawing out its
strength, A particularly bothersome pack or one
made up of disposable agitators, suspected traitors
or fervent Loyalists is asked or encouraged toset up
shop and start raising trouble in a Camarilla city
(usually in a manner described under Shattering
the Masquerade, below). The pack is then left
isolated and given up for destruction.
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The kicker is, the pack doesn’t know that. Their
contacts with the bishop feed them elaborare — and
rhn‘.lrﬂu;_:hly false — reparts of massive offensives thar
are in the planning stages, reinforcements thar are
due “any night," and elaborate plans to bring in
Sabbar Cainites from all over the country for one
massive showdown. When the shirt hits the fan and
the Camarilla brings the hammer down on the hap-
less pack, the Camarilla hears an earful of this fearsome
calamity that's ready to sweep it away.

As the Camarilla reacts to this news, the real
spies, the solo operatives who've been watching
the entire situation develop all along, carefully
take note of the preparations the Camarilla makes
— which elders are going to screw whom in the
fray, Cainites who might be sympathetic to the
cause, conscripts for the frontlines — and report
back. When the real siege hits, the Sabbat has a
good idea of the Camarilla’s resources and plans.
The initial feint also pushes the local prince into
a “Chicken Little” position, trying to call for sup-
port and aid against an artack that might be a
complete ruse, just like the last one. Of course,
unless the pack set up for this operation is sus-
pected of treachery, a bishop had better hope that
the neanates don't hear about tactics like this.

Another ploy is a variation of the one above
that lulls the Camarilla into complacency. The
initial scouting parties are dispatched inw a city
with slightly different false information: They've
been sent into action as a sort of test. The packs
most successful at stirring up trouble have a crack
at taking part in an operation aimed at a different
city. When the Camarilla responds to the Sabbat
presence, it reveals its strength, ends up with false
informartion about the narture of the artack, and
may end up in one of two very bad situations.
Either the Camarilla in the first city is fooled into
a false sense of security, content to know that they
aren't the true focus of the artack, or the Camarilla
in the alleged target city ramp up their defenses in
prepararion for a siege, tipping their hand while
wasting their resources,

SHATTERING THE M ASQUERADE

The Masquerade is a cornerstone of the
Camarilla. The Sabbat has it dead in their sights.
Sabbat vampires need only saunter into a Camarilla
city and do what comes (un)naturally to draw the
attention of the kine authorities. The critical goal
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in any such action is mulr_ing sure thar the hear hits
the Camarilla in the aftermath. A stupid pack
exposes itself too much when trying to break the
Masquerade, A pack that robs a few convenience
stores while blatantly taking gun shot wounds in
stride and using Disciplines finds a squad of cops
bearing down on them — and it never pays to fuck
with the cops. Meanwhile, the Camarilla pulls a
few strings in the press and the entire incident is
written off as the work of a bunch of PCF freaks on
a rampage. The Camarilla is ready to deal with
Cainites doing stupid things in a blatant manner.
The way the Sabbar sees it, the key to breaking the
Masquerade is doing stupid things (relative to how
the Camarilla measures them) in a smart manner.

A favorite Sabbat technique is the Jack the
Ripper ploy. A pack rargers a particular type of
martal that the Camarilla in a city might favor for
feeding, such as club kids, prostitutes or the home-
less. [t systemartically butchers one such person
once or twice a week. As the story hits the papers,
feeding time becomes that much more trouble-
sOme Fnr Il.'n:nl Kin{lrﬁ:‘[ as Thﬂ L:['.Il'fl!i ﬂnl:l mf“l:liﬂ
invade the social spaces where Kindred interact
with the kine. As an added bonus, the bad puhhc-
ity discourages business, migration to the city, and
might even drive away residents, all of which
damage the Camarilla’s resource base. A variation
on this strategy is targeting minor bureaucrats or
businessmen and murdering them in ways that
involve the blatant use of Disciplines, For ex-
ample, a Nosferatu antityibu may use her powers of
stealth to walk right by security guards and murder
an office worker, carefully letting herself be caught
on videorape but concealing her features well
enough thar she is unidenrifiable on camera. The
murder strikes at the upper and middle class core of
the city while bringing media attention to the
presence of something inexplicable, a win-win
situation in the Sabbat's eyes.

Dvine aND CONQUFR

A common Sabbat tactic is to whittle away at
the Camarilla's cohesion and organization. The
easiest way to do this is punning for young Camarilla
vampires. While childer don’t pose much of a
threat to Sabbat operations, they are relatively soft
targets that don’t normally require much time or
resources to bring down. By slowly wearing away
the ranks of the Camarilla, the Sabbat sows fear in

its enemies and plants a seed of mistrust and doubt
in the minds of Camarilla vampires.

Cainites still tell tales of the Sabhar known
only as Goldentongue. According to the tales told
around the fires, Goldentongue's identiry is kepr a
secret to maintain his effectiveness against rhe
Camarilla. Posing as a Camarilla member, he infil-
trates ivory-tower cities and insinuates himself
into the local Cainite communiry with his cut-
ting-edge artistic skills, the nature of which rends
to change with each rtelling of rhe story. As a
member of the Camarilla communiry, he allies
himself with the neonates of the city, giving them
counsel while raking careful note of rheir hahits.
He picks ourt the staunchly pro-Camarilla ones for
elimination by Sabbat assassins while swaying the
rest with his anti-elder rhetoric, which is carefully
crafted to strike a fine line berween pointed criti-
cism and an outright call for revolt.

Once the Sabhat begins its siepe and the Cainites
marked for elimination by Goldentongue are mur-
dered, Goldentongue steps up his rhetoric urging the
“defenseless” neonates to abandon the prince who
obviously cannot and will not protect them from the
marauding Sabbat. If all goes as planned, the Sabbhat
strips the Camarilla of an important resource and
aggravates its numerical disadvantage, foreing skilled
and important Camarilla vampires to take on tasks
that might have been passed along to the more
disposable among them.

Goldentongue's efforts have had an unfore-
seen but quire welcome side effect. Many Camarilla
princes, feeling the heat of a siege or even just
Sabbat probes, lash our at those wha criticize them
and crack down on malcontents, further splinter-
ing the Camarilla community and instilling a
damaging sense of paranoia and fear in the
Camarilla ranks. While no one questions thar
Goldentongue exists — his efforts have horne fruit
for years — his exact nature is open to debate. The
story's shifting details may indicate that the Sabbat
has a secret network of moles carefully sowing
discontent within the Camarilla, or that
Goldentongue issimply anom de plume for Cainites
whao use this sort of technique,

TrHeSwoRD LINSHEATHED

Direct physical assaults are the meat and pora.
toes of sieges, at least to younger Sabbat vampires,
The rank-and-file Sabbar mighr see an assault on
a haven as an excuse to hreak people, places and
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things, while those in the know see it as just
another piece of a larger puzzle. Still, a flat-out
brawl is just a brawl. If a Sabbat pack spots a lone,
known Camarilla Cainite, they often choose to
take him down, no questions asked. Sometimes,
the only way to dislodge the Camarilla is to send it
to the Final Death, one “Kindred” at a time. And
if a lone target isn't involved with rthe Camarilla,
then the practice just makes the nexr arrack go
that much easier.

When faced with a rumble, the Sabbat prefers
to come to the table with plenty of manpower.
Shovelheads, fledgling Cainites who have heen
indoctrinated with a crash course of anti-Camarilla
propaganda, most of it rather unbelievable to clued-
in Cainites even by the Sabbat's standards, are
sent in en masse, a first wave designed to absorb
the enemy's initial defenses and counterartacks.
Unce the shovelheads have absorbed enough

Camarilla firepower, the real fighters wade into
clean-up whatever's left.

Shovelheads occupy a precarious niche in the
Sabbat. Not yet fully initiated into the sect, they
are looked upon as disposable firepower, barely
above the kine in starus and utility. Such dispos-
able Cainites are recruited into the Sabbat in
several ways. Besides the typical whack on the
head with a shovel, the Sabbat sometimes employs
other methods to bind a new Cainirte to the cause.
Some kine are swayed with promises of immortal-
ity and strength. Afreradisplay of Cainite fortitude,
such as \-|‘|Tth_:il‘L§_! off a knife wound ot gunr,}uﬂ‘,
some kine leap at the chance to join the Sabhat.
Such ploys incorporate anti-Camarilla propaganda
— such asaccounts of how the Camarilla oppresses
rlr'lq.;- '-.:'l"[l‘..]"L.'l.‘i ||'I.f_' ‘r'i'“l'.l\_l [.l'{l]" L|.|.L' .‘Ehi]d-ﬂ'ﬁr’s or a
promise to “complete” or make permanent the
kine's change in return for service. Sometimes, the
Sabbar outright lies to the shovelheads, tuJij__T,
them that they are now urterly indestruetible and
infusing them with courage bor of overconfi-
dence. Shovelheads know nothing of the nighr,
ind the Sabbat take full advantage of this fact to
bend them to the will of the sect and forge them
into a useful tool.

Suicide bombers are a desperate, last-dirch Sabbart
technigue that highlights the disposal nature of newly
Embraced Cainites. In the face of a particularly
determined foe, a pack may saddle its new allies with
explosive devices before they are tossed into the




ground (if the pack practices that method of indoc-
trination) but not after they awaken in frenzy, In
their thirst for blood and in their confused state, most
shovelheads might not even notice the explosives
planted on them. Once they wade into barttle, they
usually discover it the hard way once the device
detonates, taking out a few disposable recruits along
with — hopefully — a relatively powerful, and not
easily replaced, Camarilla Cainite. Other stories
spread among the packs, including the one about
Tzimisce fledglings who unknowingly had their flesh
twisted to hide a bomb.

Often, though, violence isn't directed salely at
the Camarilla. Rampant destruction, vandalism
and arson are overt, violent actions that keep the
neonates busy while sticking it to the Camarilla.
Such activities put a drain on the local economy
and gnaw away at the Camarilla’s economic and
social resources. The Sabbat loves to disrupt im-
portant civic and culeural funcrions, such as art
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exhibits and sporting events, spreading bad press
and damaging a Camarilla city's social and eco-
nomic landscape. Simple inconveniences, such as
freeway accidents at rush hour and rar feces tumn-
ing up in soup at the local four-star eatery are
relatively simply to implement and difficult to
trace back to the Sabbat, yet they go a long way
toward shaking mortal society and by extension
the Camarilla. Many of the problems at the 1996
Arlanta Olympics can be traced to meddling Sabbat
packs intent on giving Atlanta, and by extension
the then-predominant Camarilla, a black eye, Such
operations focus less on going toe to toe with the
Camarilla and more on just making the world a
shittier place for the kine and the Camarilla thar
interaces with them.

TrHeHEART OF THE ENEMY

One of the most important parts of any siege, from
both a military and political standpoint, is the eventual
assault on Elysium, dubbed a “panty rmid" by some
Sabbat, an obvious dig ar the perceived softness and
weakness of the Camarilla. As the symbolic heart and
soul of the Camarilla social order, any successful blow
against Elysium is a major victory for the Sabhar on
multiple levels. Tactically, Elvsium is often heavily
defended. A successful artack usually results in the
destruction of many of the Camarilla’s most trusted and
powerful members. Politically, the fall of Elysium often
signals the death knell fora city's Camarilla dominance
Once Elysium is overwhelmed, surviving Camarilla
Cainires usually become scattered, seeking a safer (and
sometimes solitary) refuge, compounding the losses
sustained in the failed defense.

An attack on Elysium is an attack on the social
structure that holds the Camarilla together, Elysium
is an important symbaol that defines the Camarilla
on multiple levels, a Kremlin, Taj Mahal
Versailles for a city’s Cainites. It represents politi-
cal power, social unity and artistic achievement. A
blow to Elysium strikes at many levels and leaves
few among the Camarilla unaffecred.

Ot all the actions that occur during a siege, the
assault on Elysium is the most likely to have the
look and feel of a real, honest-ro-poadness siege
action. Camarilla loyalists fight like hell to keep
Elysium intact, taking actions that tread far closer
to breaking the Masquerade than they would usu-
ally tolerate. The Sabbart prefers to wear away at
Elysium's integrity before descending upon it in
one final push. The first strikes against it are
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designed o crack its shell. A common Sabbat ploy
is to stage an accident that somehow involves
Elysium. A Sabbat neonate may hijack a chemical
truck and ram it into a building designated Elysium,
damaging its physical defenses while drawing un-
wanted mortal attention to it. Other Sabbar
Cainites may disrupt Elysium’s electric and water
services, damaging pipes and power lines to re-
mind the Camarilla that, while a siege might not
involve wholesale combat on the streets, it isn’t an
easily endured experience.

As the siege progresses, so too does the assault
on Elysium. Assault does not always connore an
outright artack. In fact, most assaults are waiting
games rather than street wars. Plans against Elysium

take aim at its social and political importance, not
just at leveling the physical structure; blowing it
up or waltzing in and breaking stuff does the
Sabbat no good if such a move does no damage to
the Camarilla's morale and cohesion. An attack
on Elysium is an attack on the Camarilla’s spirit
and umity, not just a simple vandalism run.

The frequency and type of assaults on Elysium
are good barometers of a siege's progress. If the
Sabbat increases the pressure on Elysium and
threatens to destroy it, the Sabbat is in a strong
position in the city, having neurralized the
Camarilla's influence with mortal agencies and
crippled its ability to defend its domain. If the
attacks are nuisances, such as graffiti, disrupted
power, or showy but ultimately futile vandalism,
the Sabbat’s siege is grinding to a halt against a
solid Camarilla defense. Much as how Elysium
defines Camarilla sociery in many ways, so too
does the Sabbat's actions against it reflect the
Sabbat's power in a contested city.

The exact timing of an attack on Elysium is
tricky business. Some elders hold that a rapid
assaulr is the Sabbat's best bet, as it can catch the
Camarilla off guard and put them ar a serious
disadvantage. The counterargument to this plan is
that marshaling the forces necessary o e [fectively
hit Elysium, even one nort especially keyed up for
an atrack, most likely ateraces Camarilla attention
and thus defeats the purpose of a rapid assault. The
more commonly held view is that a strike against
Elysium is the coup de grace in a siege, a matter ro
be dealt with once the Tremere chantry is out of
the way and the Ventrue and Toreador have no
more allies from whom ra enlist aid. Of course, the
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crushing loss of Elysium is a somewhat forgone
conclusion. If the Camarilla is on the ropes, they
probably aren't in a position to stand up to a final,

.

decisive assault. The major benefits of a successful

strike don’t pay off if it's done after the fact,

Enn Game

Unce the Sabbar has broken the Camarilla, all char
remains is to clean out any remaining pockets of resis-
tance and deal with survivars. The Sabbat can often
find itself with more problems in dealing with victory
than with the actual siege. Remaining Camarilla retali-
ate carefully, tumning the Sabbar’s own guerrilla racrics
against it. Refugees, independent Cainites, autarkis and
anarchs may pick fights with Sabbar Cainires who
impinge on their territory, leading toawhole new round
of conflict. The chaotic and fluid nature of the Sabbar,
which is an excellent tool for keeping a target off
balance and uncertain, now becomes a major weakness.
The sewers, tenements and other nooks and crannies
may go without a proper search due to simple leadership
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concerns, lack of manpower or even laziness on the part
of Sabbat Cainites eager to enjoy the spoils of victory.
Given the violenr and nomadic nature of the sect,
fellow Sabbat may go missing withour anyone bother-
ing to investigate the disappearance ar all,

Bruralized kine, especially in light of the rising
crime rates and violence that often accompanies the
Sabbart's presence in a city, may work against the city's
new residents, helping the Camarilla — knowingly or
otherwise — to reestablish a foothold and work against
the Sabbat during the day. Vigilantes might stalk the
streets. Hunters may flock to the city, In the wake of
Sabbat habits that leave the cityan economic and social
wasteland, the federal government may step in with
fundingfor increased police presence and seed moneyto
reinvigorate the region's economy. This influx of cash
can draw the hungry Camarilla back to the city and
strengthen their advantage in civic and political arenas
for round two.

Sabbat leaders must take care to avoid overex-
tending their resources and polirical reach — a rask
at which they frequently fail. Many neonates, hav-
ing rasted the thrill of asiege, have problemsreverting
back to an unlifestyle that isn't characterized by
combat, even if only temporarily. Faced with rabid
packs eager to carry the crusade to another city,
bishops must rein in the troops and keep the sect
together in a time of relative peace. The most com-
mon solution, and one thar has dogged the sect for
countless nights, is to simply move on to another
targer. The Sabbat is notoriously bad at holding on
to its conguests. All too often, the veterans who
have cut their fangs on a siege are sent again into the
meat grinder, perpetuating the Sabbar'sendless cycle
of war at the cost of actually making any progress.
The Camarilla has found that the Sabbat expends so
much energy on a siege that a simple counterartack
pushes that sect back out of the city. The Sabbat
tends to fall to infighting and chaos once it takes a
city, and the bishops know that the siege is the easy
part. Hanging on to the prize is the real test. Between
a splintered membership that usually doesn't rake
well to orders and a philosophy that paints mortals as
useful only as sustenance, the elders have a hard time
reconciling the need to hold on to a city with the
wants and drives of the neonares.

For every Sabbat victory, dozens of aborted
raids and outright disasters occur. It is disturbingly
common for the Sabbar to launch a crusade and

utterly fail without the Camarilla having any clue
about what's going on.

Defeat is a doubly bicter brew for the Sabbat.
Not only does a failed siege leave the sect short of
personnel, but often the city that served as a
jumping-off point for the siege is left unprotecred
due to the loss of resources. In such a case, the

Camarilla may seek vengeance hy taking the fight
to the Sabbat.

WHeNn THE HAMMER FAaLLs

The Sabbat is a finely crafred instrument of
war, It can bring terror and horror upon any ciry it
targets, bullying its victims into submission with
overwhelming force and sheer bravado. But like
most bullies, the Sabbat has trouble raking what it
likes to dish out. The ramshackle organization and
firebrand enthusiasm that characrerize the sect
severely hamper its efforts to defend its turf, While
the elders are painfully aware that defensive plan-
ning is a critical component of strategic planning,
neonates and too-young-to-be-proven sect mem-
bers often can't be bothered with it. To voung
Cainites, the conflict with the Camarilla is sup-
posed to be all about sticking it to the enemy and
bringing about change, not just holding on to the
status quo. This division runs deep within the
Sabbat's social structure. As described above,
Sabbat offensive operations rely on highly mori-
vated packs that have a clear sense of independence
and self-direction. When pushed on the defensive,
the Sabbar leadership tends to overreach irs au-
thority and assume a much more dictarorial stance.
Afterall, the elders have much more to lose on the
defensive than they do when on the attack.

With the personal stakes that much higher,
the natural tendency of the Damned is to overre-
act. Most young Cainites resent the idea of meeting
their Final Death in the name of maintaining some
Tzimisce or Lasombra elder's precious claim of
domain. A radical few see little need for holding
on tocities as anything more than staging areas for
the next siege. Unlife isn't about worrying how to
pay the mortgage.

Much of the Sabbat's defensive strategy involves
preparation foranattack, asopposed to dealing with the
artack itself. The Sabbar maintains a constant war
footing, which means that obvious targets, such as
Elysium, are rarely present in a Sabbat city. The Sabbar's
preparations don't go much beyond caching weapons

Criarmen Twg: Tee Sworo o Cane
a3




and crearing secondary and even tertiary strongholds, = ————
but it 1s worth noting that they exist. When a Camarilla
strike oceurs, the Sabbat slides into a panic exacerbated
by its chaotic nature, But if the initial assault doesn't
inflictenough damage, the Sabbat fallsback to prepared
defenses and weathers the siege.

An effective Sabbat defense maintains the
packs' sense of freedom and independence. Young
Cainites need to feel that they have just as much
of a stake in the defense of a city as the elders do.
Successful defenses draw on the same strengths
that make Sabbar sieges effective: decentralized
autharity, high morale and tactics that leave the
enemy on a confused, defensive footing.
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sect retakes the iniriative and rakes the fight to its

itk wmﬁiﬂm  § enemies. While the Camarilla pursues Sabbat rar-
i slire stullite that doesi ¢ happen. He & gets, the elders send forth scouting parties to

identify where the attack originates, who is coor-
dinating it, and where the attacking Camarilla are
holed up in the city. Once the Sabbat has this
information, it counrerartacks mercilessly, per-
haps sending in waves of shovelheads or calling
upon the Black Hand and War Parties to put an
end to the Camarilla threat. Of course, the Sabbar
has to gather information while enduring a deres-
mined assault. A race against time rapidly develops
as Sabbar spies desperately dig up information
while the elders can still make effective use of it

TurnmG UpTHE HEAT

While the spies dig up information on the
attackers, the rest of the Sabbat does notsit idly by,
sharpening its fangs. A favorire defensive measure
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is to terrorize the city with violence. Operating on
home turf, the Sabbar usually has more reliable
boltholes and havens than its attackers. Incidents
of vicious gang warfare and bizarre murders spur
local law enforcement to turn a wary eye roward all
violence and suspicious characters, including
Camarilla invaders. Far from its home netwaork of
power and influence, the Camarilla can't easily
pull some serings and cool off the heat. This tactic
often inflicts a bit of collateral damage on the
Sabbat, and may restrict its ability to launch a
counterattack using fresh intelligence, bur it buys
the Sword of Caine time while the Camarilla
smooth-talks local mortal society and establishes
its own wartime hase of influence.

Time is crirical in a Sabbat defensive cam-
paign. The longer the Sabbat can hold out, the
better its chance of identifying Camarilla weak
points and launching a successful counterartack.

ScorRcHFD FAarRTH

Une successful Sabbat ractic is to deny the
Camarilla any strategic pains by systematically
working to cripple the city's economic and social
base. Working in parallel with campaigns of bru-
tality, packs descend on importanr kine social and
economic institutions and worry them with well-
placed attacks. On the night of its grand opening,
a local mall is the scene of a vicious gang-relared
brawl. A transformer explodes and darkness envel-
ops the city on New Year's Eve, ruining any official
celebrations and damaging the tourist industry for
vears to come. The Sabbat cares little for the kine.
They are there for fun, games, feeding and no
more. But the Sabbat is smart enough to recognize
that much of the Camarilla’s power is based in the
mortal world. By denying the Camarilla any eco-
nomic or political spoils, the Sabbat hopes to drive
the cost of the siege far beyond any porential gains
the Camarilla can hope to squeeze out of a victory.

Rope-a-Dope

Part of the Sahbat's preparation for an even-
tual siege (as mentioned above) includes crearing
decoy havens and other stratagems that misdirect
Camarilla invaders. A bishop or archbishop counts
on her active packs to draw the bulk of the
Camarilla’s attentions during the first phase of the
defense while she herself retreats to a secure ha-
ven, one that only the bishop and her templars are
aware of. If the Camarilla's attack is merely a probe
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or a minor incursion, Sabbat business returns to
normal. If the attack develops into a full-blown
siege, the Sabbat may decide to simply cut its losses
and hightail it out of town. As the Camarilla
begins the difficult process of cultivating its own
permanent influences in the city, the Sabbat sends
spies back into the city, who closely monitor the
Camarilla’s progress and pin down the lacations of
havens, Elysium, and other critical spots in the
Camarilla's new infrastructure, Once the Camarilla
15 comfortable in the city, the Sabbat counterat-
ticks, using its superior knowledge of the city to
break the nascent Camarilla bloc before it has a
chance to solidify its influence. As with other
Sabbar strategies, this one requires the Sabbat o
grit its reeth and sustain heavy losses. If the
Camarillais particularly diligent, the Sabbat might
not even have a chance to escape the city to plot
its recapture,

WAROF ATTRITION

As in siege operations, neonates are an impor-
tant part of the defense of any Sabbat stronghold.
When the Camarilla first hits town, one of the first
things that the Sabbar works on is swelling its
ranks to favorable numbers. More CONsSCripts means
more work for the Camarilla, which in turn drags
out the siege. Fledglings also make good decoys,
drawing the Camarilla ro relatively worthless tar-
getsand exposing them to counterattacks. A sudden
surge in the Cainite population strains the Mas-
querade and gives the Camarilla a new threat that
itmust work doubly hard tosilence or hide ina ciry
where its influence is renuous at best.

Conscripted Cainites aren't the only resources
that a Sabbat elder can throw at the Camarilla.
Given the relatively high level of formality the
Camarilla places on unlife, as opposed to the
Sabhat's more casual involvement in its members’
nightly unlives, independent vampires and anarchs
are prime candidares for recruitment to the Sahbat
banner. Even Cainites who the Sabbat previously
tussled with can find themselves receiving over-
tures of an alliance “for the good of all." Competent
and cager recruits take part in standard operations,
while weaklings and neonares find themselves
banded together with a group of freshly Embraced
recruits for a suicide artack.

Knowing the Sabbar’s prt}clivit}r for suicide
tactics, few independent Cainites heed the call for

recruitment. But those who ignore it know that if
the Sabbat carries the night, they won't be able o
openly make their havens in thar city. The Sabbat
remembers its allies (even if they've all met the
Final Death)} and makes examples of those who
spurn its offer of alliance. Scill, che Sabbar can
recruit effective fighters from outside the sect, as
sometimes a Cainite chooses to dwell in a Sabbar
city for the express purpose of avoiding Camarilla
interference,

CRUSHING MoRALE

As the Sabbat knows very well, attacking forces
need to be highly motivated in order to operate
effectively. One favorite ploy of Tzimisce masters
of Vicissitude is to turn their power against cap-
tured Camarilla agents. Once the Fiends are
through with them, the now protesque, crippled
victims are left to stumble back to their havens, a
horrid reminder that other fates besides the Final
Dreath await Camarilla vampires who attack the
Sabbat. The effect on morale is devastating, as
Camarilla vampires become acutely aware of the
cost of capture. Coteries become hesitant and
overly cautious, degrading their effectiveness and
buying the Sabbat still more time o launch irs
counterattack. Toreador antitribu like to get in on

ATtAcKOR DIE

From the almanae of Ludo Giovanni

The Sabbat’semphasis on attackine objectives,
as opposed o defending them, leaves the sect ex-
posed when it's on the receiving end of a siege. The
sect has many tried, yet few true, plans for dealing
with such situations. One of the most bizarre (but
effective) strategies was mnovared by aSabbat bishiop
who held power just over a decade ago. Faced with 4
particularly determined Camarilla assault that had
left his criminal connections in a shambles and his
coffers drained, the bishop did what comes naturally
to the Sabbat: He retreared to a nearby city thar was
not involved in the fighting. Beeause the city was
nominally held by the Camarilla, ic was an-awfully
risky gamble. It left the hishop exposed, bur in the
end his audaciry paid off. Disheartened by the reck-
less counteratrack, the Camarilla pulled its anxious
coreries back and called off the campaizn in order 1o
deal with the new threar to Camarilla stabiliry. The
prince behind the invasion wassoundly criticized for
hiis rash actions in unnecessarily rousing the Sabbut's
fury and lost much face in Camarilla circles.
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the act, too, creating horrid displays of “beauty”
that incorporate the withered organs and other
picces of destroyed Camarilla agents.

This tactic is not always helpful. As often as
not, it inspires an even grearter fury and resolve
among the Camarilla, which redoubles its effarts
in the name of vengeance. Disfiguring prisoners is
a risky tactic that works only for situations in
which the Camarilla’s resolve is already wavering.
Such a move comes after other plans have been
implemented and is usually meant to enhance the
effect of other operations. Still, it is not unknown
for a zealous Cainite to independently decide to
put such a plan into pracrice out of sheer boredom,
spite 0T Perversion.

DeALING WiITH MORTALS

Just because the Sabbar holds itsell above mere
mortal humans does not mean that the sect com-
pletely ignores the kine. The elders have learned thar
mortals can be put 1o pood use, especially when
dealing with rhe Camarilla, whose members don't
often anticipate the Sabbar's dipping into the herd
for resources other than quick reinforcements. Sabbar
elders view the kine as even more disposable than
newly minted, non-Sabbar Cainires. While mortals
are largely overpowered in a fight, they can artack the
Camarilla on the bartlefields that often count the
most, such as the media, courtrooms and even the
boardrooms of corporate America. The Sabbart tends
to use the less desirable elements of human society:
violent criminals, drug traffickers, fringe culrists, the
types of people that the Camarilla considers oo
unreliable or dangerous to regularly deal with.

CRIME

Criminal activities are a common source of
recruits and cash for the Sabbat. Crime keeps the
kine in their place, grinding the population in a
hupeless cycle of drug addiction, violence and
poverty while giving an outlet for the truly vicious,
cruel and cunning among them to rise to the top
and, by extension, to the Sabbat's artention. The
profic margins on drug sales are rremendous, while
involvement in narcotics opens up all sorts of
other resources: illegal weapons, mortal hit men
and other tools to throw at the Camarilla thar you
can't just pick up down at the corner store.

Many street criminals tic their fates to the
Sabbat's fortunes, whether wittingly or not. An
increased Camarilla presence often means a more

active and problematic police presence, as the
Camarilla flexes its political muscles and sets gov-
ernmental agencies to work dismantling the
Sabbat's source of revenue and resources (and
sweeps in to usurp those contacts afrerward ). While
many gang members end up Embraced and sent on
suicide missions, someone has ro watch the lair
during the day. Rather than creare ghouls, a pack
hires a few gang members to stick around the place
during the day and keep an eye out for trouble.

The Sabbar prefers to pick an amenable crimi-
nal figure of starure and win influence with him
and his underlings, opening a steady supply of
weapons, laundered cash and muscle. As most
Sabbar Cainives are something other than human,
they lack the social awareness and subtlety to deal
with kine as anything other than enforcers. So
long as the right kine live in mortal terror of
pissing off the Sahbat, the sect can maintain influ-
ence in criminal operations while at the same time
keeping its exposure to a minimum. Individual
packs may set up drug labs and directly integrate
themselves into the landscape, but elders in par-
ricular prefer to take a hands-off approach, letting
their cut of the action flow in without working roo
hard for it. Getting involved with the kine, espe-
cially the filthy masses, is dirty work far beneath
the proud leaders of the Sabhbar.

During a Sabbat offensive, gang members of-
ten accompany packs to a new city with rhe aim of
expanding their influence and staking our markets
for their illicit goods and services. Such a move
benefits the Sabbar in two ways. First, the inevi-
table gang warfare between the targer city's crime
syndicates and the newcomers destabilizes the city
and gnaws at the Camarilla’s power base. Second,
violence serves as a good screen for Sabbar spies
and packs, allowing them to slip into the city while
the Camarilla is remporarily distracted by prob-
lems among the kine.

Finally, influence in criminal circles gives the
Sabbat a very handy weapon in eliminating impor-
tant mortals whom the Camarilla has in its pocker. If
the Sabbat hears tell of a politician or prominent
businessman with dealings in drugs or prostitution, it
busts heads to ensure that the politico is snorting the
Sabbat’s drugs and sleeping with prostitutes supplied
by its pimps. If the Camarilla needs thar human's
influence, a few packets of incriminating phaotos
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dropped off at every available news oudler swiftly
crushes rthat person’s effectiveness.

Mrepia CHANNELS

The Camarilla usually enjoys enough influ-
ence 1In rhr' ||1|_'-._|::| Lo .'_!]l]nr any S;ib]_};_;[ i1 [[‘::;T
arena. If a Sabbar rampage threatens to break the
Masquerade, a few carefully pulled strings keep the
television news programs silent on the matter. The
media can write it off merely as gang-related vio-
lence, protests gone over the edee or any number
of explanarions that blend the Jyhad with the
pastiche of mortal erime. Newspaper stories end up
edited to put a humorous ot crackpot slant on any
sightings of the supernatural. As the Sabbar sees
threats to the Masquerade as an important weapon
against the Camarilla, it must find other venues
beyond the Camarilla's influence. The best way for
the Sabbat to counter the Camarilla’s influence
among the media elite is to target its opposite, the
smalltime operator of a fringe Weh site or alterna-
tive press, someone too new on the scene or “below
the radar”™ for the Camarilla to influence... yet.

The Internet offers a whole venue that is simply
too chaotic for the stodgy Camarilla to effecrively

corral. A few images sent to the right Web site can
wear down the Masquerade. Although the Web is far
froma trusted news source, there are peaple who turn
to it for fringe news and off-the-beaten-path caver-
age of events. Both the Sabbat and Camarilla use the
Weh to cover their asses, blowing up stories that can
benefit the opposition with so much hyperhole that
no one takes it seriously.

Other favorite Sabbat media outlets are under-
ground ‘zines and street propaganda. ‘Zines have
the same edirorial and legitimacy issues as Web
sltes, bt l]‘|l:1,.-'|‘.|f1f"ﬁr d more j-_-;rug;ﬁphu_‘u“}' tocused
audience and tend to appeal to club kids and orher
typical Camarilla herds. Street propaganda is the
Sabbat’s weapon of brute force in a media cam-
paign. After the Camarilla media coverup takes I
hold, the Sabbat responds with an intense propa-
f__":!]'ld'rl effort {Eeﬂiqned to work from the bottom up
in human society, avoiding the Camarilla's heavy
hitters and focusing its efforts on media influenced
by smalltime Cainites who are more easily dealt
with. Sabbat vampires create and distribure pam-
phlets and leaflets thar sugpest the mainstream
media is not revealing the true story behind that
incident in the park the other night, playing on
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the public's prenccupation wirth conspiracy theo-
rii.'!'i ':IIIL:l L'i.?\"l_'rup.‘\'.

The Sabbar uses similar smear campaigns to
diseredit and weaken politicians under the
Camarilla's influence, which has the added bonus
of drawing mainstream press coverage thar can
push the limit of the Camarilla's influence to the
breaking point. As the mysterious leaflers and
their charges of corruption, Satan worship and
mysterious forces at work in the city spread, they
hecome a news story in and of themselves. Of
course, such media outlets usually actract only
derision from the mainstream, bur the cheap and
C'Fl"\}' ralure HI-I]'iE&'.ﬂpemTiﬂn mﬂ‘lﬂ{"ﬁ itan attractive
one for the Sahbat.

SEEDS OF INSTARILITY

Much as the Sabbat works with fringe media
and outlets too small for the Camarilla to norice,
the sect extends its influence into similarly posi-
tioned paolitical proups. Extremists and radicals fit
right in with the Sabbat's preference for dealing
with the desperate and fanatical among the kine,
those willing to look the ather way if they notice
the brutal bent of the sect. Terrorists and other
political outlaws fit into the Sabbat's plans just
like other criminals; the Sabbat simply must modify
the carrots and sticks it offers them to fir their
political aims. Other times, the Sahbat siulph’
takes the group’s agenda and runs with ir, using
political rallies to raise havoc withour artracting
1.||-lL].L!E notice

Fringe political groups thar do not thoroughly
embrace 1llegal merhods, such as Earth First! or
PETA, are much more useful to the Sabbar in
rerms of sowing chaos and restricring the
Camarilla's access to power. If the Sabbat catches
word of activities connected to industries or fig-
ures that run counter to a radical group’s agenda,
the Sabbat gladly hands the evidence over, ce-
menting the group as an ally and casting another
fly into the Camarilla's ointment. Especially in the
United States, where freedom of speech is usually
well protected, radical groups sap the Camarilla's
time and resources in both the political and eco-
NOMic arenas.

Fringe groups also can provide a quick gateway
to more legitimare social and political contacts.
Some celebrities take active roles in the adminis-
trarion of fringe political groups, especially those
dealing with the legalization of drugs such as mari-

juana. Furthermore, the radical end of more tradi-
Iinnﬂlpﬂ'il‘i{.:‘ﬂ oreanizations often intersects with
the more moderare edge of a radical group’s mem-
bership. A canny Sabbat infiltrator can work her
WAy across the [‘u.'rlilii(.;'ll Specirunm, -.]-_lv.'|l..' !-||n11|1g
her way roward reining in traditional, mainstream
politicians, pointing an unexpected dageer at the
heart of the Camarilla's nerwork of influence and
power,

Curtists ann FrinGe MiLrmrant Graoups

Isolated groups of armed militants, such as
survivalists or cultists, make excellent ronls for the
Sabbat. The Embrace of a cult leader gives the
Sabbat a pack of highly fanatical, cohesive kine
ready to endure a variety of indignities in the name
of the cult, Such allies are avaluable resource. The
Sabbat uses them as daytime guards and integrares
them into many Sabbat operations, all for the good
of the cult, of course.

A group of utterly loyal humans gives the
Sabbat a very useful resource to counter the
Camarilla's ghouls and connections o local law
enforcement. The cult canalso throw the Camanlla
off the Sabbat's trail, especially during the early
portions of a sitege. A radical militia group migh
hold an antigovernment rally, complete with vio-
lent outhreaksand wanton vandalism thar distracts
law enforcement and the Camarilla; the true threat,
the Sabbat, moves into town. The Camarilla might
waste precious time making the cohnection be-
tween the two events, leaving itself vulnerable to

Tareli Linea Man

From the almanac of Ludo Giovanni

The Sabhar’s involvement with human cults
and radical groups usually catches the Camarilla
off guard. A prince was caught in quite a sticky
situation last year when a prominent conserva-
tive attorney was murdered by a lefrise radical in
broad daylight, Convinced that the Sabbar was
behind the deed, the prince left nostone unturned
trying te ferret out the real culprits, buming
favors lefr and right to get to the bottom of the
crime. He came up with northing.

The most damaging part of the incident is
thig: He still doesn'e know forsure if it really was
simply the work of s lone radical or the prelude ro
something more sinister. Quite clever, O Black
Hand — if it really was you behind it.

Crarrer T Teg Swcen of Came
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similar operations involving coordination between
the seemingly mundane, if dangerous, militia and
the Sabbar.

The Sabbat also recruits from subverted cults and
militias when it needs volunreers for suicide mis-
sions. By casting the Sabbar-Camarilla conflict in
the light of the cult’s chosen battle, be it religious,
occultor political, the Sabbar can draw upon a sready
supply of dupes ready to give their lives for the cause.
If an anti-UN militant s convinced that the local
Elysium 15 actual a safe house for the UN's multina-
tional agents, he can organize a picker of the place
and attract atcention to it that the Camarilla would
rather not have. This action saves the Sabhat the
trouble of doing it themselves while simultanecusly

keeping the Camarilla ignorant of the true nature of

the threat against them, at least for a while. During
the time it takes the Camarilla to investigate the
militia and rrack its ties to the Sabbat, the ensuing
sicge may already be over.

TACTICSOFTHE
SWORD OF CAINE

The Sabbkat has as many tacrics as it does mem-
bers, ranging from the deranged plocting of a
Malkavian antitribu to the carefully transcribed epi-
grams of a Lasombra tactician, Forced to fight the
enemy on his home turf, surrounded by hostile forces,
under the constant Darwinian pressure of a vampiric
war, the Sabbat has forced itself to innovate new
wiys of damaging the Camarilla and its assers.

RinGING UpTHEDEAD

Une of the main problems facing a Sahbat
Invasion is communication, especially when deal-
ing with the quicksilver tactics of its packs. The
Camarilla's formal hierarchy can coordinate their
etforts against a foe. The Sabbat, by contrast,
travels in separate units. Within the packs, the
coordination is excellent, but it's difficult as
well as dangerous — for different packs to meet roo
trequently during an invasion. Phone lines can be
tapped, messengers can be intercepred and slain,
and Interner connections coincidentally go offline
dm‘mp times of Sabbat invasion (fu srward-thi:nking
members of the Camarilla shur down ISPs and the
like in order to make sure that the Internet can be
used only by those whom they want using it). So,

then, how does the Sabbat communicate before a
major assault!

The sect makes use of pay phones and secret
codes. The communicarion networks that the Sabbat
has when not in combat function tolerably, since the
Camarilla can't monitor the comings and goings of
every visitor into their city. Often Sabbar packs that
may be participating in a strike are given passwords
Once the Sabbat Cainites are inside the city they're
attackmg, l‘l'!f.“,,’ seek out pay |1|‘m|1m:., marked in
advance, ringing once every hour or so ar a random
time. Pick it up, say the code, and you'll hear your
next assighment or another location where more
information 1s stored. One out of every few pay
phones is a trap, designed to give our misleading
information it anything is said upon pickup. The
Sabbat Cainites also have a few numbers to report
back, as personal communication between packs and
their superiors is encouraged. Other locations may
contain information, or more Sabbar, or nothing at
all. While this tactic is infrequently used, it allows
packs to accomplish more than a single goal during
an invasion.

What keeps this all going? In some cases, it'sa
coordinated effort on the part of savvy bishops and
ducti. In the case of the Miami siege, the “brain’
was a Tzimisce innovation/monstrosity that sull
makes its haven in a warchouse in Miami that
supposedly holds goods imported from the Carib-
bean. In facr, it's been carefully converted into the
Sabbar’s own personal communications huh. Six
Tzimisce, plus an indeterminare number of ghouls,
have been flesherafted into a single entity, lts
surface is studded with mouths and vest igial hands,
enough to dial a phone and hold a receiver. The
hive-mind within the thing's bulk had enough
focus to keep track of every Sabbar pack involved
in the invasion, and stayed informed of whar ro rell
the assorted packs.

The Sabbat sometimes ignore the phones com-
pletely, leaving the Camarilla to figure out if the
constantly ringing pay phones mean anything, or
if the informarion that they have is worth dis-
patching an invest igator to a particular locarion.
In addition, if the Camarilla is semehow able to
shur down a phone network — perhaps by greasing
a few palms at a local telephone company — they
lose the chance to find out what the Sabbar is
doing. At times, the Sabbat also sends expendable
shovelheads to linger near pay phones. Killing the
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shovelheads provides a sense of accomplishment
and complacency among the Camarilla, leaving
the True Sabbat to do what they need ro do.

_[S ‘i_[ Uﬂnﬁ'ﬂﬂﬁﬁ-‘(l.l'jl"? L'.I:TIITIP]EKE Tl'l SOIne Ll’.."gl'&i_",
bur the ability to baffle the Camarilla at the right
time is worth confusing the more expendable mem-
bers of a Sabbat war campaign.

SToRrY IDEAS

s The characters are assipned vo be the ad-
vance agents who are sent into a Camarilla-held
cerritory to mark out viable pay phone sites. Some-
thing follows them as they move from phone to
phone. Do they try to take it down, or do they
finish their mission, all the while knowing that
they're being stalked?

* A ghoul manages to extract itself from the
Tzimisce "network,” and is caughr shortly thereat-
ter by local authorities. The player's characters
have to rescue the ghoul from captivity without
attracting undue attention. They may well have to
erase any signs of its passing. Once he's out, the
choul tells his captors abour the horrible thing he
escaped from. The discovery of the phone creature
explains where the Sabhat receives their signals.
Bur what to do about it?

*» Something has compromised the phone lines.
The Sabbat is giving the right signals, bur its
members are receiving bad information — and are
slaughrered as a result. The players' characrers are
rasked to find out who's responsible. Does a traitor
lurk within the seet, or has the Camarilla gained a
viluable hit of intelligence!

SociAaL DISEFASE

Vampires usually don't bother to pay attention
todiseases. [t's possible to become a carrier forcerrain
hlood-based diseases, such as ATDS and hepatitis, but
those diseases don't affect vampires. Some particu-
larly venerable Cainites literally forper what disease
is. The Sabbat sometimes decides to act upon this
ignorance, in a way that could eventually come back
and bite them in the ass — hard.

One such ractic the sect uses is the deliberate
Embrace of plague dogs. Pick a shovelhead out of
the latest crop, preferably one who looks like he's
smarter than the others — a player's character, it
you will. Give him a few weeks of training, some
propaganda and the like. Allow him to participate
in his pack's Vaulderie one last time. Then dope

him up with every communicahble disease known
to man and send him into Camarilla territory with
instructions to “poison the wells."

What the plague dog does next is up to him,
but a great many things can happen. For example:

Large hevds ave difficult to defend. Concentrated
herds are easy to infect. Both are major targets for a
plague dog. All that it takes ro infect an entire herd
is the mfection of a single member. Many Sabbar
spies concentrate their efforts on determuning the
favored vessels of Ventrue and Toreador sacialites, or
the preferred herd ot a particular vampire.

The Venirue have a major vulnerahilicy in thei
prey exclusion. Infecr or kill vessels who fall into
that group (if it's small enough to reliably dispose
al), or prevent anvhody from putting themselves
into that group, and the leadership of the Camarilla
finds itself tunning out of blood. A desperate
Ventrue may not find out that he's carrying tuber-
culosis until his new herd is infected.

This gambit also works against Sabbat Cainires. To
be sure, the prey tastes of some Sabbat are extremely
broad, but the ones whose herds can be assaulted may
also wind up as targets for this sort of tacric.

An threar of epidemic can shut down a city — and
draw natiomal attention — which makes things diffi-
cult for the Camarilla. In extreme situations, a
disease scare can shut down a city as the authori-
ties try to contain a (real or imaginary) plague
Some scientifically minded Tzimisce and Lasombra
have even set about cultivating lethal serains of
communicable diseases for their next invasion.

So why isn't this tactic infallible! For one, the
Sabbat themselves are vulnerable to disease. A single
Vaulderie can infect every Cainite in the pack,
which means that they become plague dogs in turn,
which leads to a sudden outhreak of lethal diseases
among the Sabbat’s own vessels. The Sabbar may
well kill their vicrims in occasional Blood Feasts, or
as the result of indiscretions, but an upturn i murder
{even in a Sabbat city) and incidences of AIDS and
related diseases further sap the power of a Sahbat-
dominated city. Nobody wants ta live in a city where
people have their throats slit or contrace AIDS for no
good reason at all.

Once the Camarilla has been driven out, the
plague dog reports back on whom he's infected.
Then he may even find himself quietly staked and
sent to Mexico City, where he's interred as one of
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the Sabbat's secret heroes. The people that he
reported as infected are then slain withour mercy,
ar left to die on their own.

StoRY Inea

* After a successful invasion, the characters
are given a pair of crates by a local bishop. They are
told to bring them to Mexico City — and they're
not supposed to stop for anything. Speed-snorting
ghouls will handle the driving, with the vampires
occasionally relieving them and providing secu-
rity. A piece of cake, right up until a carload of
nomadic anarchs starts following the truck. Then
a tire blows out, leaving the Sabbat stranded in a
bloodless wasteland. Then one of the packages
breaks open, and the player’s characters discover
the staked corpse of a well-known Sabbat hero
inside. What's going on? What do the anarchs
want? Why aren't they arracking? Where are the
Sabbat going to find blood? Season with punfire,
vehicle combat and a seemingly endless drive
south to Mexico, and feed it to the troupe with a
45. It'l be quite a switch from a regular session of
Vampire, but everybody can use an opportuniry ro
ler off steam sometimes.

L upiNe OBEDIENCE

The Sabbar regards Lupines the same way that a
mortals might regard a sentient grear white shark.
Run, try to fight, whatever, you're more than likely to
die hefore you've finished dealing with it. As some of
the Sabbat lead nomadic unlives, they tend to run up
against the Lupines more often than Camarilla vam-
pires do. Their farmiliarity with the methods of the
Lupines has led to a vague form of contempr, in
which the Lupines are seen as berserk killing ma-
chines that don't like vampires. Since they don't
distinguish between the different sects of Cainites,
they can be used as weapons.

[n its basest form, this means that when the
Sabbat finds itself pursued during a retrear, they
sometimes move into territory that they know is
home to the Lupines. Once there, they make as if
they're about to dig in against both Lupines and
any pursuing vampires. [f the Camarilla pursues,
they fall into the hands of the Lupines, who are
eager to decapitate any Cainires they can lay claws
on. If the Camarilla stays out, then the Sabbat can
regroup elsewhere, retaining whatever forces sur-
vive the teeth of the Lupines.

Needless to say, it's an insanely risky tacric. Like
the Sabbat, the werewolves possess a war mentalicy.
When an arrogant bunch of vampires decides 1o
bring their carcasses onto Lupine territory, werewolves
are more than happy to bite off some heads. The trick
is to shift the notice of the Lupines to the noisie
members of the Camarilla and packs of shovelheads
while letring the Black Hand move through. If a
shovelhead pack actually manages to survive the
night, its status as True Sabbat is virtually guaran-
teed. If not, the Lupines cull them — and hopefully
some Camarilla types as well.

If Sabhat Cainites do this, they prepare todo so
well in advance. Scouts put tentative feelers into
Lupine rterritory, sacrifice a few new recruits to
determine their strength, and locate safe places to
hide if worst comes to worst. The local bishops
might also earmark various packs as sacrifices and
tell them that they're to fight any Camarilla vam-
pires that pursue them through rhe forest. Not
telling them about Lupines beforehand strength-
ens their resolve — after all, there's nothing out
here but soft Camarilla “Kindred,” and they're too
worried about their manicures and silk suits to be
a real rhreat.

BRINGING OUTTHE DEAD

The Masquerade is hoth a strength and a weak-
ness of the Camarilla. It's likely that the custom of
hiding among mortals would survive the collapse of
the Camarilla were such a thing ro happen, bur for
the moment, the Sabbat has little wouble using it
against the sect that it seeks to destroy. But the
Sabbat can do more than simply violate the Masquer-
ade and wait for the Camarilla to clean it up. Many
Sabbat regard the kine as little more than food — but
they're able to use the kine's structures as blinds for
their assaults on their ideological enemies.

One proven technique involves the use of a
city’s emergency vehicles. A small pack of
Sabbat, preferably the more disciplined mem-
bers of the sect, steal an ambulance or a police
car. Once they've acquired it, they cruise around
the city with the emergency lights blazing and
sirens at full blast, waiting for the next signal.
The Camarilla rarely pay them any mind, so
long as they're not making themselves a threat
that requires more than mortal capabilities to
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resolve. The Sabbat pack can move anywhere in
the city withour being challenged.

However, the Sabbat uses emerpency vehicles
for more than transport. The Sabbat picks a high-
profile target, preferably one of low generation and
fond of appearing in public. Since the Sabbat
usually isn't reckless enough to atrack a vampire in
the middle of a crowd of peaple, the Camarilla
rarger hopefully hecomes complacent — just in
rime for a pack of new conscripts to assault him.

The objective is to ensure that the vampire is
shot or stabbed ina very visible manner, especially
in a fashion thar suggesrts instant death. The
Camarilla vampire can either publicly break the
Masquerade by fighting back — which means a
whole new slew of problems in the aftermath — or
feign dearh and let his ghouls and hangers-on drive
the pack away. While the pack's being destroyed,
Sabbat-paid pundits in the crowd cluck over the
scemingly dead elder, making sure that everybody
present knows thar he's dead or dying,

Then the stinger. The Sabbat-piloted ambu-
lance pulls up, sirens wailing, and Cainites dressed
as EMTs hop out and take the elder aboard. At-
tempts to stop them are regarded as hysteria by the
I:]'g."HLH.'['IdE[!', 'ﬂ."l:]l'.] E'l]'(t'l}" intervens Lo I'[]':Ii'{.f_|I sure TI'I.‘.-H'
the wounded man is taken to safery. While the
elder rests, planning to either feign death or kill all
aboard after they're out of sight, the Black Hand
puts a stake through his heart. Incapacitated, the
elder goes to whatever fate the Sahbat has in mind
for him.

For the moment, this trick works — it relies
on the crowd knowing chat the injured person
has been shor and needs to he aboard the ambu-
lance. If the elder’s entourage can move him
away, or if the Kindred is powerful enough ro
handle four prepared members of the Black
Hand, then the plot fails. 1t's risky, but at the
same time, it's an excellent way to remove an
elder’s allies and isolate him from help in a
single stroke. It also increases the Camarilla's
paranoia. They suspect ambulances, but they'll
never know for sure what's inside.

This trick also works for less potent
Camarilla vampires, especially in situations
where vulgar gun battles have taken place —
it's easy for the Sabbart to carr "dead” bodies off
in ambulances — in full view of the public —
only to stake them once inside.

StoRY InEas

® The Camarilla has turned the tables: a Sabbar
elder fled from a full burst of machine-gun fire in
view of a dozen people, and the Masquerade has
been broken. Bur one of the witnesses has been
marked for the Embrace by a Lasombra archbishop,
and he has to be caught before the Camarilla
eliminares him as a wirness, The players' pack has
to ensure that the witness doesn't talk o the
media, or any of his friends, while also ensuring
that Camarilla Masquerade enforcers don't kill or
Dominare him first,

* An EMT somehow manages to fend off an
attack by the Black Hand, Now he's busily stalking
the streets, joined by a makeshift strike team of
anyone who will listen o his rale. Can he be
stopped without artracting further attention to his
crusade! Has he ralked to his friends in the medical
profession? Has he come in contact with the Inqui-
sition or the new breed of hunters! Ag if the
characters don't have enough to handle without
creating new enemies at every turm....

BurnNING Dow~NTHE HOUSE

The Sabbat has a lovefhate relationship with
fire. Sabbat Cainites are fully aware that it can kill
them; it's an instinctive mistrust that can easily
lead to frenzy if the fire isn't contained. But the
Sahbart secks ro subsume what it can’t destroy, and
fire is one of those things. They're constantly
exposed to it during their ritae. As time passes,
they become accustomed to it. Indeed, fire often
symbolizes the seet in many of its leaders’ words.
But their enemies in the Camarilla have no such
experience, no such restriction, and as a result,
they're vulnerable to it

During an invasion, the Sabbat have little
difficulty with sending some of their expendable
members to a high-profile location to set the place
ablaze. The Cainites ensure that the fire spreads
out of control, up to and including farally trapping
the first firefighters on the scene in order to make
sure that it spreads. Cainites fear fire, but they fear
the wrath of their leaders more, despite the popu-
list thetoric of the Sabbar, After the war is over,
the fire can be conrained. If the Sabbar has lost,
the Camarilla may be left with domains in an ash-
scarred city.

Criarer T Tt Sworn o Cane
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StoRY InEA

* The characters' pack is asked to start a fire,
but they realize that their instructions were actu-
ally forged halfway through the job — there are no
vampires here, only kine, and plenty of them.
Have they been duped, or is the arson part of a
larger diversion?

Broopanp Lies

The Sabbat has slowly become aware of the
lengthy process that the Camarilla often goes
through every time it Embraces a new Cainite.
One of the more imporrant parts of this recruit-
ment process is ensuring that the vampire knows
the Traditions, the Origing of vampires, the need
for the Masquerade and s0 on. A vampire who
doesn't know about those precepts can cause end-
less trouble for her fellows.

Which the Sabbart realized a short while ago.

The standard drill involved is to grab some-
body ~who looks gullible children,
new-ta-the-scene blood dolls, the maladjusted and
antisocial —and Embrace them, usually in ashowy
fashion. Once that's taken care of, the Sabhart
doing the Embracing explains the facts of being a

vampire — with absolutely no truth in what he
says, Vampires are actually fallen angels whose job
it is to clean the streets of the homeless, who in
turn are people who are dead bur don't know it yet.
The ahilities that you have are the resulr of a
complicated blood parasite that demands thar you
kill anybody you feed on. It's best to stare a cult
with you as its center, and make sure that word
spreads around. You're actually God.

The resulting Masquerade violations cause
problems for the Camarilla; it's easy enough to
stake a vampire and leave him our for the sun, bur
if the misinformation that he was given is convine-
ing enough, it may spread to those in the know,
causing them to waste their rime in debunking
half-haked theories. And if the fledgling in ques-
tion s a player's character, the Camarilla may
have a harder time than expected in running the
neophyte toground (otherwise, what's the point?}.
It's an annoyance, but it can be a persistent nui-
sance to throw at the Camarilla in times of trouble,

THe UNDERWATER RAILROAD
Moving Cainites in and out of a particular
locarion can be one of the more difficult parts of an

T

invasion. If the prince of a city is of the paranoid
ilk, cars full of unrecognized Kindred may be met
by a scourge, Molotov cocktails or a simple traffic
snatl. The Sabbat has realized how vulnerable
st E:J';“hh:-” are “’]]ET] Iht"!.""“'_' m(_'i'\-'l‘]]}_; 'in[i_'l i l:_'IT'|r|'
for the first time. Thanks to the actions of a
particularly scrufty Pander named Joseph Cruz —
later nicknamed “Reek" — they've found a new
way to enter a city without being detecred.

The inirial version of the technique was used
by Joseph to evade a Gangrel archon who had just
laid waste to his entire pack without breaking a
blood sweat; panicked, Joseph found a septic truck
that drained the contents of chemical toilets. He
threw himself inside. Not wishing to pursue, the
archon let the truck go on its way. Several hours
later, Joseph pulled himself out of the tank and
reported back to his superiors. Although they
weren't pleased with his cowardice, or his stench,
his actions had given them an idea.

Shorely thereafter, a train ]'mlJing mastly oil
cars arrived in the city and was let through withour
attracting an incident. When night came, Sabbar
pulled themselves out of the oil cars (which were
actually filled with water), fed on a few nighe
watchmen and railroad hoboes and then moved
into the ciry. The Camarilla had expected the
Sabbat to come via passenger train or car; when
they suddenly found themselves neck deep in
Sabbat templars and Black Hand operarives, they
had lost the edge of that bit of information. No
data was obtained on how the vampires were able
to slip into the ciry.

Despite the success of this technique, the
Sabbat aren't entirely fond of using it. For ome
thing, the rail yards are a popular feeding ground
for disenfranchised Kindred. While these wayward
Kindred can't stand apainst the impact of a con-
centrated Sahbat actack force, they can warn the
rest of the city of the Sabbar incursion. And newly
Embraced Sabbat aren't yet used to the idea that
they can remain underwater for exrended periods
— and even some elder Sabbat have trouble in the
h]-lik {I;"lLlﬁtrt}plll"I:'liil 'i'li- el E-'-In.k car.

Worst ot all, the Camarilla has used the Sabhat's
means of transportation against them. After the
initial railroad invasion, the Camarilla kepr an
extremely close eye on the neighboring city. A
mortal working for the railroad yard tipped off the
Camarilla. The Camarilla sabotaged the engine so
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thar it stopped at a particular point along its
journey. When the train stopped, the Sabbat were
stranded deep within Lupine territory and had no
immediate source of vitae beyond squirrels, deer
and each other. Our of 50 members of the Sabbat,
three escaped, all of whom were Gangrel antitribae.
Some were torn apart by their compatriofs in
blood frenzies while still in the ranks. Ochers fell
to Lupines or were incinerated by sunlight trick-
ling through the trees. Some of the frenzied Sabbar
ate still in their tanks, in torpor, just waiting for
somebody to free them from their wombs of steel.

StorvY InEa

A few hardcore Sabbat have used the tanker
tactic as a wartime Embrace technique. Throw five
mass Embracees into a watery oil car, and whoever
survives s a new member of the Sabbar, Ohvi-
ously, this should be the players’ characters, but
who knows what sort of animaosities may stem from
such hellish rebirch!

TrHrONIivyWavTOFry

The Sabbat know the value of a blitzkrieg
attack, which works wonderfully against the cau-
thous institutions of the Camarilla. Mass Embraces
of Sabbatr cannon fodder work suitably for this
purpose, but a roundup wastes time, especially in
ll'H‘.‘ ?‘-ht]l'r ['Ii!_!ll'ﬂ."i ﬂf SUmimer. w}ll_'l'l [I.it' ..qi'lhh:-'lr
absolutely need ro bring a city under their sway,
some may resort to risky tacrics.

(-‘"'l“‘ nr"fll:l_}'i‘hl'lj I'I'll‘_"'tl'.l.f'rd COMcCerns a .":ZI'I'I:_'II], jL‘.t
full of passengers, preferably on a short but late
trip. Getting a trio of capable Sabbat aboard the
plane is simple enough. Once they're aboard, they
pick a specific section and wait. At first, they
Embrace one at a time, making absolurely sure ro
use discretion, giving their neonares plenty of
blood so that they don't frenzy. Then they ambush
whoever's unlucky enough to draw their atten-
tion. The first stage is the most precarious point of
the operacion, and the use of various vampiric
Dhsciplines is frequent. By the end of an hour, the
passenger cabin belongs to the fledgling pack.

Unce a critical mass has been achieved, the
ringleaders move forward to the pilot’s compart-
ment. The vampires bully or Dominate everybody
there to inform the tower that everything's fine.
Atany show of resistance, the vampires depressur-
ize the cabin. Cainites can survive thin air and
hiting cold — most morrals can't.

Once the plane has been fully converted,
the original Sabbat put the remainder of their
plan into action. The plane flies low over the
coast, or a nearby body of water, while the
Cainites aboard pour out of the emergency ex-
its. The last original Sabbat aims the airplane at
some convenient target, destroying it and caus-
ing a major conflagration as well as stopping air
traffic in the city, Meanwhile, the vampires
who escaped gather on the shores and move
inland, some 20 strong and hungry to put their
new curse to the test.

In one variant of this plan, the Sabbar
Cainites allow the plane to land and disembark
normally, only gathering the pack when they're
away from the airport. Another involves killing
the entire plane, save for the pilots, and letting
the plane land, forcing the Camarilla to decide
whether it's a Masquerade violation. All of this
leaves ample opportunity for the Sabhbat ro ex-
ploit the Camarilla's indecision.

THECITYBY NIGHT

Knowing a city — truly knowing a city —is a
project that can take a lifetime, sometimes more.
The average Cainite doesn't know much about the
city beyond his own personal domain and haunts,
and the Sabbat can frequently find themse lves lost
when they venture into foreign rerritory. A Sabbat
infestation of Cleveland in the 1980s collapsed
when a trio of Sabbat packs were lured into the
suburbs. The maze of tract-home alleys and cul-de-
sacs made them easy prey for Nosferatu ghouls who
knew the area implicitly. Without a knowledge of
the city's geography, an attack can be crippled.

With that in mind, the scouts of a Sabbat
invasion can do some judicious Embracing. One of
the most popular targers for the more subtle Disci-
plines — or the Embrace — are the taxi drivers of
a city, who are rypically familiar with the city and
its quirks., Need ro arrack an Elysium from an
unexpected angle? An unused streer leads right to
it, with only an ivy-covered chain link fence as an
obsracle. Want ro find a great place to dump a
body! Taxi drivers know those kinds of sites, Want
to find somebody who knows about the occult
underground! Taxi drivers hear all kinds of weird
stuff from their passengers. Need a fast getaway!?
Who's going to stop a taxi on the grounds of being
suspicious! Beyond the obvious advantages of
knowing the terrain, the average taxi driver has
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seen some weird stuft in his time. Some of them

have met and spoken with people who are, or have
links o, the supernacural.

StoRy InFag

* The characters catch a taxi, only ro find
that the driver is a Cainire himself, looking ro
score a little sustenance. When the cabbie makes
his move, the characters may reveal their true
nature in surprise. Whether this gains them a
new ally (o pad kmate) or resules in Final Death
5 up to the pack.

* The pack forms its own taxi company,
.ﬁT;]|«'II:' out fares in order to Hdl]wr Precious
intormation about the city and its hidden deni-
In constant conract via radio, pack
sther with bur a call or
rendezvous if a particularly important passenger
hails the eah.

ZENMS

|'I]:.'l|||'l'[!‘~ L E .I'I-C_|_ [ I.-L']'I

GRIDLOCK

['he Sabbat is well aware of the value of know-
ing the enemy's location. T]w'_. re ]\r:.'_':nrr.i|:j§i_r maote
and more aware, however, of the utility of being
able to limit a particular rarget’s mobility. Unless

an elder has a supernatural method of fleeing, he
has to use the convenrional methods of movement
— cars, planes, helicoprers and the like. Limou-
sines are a favorite among the wealthy undead,
while many young Kindred prefer the raw animal
force of a Harley. But traveling in the same fashion
as the kine do means thar the vampire is subject to
the same kind of annoyances that the kine deal
with every night.

By way of an example, consider the limousine,
It's easy enough to follow, doesn't maneuver very
well, takes up a lot of room on the highway and
isn’t very quick. The Hatley, by contrast, is much
faster, much smaller and a lot more maneuverable,
but it's also easier to bail, and the Harley has no
safety device to prevent you from sliding 200 feet
— headfirst — in the event of a crash. Either way,
the Sabbat are quite fond of snarling up traffic,
especially in ways that play on the paranoia of
elders. Drive twa cars into each other at the right
spot, hard, and you've blocked the intersection.
It's not impassable, but it delays a car long enough
for a Sabbat pack to tear it aparr.

Miowicr Siece

14




Motorcycles are even more vulnerable to cer-
tain tactics. Take a wire cable, painted black, and
string it across the highway, preferably at neck
level. Taunt apassing pang of Kindred from behind
the wire, wait for them to pursue. Driving into a
wire, neck first, at sixty miles an hour results in
almost instant decapitation. It helps to prepare,
but a wire trap really isn’t that hard to construct,
and it works well for removing the Camarilla’s
ability to arrive where they need to he.

DearLinGg WitH Broop MAcGIC

It the Camarilla has one advantage that the
Sabbar would love to neurer, it would be the
Tremere and their command of Thaumaturgy. A
clan that, in its earliest nights, withstood the
steady assault of the Tzimisce, not o mention
puerrilla arracks from the Nosferatu and Gangrel,
can easily withstand the assault of a few Sabbar
packs. For that matter, the hierarchy of the Tremere
means that they can easily direct, or be directed
into, an attack at just the right place. Thaumaturgy
has no predetermined list of effects; a promising
young Tremere can come up with an original curse
that throws the Sabbat for a loop. Even a clever
ruse like pretending to mark a group of vampires
with a magical beacon causes confusion and panic.
“Can they do that!” is usually met with an answer
of “yes” from those in the know.

The most potent counter to the Tremere —
the anutribu of the same clan — has been de-
stroved, leaving only two potential assers against
Tremere magic. One of them is the underground of
Sabhat who are spreading knowledge of blood
magic. Thaumaturgy still thrives in isolated but
potent clutches, with sorcerers imparting the se-
CTeT Willys (K] thﬂ’:i!’ F'EI'CI{S.

The other, for berrer and for worse, is Koldunic
Sorcery, which is the stock in trade of the Tzimisce
koldun. The revival of the craft has caused an inrel-
iectual schism within the ranks of the Tzimisce. A
small but prowing number of Fiends have argued that
Vicissitude has caused the softening of the clan,
resulting i members growing more and more inter-
ested in their own experiments and less interested in
the survival of the Sabbat. They argue thar while
Vicissirude has its place, it can ultimarely result in
the distraction of the Tzimisce from their duries to
the sect. This has not heen met well at all from more
“conservative” members of the clan who feel thar

AT WHAT PRICE KNOWLEDGE T

Unfortunately for cheSabbar, the sect's would-

be thaumaturges may have bitten off much more
than they can chew. In the last six months, the
Sabbat’s Inguisition has seen anuptum in Cainites
using Dark Thaumaturgy, mostly in cities that are
contested betwéen the Camarilla and rhe Sabbar.
The infernalists who weren't crushed our cost the
Sabbat dearly; ar one paint, a bishop and & Black
Hand strike team were sucked into... somewhere
else by a screaming conglomeration of swirling
hlack trash bags, dead leaves and hooves. The
only survivor, a ragged Nosferaru antioribu nick-
named Tooth, admitted that he'd been dealing |
with the,demon who'd dragged away the bishop
and his bodyguard. Tooth is still being rormured o
Final Death somewhere in Mexico City. |
‘He is not alone. One copy of the grimoire he
used turned up in Montreal; it's an untitled dot-
matrix printout, stained with blood and whar
smells like coffee. To the few Inquisitors who
know about it, it's called the Textbook Damna-
tion, and possession of it is grounds for Finul
Pleath for the entire pack. But it's a double-edged
sword. Sometimes, a Cainite who knows
Thaumaturgy can turn the ride for the Sabbar, A
Cainite who can do/thar gains allies, and those
allies can protect him from the unjustified jabs of
atighteous Inquisition. And the Textbook Dam- |
nation continues, : i

The Textbook Damnation is made of unas-
suming dot-matrix letters printed on standard
white paper. A few illustrarions have been crudely
arranged within the rexr, and mostly take the form
of Post-It notes and ballpaint diagrams in-the

-margins. It can't be transcribed or copied. At-
tempts to do so result in a storm of coincidences
that foil the efforts of the transcriber; the lights go !
out, people knock at the door, ceilings collapse, |

the book combusts. |

s

e

B Tk .. Ry

i

-

Vicissitude is both a philosophical tool and an excel-
lent method for exploring the houndaries of the Mesh.
If you can't be free from rhe shape you were made in,
they argue, how can you be free in any other fashion?

The discussion is swiftly becoming more and
more important. The Tzimisce rarely break into open
conflict over the issue on any scale other than ven-
detta— it'san argument akin to the chicken and the
egg — but the Sabbat's vulnerability to the Tremere
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zimisce koldun to act. The basics of
Koldunic Sorcery are now being tanght to a growing
minority of neonates along with Vicissitude.

For the moment, the Sabbat tends ro deal with
the Tremere in a very careful fashion. 1f a Tzimisce
koldun isn't available (and few Tzimisce even know
that such creatures exist), the Sabbat must rapidly
change their tactics. The Sabbat like to establish
a tavorable ratio of Sabbar to Tremere, worrying
any Tremere that they can find like a pack of wild
dogs, putting off more important tasks to force the
Tremere out of the way. The Sabbat pull few
punches, hoping to prevent thaumaturgical at-
tacks. The essence of the marter is speed; moving
slowly only gives the Warlocks time to prepare.

forces the rare

THe Younc Ones

The Camarilla is usually careful in who it
Embraces — it's typical for a vampire to sound
out a candidare’s thinking and to introduce him
to vampiric society before the Embrace. The
Sabbat views thar as so much wasted time. If the
newly Embraced Cainite doesn't hack ir as a
member of the Sabbar, well, then, at least he
dies having temporarily known the glory of
being one of the undead.

Of course, only so many people can become
Cainires within a given city. Moral prohibi-
tions against killing are strong in our society,
and leading figures of both secrs know that
overpopulation stretches the already scarce re-
sources of the Damned.

So the Sabbat have come up with an alrernate
plan. Embracing children, En masse. And then
turning them loose on the Camarilla.

This tactic is unbelievably damaging to the
Camarilla. For one thing, while a fight between
two grown men can be excused in any number of
ways, a fight between a man and a pack of children
15 going to attract actention — the kind that
should prevent all but the dumbest of Kindred
from using any obvious Disciplines. Another source
of damage is more subtle. Despire the relarive lack
ot compassion in the higher ranks of rthe Camarilla,
many neonates still cling ro appreciable amounts
of humanity. Killing a child — even a vampiric
one — can be enough of a jolt to a neonate thar it
causes a fracture in her morality. If the situation
warrants, the Sabbar can offer the vampire a form
of expiation by framing a fellow member of the

Camarilla. If the Camarilla can shelter the kind of
monster who can use a child as a weapon of war,
well, the neonate had better join the Sabbar o
fight just that kind of monstrosity. It's very rarely
used, since some neonates just aren’t that gullible,
but it has “converted” some choice recruirs for the
Sabbat in the past.

Other benefits to Embracing children exist.
Vampires frequently don't take notice of chil-
dren, especially when they're in groups. Given
a choice between watching the thin, ethereal
woman with a few blood specks on her clothing
— a decoy — and a bunch of children playing,
the Camarilla vampire monitors the woman,
leaving himself open to a swarm of children
suddenly burying their fangs in his body. Chil-
dren can hide in spots where adults wouldn't
think to look, can place themselves in police
protection without a second thought — "Mis-
ter, I'm scared!” and are the last suspects
when anything heinous occurs. Although they
may be physically weak, an undead child has the
same unholy powers as any of the Damned. One
particular pack, the Blood Orphans, had three
[ntlnl‘u‘:!’ﬁ \"u"hl‘]r{] hl)l11':l‘]ui’r' IL'IL'l(L‘tl into !ﬂlmﬁ_"flb{'
supernatural speed. At one point, they destroyed
a pair of templars simply by using Celeriry and
straight razors.

But some Sabbat consider the Embracing of
children to be beyond the usual Sabbat monstros-
iry. Others simply don’t wish to bring a true
innocent into the Sabbar, believing that the tran-
sition is too sharp, and that it’s roo difficult to
persuade a child to maintain the Sabbat’s loose
version of the Masquerade. And while children
can make effective shock troops, they likely have
difficulty adapting to the rigors of unlife.

But the tactic is seeing more and more use in
the Final Nights, and some thin-hlooded Sabbat
envision a horde of tiny children fighting a
rising Antediluvian.

THFBRAT pA(.‘H

The “children” of the Sabhat, sometimes nick-
named “brats,” occupy a unique place within the
hierarchy of the sect. One of the major problems with
the brars is that they actually have a higher survival
rate than other hastily Embraced conscripts. If the
crusade is successful, they're generally considered as
probationary members of the Sabbat, but their lack of
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B experience in politics, especially the undead variety,
and the natural impetuousness of youth makes it
likely that they don’t enjoy the same political scatus
as adult members of the Sabhat. Lack of caution on
behalf of the brats, such as reckless killing, violarions
of the Sahbat's own principles of self-preservation
and squabbling with other Sabbat often ensures a
messy end o the pitiful monsters. However, a few
Panders, Brujah and Nosferaru anturiby, feel a warped
sense of sympathy and have used their political
influence to ensure that the brats ar least have a
chance. Somerimes an experienced member of the
Sabbar such asa pack priest or a templar with time on
his hands is assigned to assist the brats in adapting to
unlife, as well as informing them of the more abstrace
elements of vampiric existence.

Those whosurvive the first few wretched nights
of their existence rend to fall into the same CALELO-
rics as Panders. The Sabbar generally leaves them
on their own in rhe care of packs to “grow up.” The
hope is that, over rime, the children will grow into
a stunted form of maturivy.

Since the children haven't had time to ac-
climate to the mores of the human world, shifting
to a Path isn't as difficult as it is for those
Embraced in adulthood — they have no “bad
habits” to break. Many brats, unaccustomed to
the hideous demands of the Beast, adopt them-
selves on the Path of the Feral Heart in order to
survive — rthey can either be extraordinarily
bad boys and girls, or they can be archfiends
who just happen to look like children. How-
ever, some brats also find it easy to simply given
in to the Beast, at least according to a few
stories of faceless, maggot-skinned homunculi
haunting Sabbat-infested ciries....

The brats themselves tend to enjoy their
vampiric existences for the first few years, Many
of them find a communal haven and concen-
trate on helping the pack. Those wha suffer
separation issues with rcgilrd to their parents try
to replace them, moving into a house and Domi-
nating the occupants into treating the hrats as
their children or adopting parenral figures from
the sect’s leaders, Of course, it's difficult to
punish somebody who has Disciplines, and most
parents don't last long. Those who do some-
times end up as ghouls, or Embraced by the
children themselves — who lack the moral so-
phistication to know whar they're doing.

And the brats of the Sabbat have been overheard
to refer to help from some kind of malign spirits. One
of the suggestions made by the Giovanni is that the
spirits of dead children may be helping the bracs, but
why would dead children aid such inhuman erea-
tures! Perhaps something in the afterlife doesn't
mindseeing innocence dragged down intooblivion. ...

ANYWavyYouWAanTtIT

Certain factions of the undead have long
had a reputation for being able to obrain what
ever you want, as long you're willing ro pay the
price. But their repuration as being untrustwor-
thy has chased them for as long as they've been
around, and many Kindred know that dealing
with such dubious company is a good way o
gain what you wanted and lose everything else.
Setites, Giovanni and numerous hloodlines and
groups are all part of this independent “scene”
that chooses to exclude itself from sect politics
and deal instead with individuals.

The Sabbat, by contrast, has never been re-
garded as the last organization that's going to do
anything for anybody. If a vampire is approached
by the Sabbat, the natural response isn't suspicion
at their ulterior motive — it's astonishment. Why
would a normally selfish organization suddenly
come calling with an item that the vampire has
heen searching for all of his unlife! And all thar it
takes to acquire that irem is a minor favor, like
letting the Sabbat know where the prince of the
city likes to meet his vessels. In addition o the
small favor, the Kindred doing the berrayal can
expect to survive the crusade without much trouble

- assuming she’s unwise enough to remain

What's the Sabbar up to? Not much more than
the above, really. The sect knows that it's gener-
ally regarded as untrusrworthy, so it may well do
EVET',.'I]"Iin:r__: it can to ensure that vampires who
“turn” will be treated well, so that they may con-
tinue to use the tactic in the future. Very few
exceptions to this rule exist. And the items or
services offered are genuine as well. Of course,
those who have taken the favors offered by rhe
Sabbar are fully expected to give something in
return; otherwise, they're hounded by the Sabbat
until the end of their existences.

Cultivating traitors is a remarkable amount of
work, but the Sabbat has found that it reaps many
rewards. For example, say that the local Tremere
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wants access to a particular fragment of a forgotten
grimoire. Sending a pack of Sabbat to retrieve it
distracts the Camarilla, removes a particularly
troublesome pack from the local bishop's hair and
gives the pack needed experience in using their
Disciplines. If they happen to he wiped our, they
probably weren't going to contribute much to the
next Sabbat war effort anyway, And, most Impor-
tantly, they have the first crack at whatever the
Sahbat’s client wants. Vials of an elder's blood?
Give the “client” one and keep one. A look at a
transcription of the Book of Nad? Give him the
original and take the copy. An artifact! Keep
anything else that happened to be in the area. Kill
vour sire and break rhe blood bond? Sure, and take
anything that the sire owned while you're at it.
The Sabbat will probably never be as good at
temptation as the Setites — its members have too
TIRLEC |-|. l"l".l." [ dll [ COoncentrace 0 [t"l‘l'lpf_alll;.}]"i —_—
and their overtures l'-ul,;:'i||,i;||_ debrors are f]'{l-
quently clumsy, but it's slowly becoming better at
it. And a few crucial defections or absences at the
right time are what the Sabbar needs to turn the
tide of a battle.

LUnDER COVER OF THE SEASON

Many Kindred really don't pay a lot of atcen-
tion to yearly events — the turning of the seasons,
the celebration of mortal holidays, the weekend
and so forth — except as ir affects them. Freed
trom worries about the cold or heat, unburdened
from the subliminal threar of knowing that they'll
die in a few decades, most Cainites regard marking
time by mortal standards as simply beneath their
norice. And excusably so; they have much more
important concerns. A few of them, used to the
permanent summer of the American South, have
actually expressed shock at the sight of falling
snow; it's up to a (hopefully) sympathetic fellow
Kindred to explain just what the white stuff falling
trom the sky is

While most vampires use the winter nights
tor research and recrearion — winter granting
mare time to complete undertakings — many
Sabbat have begun to make this period into a
season for vicious raids on Camarilla territories.
The winter offers dozens L!-I-';!(,]'i.-'il_[‘|t"'|!l;1’_"5 for vam-
pires on the move. For example, Masquerade
violations have additional cover, since the driv-
ing snow hides a lot during a blizzard, and

inhumanity can be concealed under a jacker
and snow pants. Unlike the frantic attacks of
summer, in which it's a race against the rising of
the sun, winter artacks can afford to be stretched
out. Sometimes, two artacks can be launched on
the same location in the same night, or the
artacker can vary his pace to keep the victim in
a state of discomfort. In addition, heavy snow
has created what the Sabbarcall “ice havens” —
invading packs can simply find a car and bury i
in a snowbank. A hit of camouflage and briefly
running the heater at thirty-minute inrervals
gives the pack an almost undetectable haven.
Of course, sudden thaws or discovery by the
police can lead to a messy sitwarion for all
involved. In an emergency, Sabbat have been
known to simply have themselves buried in a
snowhank, sleeping through the day and shak-
ing off the cold when nightfall hits.

METHOD INTHE M ADNESS

The Sabbat offensive thrives on whar the
Camarilla doesn’t know, whether it’s the staging
point of a Sabbat invasion, the motives of a
Lasombra elder or how many havens have heen
identified by their spies. Nothing thrills the heart
of a bishop more than to hear a dozen different
theories of what the Sabbat is and how its members
fight, hopefully from the very same Camarilla
vampires who will be on the frontlines againsr the
sect. Misleading the Camarilla about its basic
objectives means that the Sabbat can concentrate
on its true objectives with less interference.

So the Sabbat often simply rtries to confuse the
hell out of their apponents. Packs are -.‘]l'HpulChual
into the city on obvious suicide runs, supposedly
given proof of their invulnerability by a secret ritus
— which is useless. Another is sent to put a
masking-tape X on a particular lamppost, then
leave, Another's sent to draw as ATy chalk l'n:nigr
outlines as they can on a particular streer, some of
which are against vertical surfaces. The ultimate
result is that the Camarilla finds irself deluged in
Sabbat packs thar perform inscrutable rasks that
seem to be part of something much larger. The
obvious consequence of not figurine out what
they're doing is the culmination of some awful
ritual that will lkill every vampire in the city or
raise some hellish elder — or so the Camarilla
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thinks, While the Camarilla chases down red her-
rings, the Sabbat can attack somewhere else.

CoRpst BALLOONS

Fizhting in the air has never been a big factor
in the endless Jyhad, primarily because there's just
noneed. Of course, observers on the ground can be
killed, Nosferatu spies aren't always reliable, and

there's no way to ohbtain a coherent picture of

what's oing on during a direct assault without
actually being there yourself, Somebody within
the Sabbat came up with the idea of using hot-air
halloons in order ro monitor whar was going on
below. Unfortunately, a few problems arose almost
immediately. The first, and most vocal, was that
no self-respecting Cainite was going to be caught
in a hot-air balloon, especially one thar looked
like it had come off a motivational postcard. An-
orherwas that the intense flame involved in heating
the balloon would likely cause Rotschreck at the
worst possible time. The third was that a hot-air
halloon would make noise and he easy to detect. It
also lacks an immediate escape route, which fur.
ther distanced the Sabbat from the notion.

Leave it to the Sword of Caine to come up
with one of the most bizarre, di-_t_:u'-llul_- dnd o
tentially Masquerade-threatening tactics.of the
modern nights. The idea would have simply been
discarded if it hadn't been for the actions ot a
Tzimisce, self-styled “the Organist,” who had to
discipline one of his ghouls, The ghoul in ques
tion was afraid of heights, so the Oreanist cut his
legs away and knitted his flesh to a wearher
balloon, which he then promptly floated up to a
distance above his haven. The ghoul conquered
his tear of heights, and while he was up there, the
Organist had himself an idea — why not give him
a pait of binoculars and a radio! For that matter,
why not floar a few of his kind over a city? The
Organist immediately presented his plan to the
local bishop, and was awarded some degree of
accolade shortly thereafter. Several Tzimisce neo-
nates were given the creation of balloon ghouls
as their journeymen pieces.

During the next invasion, the balloons went
||l-"l. 'ai, LE(:I':J"TE ;:_'rlllli:lllllﬂ. l:':!l,,l'l {'\.Ii'l'l'l'lrli"lj 'L\«'!rlll H | r-lll.ll. o
small handgun and a pair of high-powered binocu-
lars. Hanging upside down from matte-black
balloons, the ghouls were anchored from specific
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points mostly medium-height buildings that
didn't attract a lot of attention.

Several times during the night, the ghouls
were able to warn the Sabbar below of approaching
Camanlla agents, spreading fires and mortal au-
thorities. Of sixteen, three were lost — one drifted
tnto power lines, one was brought down by what
seemed to have been a thaumaturgical ritual, and
one had his line severed. The ghoul drifred for two
hundred miles, eventually expiring from exposure.
The corpse was found, caused a minor Masquerade
breach and made a few tabloid headlines, and may
or may not have tipped the Camarilla off to the
existence of the corpse balloons. The Organist
himself mer an extremely painful Final Death bya
mage ally of the Camarilla known as Jack Robat,
but his legacy survives. During some Sabbat inva-
sions, a black balloon rises into the air, bearing a
twisted homunculus beneath. ..

A MurtuaL RespecT
The Lasombra have always been best at lead-
ing the Sabbat — organizing arracks, disciplining

their subordinares and keeping an eye on whart the
Camarilla does. Almost every artack on the
Camarilla has had the Keepers at the helm at some
point. Many Lasombra neonates find purpose as
spies and scouts, but a devoted few voluntarily risk
themselves in combat. Their sires don't fight with
the common rabhble, reason the neonates; there-
fore, neither should they.

Of course, the demonstration of rhis artitude
has had repercussions for the Lasombra. While the
Lasombra elders themselves surely aren't above
fighting in the streets, the actions and atritudes of
a few neonates have given the rest of the Lasombra
the impression that they're ahove the rank-and-
file of the Sabbat. This has led to some rather
venomous bickering; a few neonates who styled
themselves as superior have quietly “disappeared,”
usually at the hands of their sires. Pride malkes few
allowances for cowardice.

In order to repair this breach, some of the
Lasombra's elders have decided to take their roles
to the frontlines. Instead of planning the next

Sacren Frysium *
From the almanac of Ludo Giigsanni &

I know that the Sabbat love their Elysium a-

tacks. Where better to stab than at the heart of the

Camarilla's authority? Where better to catch the
bulk of the Camarilla’s most august leaders, where
they'll be unprepared for a sudden outburst of vio-
lence? An infallible tactic, surely.

Une night, while searching for a particular relic in
Milan, | was invited coamend Elysium by the esteemed
Giangaleazzo. He anticipared a Sabbat actack, but
conducred the Elysiumanyway. I thoughtit an extracr-

dinarily foolish actionat the time. 1 chose nattoartend,

of course; I had things todo. [ found the saint’s finger 1

wis looking for an hour later, though, and found myself

wanting to attend the Elysium for my own edification.
I only understood why after the fact.

I could see the Sabbar gathering for their strike :

as Lapproached. Loose clothing to conceal the marks
of unholy flesheraft, Sabbat communication graffiti
etched in the usual places, a raging fire that nobody
could bringunder control. Elysiurm wasa small palazo,
empty when | walked in save for two people. One of

them, on a raised stage, was a girl of perhaps 14 who

was absolutely rerrified. The other squatted in the
frontrow, crawling with shadew. | thought Lasombra
when | saw him, but later thought berter of it.

. The Sabbar attacked. 1 recall watching the girl
start to sing«— nonsense syllables at first, but later 1t
coalesced into words. Hersinging drowned beneath

 the gunshots, catcalls and war cries. The shadow- -
thing in the front row staad up. | think that I realized
why P'd come theit, why I couldn't see his face, why
the Camarilla hadn't bothered ro reinforce him. He -
moved past me. | warched the girl, listened to what
she was saying, Outside, the gunshots grew sporadic,
A car alann sounded, then went dead. Something =

- thumped down the stairs into the palazzo, and 1

 broke my gaze from her long enough tosee thatirhad
belonged to a Cainite: ' < ]

When words crept into her song, the shadowy

- figure was back. 1 could only mark its passing by the
blood erail it left on the floor. The girl— no longer
terrified — was singing verses from the Book of Nod, |
but no version that I'd heard. [ listened until she'd |
finished; then left. The only remnant of the Sabbat
attack still moving was a Cainite who had been torn
neatly in half. | fmished the job — indulged myself,
teally — and left. L p

Tharwas a single elder, in fury. Twoor more in
the same space? Elysium suddenly seemed a very safe
place to be. Furape is a complicated place. '
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attack from bhehind a table, they lead packs of
Sabbat into the conflict directly. Some Lasombra
elders have even been given charge of shovelhead
packs, whipping their fledgling charges into frenzy
with brutal efficiency. Camarilla coteries usually
expect a certain level of challenge from a pack of
raging Sabbat, but as soon as one of the members
of the coterie is pummeled into torpor by a vam-
pire who was thought to be a newly Embraced
neonare mere moments ago, their confidence
plunges. Once the Camarilla can no longer rely on
Sabbat packs to be consistent, they're forced to
expend more resources on mass Embraces than
would normally be necessary. Meanwhile,
Obtenebration is a powertul combat Discipline,
especially in the shadows of a city.

However, the Sabbar acknowledpes certain
drawbacks ro having a Lasombra elder rraveling
with its packs. For one thing, the elder often
outranks every other Cainite in his pack, in age if

v

not starus, and he very likely isn't shy about sacri-
ficing one of the weaker members in order to
secure his own survival. He's likely unfamiliar
with the pack's tactics. The pack bond between
him and the rest of the pack may be tenuous, since
he has only partaken of one or two Vaulderies, if he
deigns to do even that. His commitment to the
pack's goals may be marginal — strong and steady
when it comes to dealing with the Camarilla. But
if the elder needs ro save his own investments from
a Camarilla coup, he may simply bow our and leave
the pack to its own devices.

His presence among a Sabbat pack, if detected,
ensures that the pack gathers attention — both
from the Camarilla and from the elder’s rivals
within the Sabbar, An assassinarion attempt on an
elder from arival can easily be concealed during an
artack — and rhe unstable pack thar was with the
elder at the time can be framed with lictle diffi-
culty, if not simply eliminated as witnesses.
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Huavk, hark! The dogs do hark!
The begpars are coming 1o town!
Semg i rags, and some in raps,
And some in o velvet gown.
Traditional ballad

In the Western world, the strugele herween
Camarilla and Sabbar is the enpine thar drives the
night. The Camarilla and Sabbat routinely exploit
resources, trends and cultural decritus on a scale nigh
unimaginable ro mortals. Of course, as the two sides
tight, mortal, fiscal and cultural capital inevitably
falls lost in the struggle, like scraps from the mouths
of two lions contesting a kill. Allmanner of oursiders
willingly risk being rrampled to scavenge what they
can from the baccling behemoths.

This chapter covers the role that the indepen-
dent clans and other neutrals play in the great sect
wars, Whether you're trying to hire an Assamite
slasher, curry a Serire's web of favors, or simply make
some sort of peace with those damnable anarchs,
vou'll find tips for doing so.

OUTSIDERS AN THE SECTS

When negotiating with a vampitic independent,
vampires of the Camarilla have one vast advanrage
aver the Sabbat: the very prestation ties thar bind
them on se many otheroccazsions. In shorr, Camarilla
vampires tend to honor their (publicly granted)
boons, and independents know this. A Camarilla
prince who publicly promises domain and a seat on
the primogen to the leader of the local Caitiff in
exchange for help against the Sabbar will likely
albeit reluctantly keep her promise. Thus,
Camarilla vampires can often negotiate favors now
in exchange for a boon to be called in at a later dare.

The Sabbar, by contrast, feels ne compunction
against chearing outsider Kindred. This is fine, ex-
cept when the outsider Kindred in question are
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aware of this. Thus, most favors must be repaid
immediately by a favor in kind, if not by an outright
payment of blood or cash (see Chapter Two).

The following listings detail several groups of
undead (and other creatures) that, while outside the
immediate planning perimeter of a sect siege, none-
theless have ﬂm]"lle apportunity to participate
willingly or otherwise in the struggle.

ANARCHYS

Anarchs are the primary group with which both
Camarilla and Sabbat must contend during a typical
siege. While organized bands of anarchs are most
common in Camarilla domains, a few powerful anarch
coteries have survived in Sabbat territories as well.

Unlike many other independent Cainite social
groups, anarchs rarely strive to stay neutral during a
siege. Unless the entire brood nerwork is composed
of puling, hypocritical cowards — which is entirely
possible, mind you — local anarchs will certainly
involve themselves in a sect war. The questions to be
answered are how, when and for whom.

InCamarilla cities, the prince, primogen or other
authority figures' relarionship with and attitude to-
ward local anarchs determine how the powers that be
view them during a siege. In some domains, the
elders are tolerant of anarch deeds and screeds; they
see anarchs as wayward childer, a phase that many
hot-blooded young Licks go through before absorb-
ing the true lessons of unlife. In other areas, anarchs
are viewed as traitorous scum, and interactions be-
tween princes and anarchs are marked by nightly
tension, hateful words and sporadic bloodshed.

But professing a distaste for an elder by no means
ensures a knee-jerk allegiance ro any force that
threatens thar elder, Anarchs have heard all the
nasty rumors abour the dread Sabbar, circulated
several paranoid stories of their own to boot, aren't
too eager to welcome demon-worshipping, fire-eat-
ing monsters into their domains. If the prince,
primogen or clan leaders have made some conces-
sions with regard to domain and rhe like, most
anarchs with a reasonable sense of self-preservation
will aid in rhe defense of their domain rather than see
it overrun by vampires with unknown powers and
ohviously satanic intentions.

[n cases where the anarchs themselves are scared
of the Sabbat, they often make a great and blustery
show of negotiaring pacts of truce with their elder
rivals, and wise elders play to the anarchs’ pride just
enough to cement a firm alliance against the enemy
both truly fear.

Even in a domain in which anarchs routinely
squabble with the elders, anarchs often ultimarely
side with their rivals against a Black Hand invasion.
As much as they publicly espouse the ideals of change
and egalitarianism, anarchs are still vampires, and
they tend toward “devil you know" syndrome as
much as any mortal. When relations are this cool,
though, anarchs often drive a hard bargain, negari-
ating for considerable concessions with regard to
prey and domain in exchange fortheiraid against the
Sabbat. Failed negotiations might not drive the
anarchs into the Sabbat's arms, bur such anarchs
might publicly proclaim their intention not wo raise
a fist in the domain’s defense.

(M course, some anarchs truly loathe their princes
and primogen (often with just cause) and would
gladly deal with the devil to bring them down.
Others are fascinated by the Sabbat, admiring the
sect'sdrive and energy. In any event, such Kindred’s
knowledge of the domain is invaluable even if their
influence and power are wealk, and all but the most
foolish Sabbat gladly accept these rogue elements’
aid in overthrowing the domain. In exchange, they
may allow the anarchs a chance to stay in the city
after the balance of power has shifred. Then again,
they might simply offer to count to 10 once the dust
has settled — giving the anarchs a fair shake ar
getting the hell our of Sahbat domain.

One of unlife’s many ironies is thar, properly
courted, anarchs can be a domain's saving grace.
Once placated, the young, feverish Licks are rela-
tively easy to inflame against a targer of one's
choosing. A prince of sufficient cunning can have
the majority of her dirty work — including the
“brawl in the street” stuff — done by the very Licks
who rail against her in more peaceahle times. It's
happened in Chicago, Los Angeles and Milan.

A prince who can not only turn away a Sahbar
siege, bur uses that very siege to weaken internecine
enemies, gains great status in the eyes of her peers and
is likely to be well spoken of at the next conclave.

Princes must beware, though, that leaders among
the anarchs aren’t too smarr for the prince’s own
good. It is not unknown for a canny anarch leader 1o
come to terms with her elders, then play prince and
Sabbat against each other, weakening forces on both
sides until she can purge the domain of all rivals,

In one instance, with a Sabbat siege imminent,
two previously rival anarch leaders secretly joined
forces while feigning their usual state of enmity. One
leader betrayed the Camarilla for the Sabbar, while
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the other leader offered his followers' services o the
prince for the duration of the conflict. Both anarch
leaders were careful not to harry each other during
the ensuing siege, instead directing their effores o

ward fighting their professed foes, hindering actions
on both sides, and generally forcing both the sects
into costly and bloody engagements, When both
sabbat and Camarilla were sufficiently weakened,
the two “tivals” joined forces, ganged up on the
remnants, and took the domain for themselves. Of
course, the "truce” lasted all of six months before
bath leaders were ar each orher’s throats, bur that's
beside the point.

Anarchs in Sabbar territory are relatively rare,
but those who manage w exist there are probably
powerful enough to stake a domain claim and savwy
enough not to swallow the sect's propaganda. This
makes them forces to be reckoned with by both
defennders and attackers. It's likely thar anv anarchs
ensconced within a Sabbar zone have come ta an
I.I:l".dw.l'ﬁrill'u“l'l:.: WJ”I rht—u: 11r.-.'.=;.fl'.l'-:lr-- rcu;snhu;-_: mu-
tual defense of the area; then again, given the Sabbat's
l.'l"l:-HITiL nanire .||||.i constant kh:![n__{g_' n |g'.u.]d_'r=-!1i_||,
it's entirely possible that this is not the case. In any
event, such anarchs are very likely powerful enough
not to have their hands forced into doing anyching
(.‘t”"..“ |-'].! :!g’r‘l‘ll'\ 'r\.]'l(l canturmn [}'l_‘""\.{_' .'ll':l.-iri_;]\ IO thelr
:‘l‘]l" - p'."l!‘l:!l:lh 'r't.”ll. ['-rn:lll]l:-jt_'*— \.'I‘I: IL_'II,'I]|||||'|'| Or-8ven a
special seat on what will be the primogen council
have recruited gainful allies indeed.

CAITIEF

Here we discuss the clanless caste that occupies
the dregs of Camarilla domains., While Sabbar Pan-
ders are considered full members of their sect, a
tenuously, and their participap@ s plinoed for as
with any other Sabbar scraruf, Camarilla Cairiff are
often ignored by memberginf both sects Jdgmil the
cvents of the siege get fully underway. Alas#or the
Caitiff, they're not ignoréd much longer afgét thar.

Little in unlife is goolper se for a Caddff, and a
siepe is particularlvitzaumatic. Thad@imation for a
Caitiff caught in the midSE i is rouchly akin
to that of a new fish @ madimum-security prison.
Devoid of allies, sugl @ creatil®® can only await the
assault that's surgtacome. To the Camarilla, Cairiff
are cannon fgddes’ to the enemy, Caitiff are rela
tively defefiSelese rations. It's tough to say which is
the deadliegatrirude.

I
Dl

For the clanless, the best time to weather a siege is
hefore itstarts. Wise Cairiff are well schooled in the ares
of remamning unnoticed. They often have occasion to
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notice one or two scruffy new Licks atrempting to do
likewise. If the local Caitiff community can correctly
peg these newcomers as Sabbat scouts, they might be
able to reach a proactive agreement with the powers
behind the upcoming siege. The goal of any negotia-
tion, of course, is a nonaggression pact: Do what you
(the Sabbat) want to do, target whom vou will, and
leave us (the Caitiff) alone regardless of the ourcome.
We won't harm you, and if you win, we'll acknowledge
your supremacy. Of course, such ideal pacts are rarely
reached and even more rarely honored. But in a siege,
Sabbat are gunning for the big dogs, and they have lictle
need of jackals nipping at them in the process.

Some naive Caitiff have tried to capture these
spies and bring them before the prince's justice,
believing that by doing so they can both root out the
Sabhat cancer before it takes hold and get on the
prince’s good side in the process, Such a course of
action is logical, clever, honorable and thus often
disastrous in the viper's den of Kindred society. Most
princes scoff at the idea of the clanless dragging “one
of thetr own™ before them to be judged in some kind
of racky internecine squabble, all the while babhbling
paranoid nonsense of Black Hand conspiracies. If
they get sufficiently irate, they likely punish the
whole lot — accused, accuser and any other Caitiff
in the vicinity. Moreover, if the Sabbat gers wind of
the Caitiff's actions, the sect likely devores a paladin
or two to cut down the Caitiff “community” as an
example or simply for spire.

Once the rumblings of war start, of course, the
local Caitiff can count on a visit from a sheriff,
seneschal or other representative of vampiric au-
thority. Many of rhe clanless find a cerrain bleak
amusement as elders, who have previously spoken of
(and to) the clanless only in epithets, now court the
Caitiff with honeyed words and phrases like “com-
munity of the Damned" and “our city.” Nonetheless,
Caitiff typically find themselves in no position to
turn down such backhanded succor, and, with a very
heavy and unnecessary sigh, commence to choosing
sides in the conflict,

The one meager advantage the clanless have is
that, in the event that the tides of war shift, they can
switch sides more readily. Generally, the leaders of
the Subbat see Caitiff as only marginally allied with
their foes anyway.

The upturn in siege activity over the past decade
or so has seen afew examples of cunning Caitiff using
a Sabbat siege to pain status in the Camarilla, Horatio
Alger style. Far more Caitiff end up as expendable
pawns to be casually sacrificed in the most suicidal

and hopeless of gambits, A Caitiff's best bet for
survival is to pretend to cooperate with whicheve:
representartive of whichever power shows up at her
haven demanding cooperation, play all sides against
cach other, and find new digs if possible. Sometimes
this means outright evacuation into the werewolf-
infested countryside. This is but one of many miseries
that plague the clanless.

THIN-BLOODED

Generally speaking, the position of the thin-
blooded during a siege is similar to thar of Caitiff,
save that their lack of social cohesion is made even
more precarious by an accompanying lack of vampiric
power. Simply put, any carerie of thin-blooded vam-
pires foolish enough to stand in the way of a war s
probably going to be ripped ro shreds.

But thin-blooded Cainites have two primary
advantapes unavailable to other Licks. These advan-
tages aren't much to speak of, but they offer the
barest possibility of survival at ground zero. First,
thin-blooded vampires are penerally not even worth
bothering with during a siege. They're the ticks thar
will be squashed after the city is secure, and ricks of
sufficient wisdom know enough to change dogs well
before this E‘.’L'nhl."l]lt'g.-' COCCUTS, Srl;_'n;_u]u_ll',-l some thin-
blooded vampires can disguise themselves as mortals,
This is t‘,.’piuﬂ”‘,.r used to lie low and avoid notice, but
clever and gutsy thin-bloods can parlay this ability
into an offer of employment as spies. Whether any
full-blooded Kindred even deigns to honor a bargain
made with thin-blooded undead is a marrer of cir-
cumstances, but that's something with which the
thin-blood in question simply must contend.

AUTARHIS

“May you live in interesting rimes” — a Chinese
curse — a malediction to bring war, famine, political
upheaval and other miseries into a previously staid life.
For the autarkis — those Kindred who care lirtle for the
Jvhad or the sects that fight it — a siege is nearly always
the very definition of “interesting times.”

As purported neurrals in the sect wars, aurarkis
make excellent scapegoats for nearly any wrongdo-
ing committed by enemy spies and more “upstanding”
Cainirtes alike. If a Sabbat acts as an agent provoca-
teur, her first instince is o frame a local autarkis for
her villainy. Ifa Camarilla opportunist decides to use
the siege as an excuse for profirable treason, domain-
grabbing or outright diablerie, his first instince is to
swoop on the nearese aurarkis. After all, while it
would be a shame if "our Kindred neighbor was
brutally murdered by the dread Sabbar during their
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maleficent invasion of out prince's proud domain,” it Assamite has been retained as a temporary vizier by
was her own fault for “not choosing to partake of the  aprince and primogen council who themselves know

safety inherent in community.” little of war.
On the other hand, most autarkis with more Assamites themselves are formidable spies and
than a few decades to their names are not fools —  saboteurs, particularly if a prince doesn't trust (or is

and a siege provides as much opportunity to “do  prejudiced toward) the Nosferatu who make their
unto” as to “be done unto." For every autarkis who  havens in his domain. Though Clan Assamire lacks
prefers the relative peace and quiet of a Camarilla  the information netwark of the Nosferaru, an indi-
demesne, there's another who readily sells the Sabbar  vidual Assamite can slip into a guarded haven as
information on the city's infrastructure, political  readily as any Sewer Rat — and, if derecred, an
webs and domains — especially the domains of those  Assamite’s supernal speed and fighting skill make
elders who have driven the autarkis to the dregs from  her much more likely to report back.
which they typically feed. Assamite spies are of particular value to Camarilla
princes in the modern nights. While the hreaking of
AS’SAMI‘TE"S the Tremere curse was no doubt a source of woe to
the Inner Circle, it has had one beneficial effect:
Assamites can much more readily “pass” as their
Sabbat brethren. So long as they can avoid the
Vaulderie (and, as diablerists by trade, Assamites are
skilled ar avoiding unwanted sanguinary entangle-
ments), a not-Sabbat Assamire fits in rather readily
with the members of, say, the Black Hand. When
Certainly, the clan has much to offer vampires packs and individual Sabbat Cainites are rrickling
who come courting it for military aid. Clan Assamite  jneo the site of the crusade from hither and yon, it's

has access to a vast network of mercenary aqd eSPIO- pften |LidlEI.'L‘.I‘LI'1].'!.- easy for a resourceful prince to
nage services and agents, which it can provide if the plant an Amunitu spy in the camp of her foes.

price is right. While primarily based in the, Middle In the mqﬁ blunt:and simple: terms; of padhse.
East, the L]:il‘i has ser up a web of contacts, Ecll;mnd the vagafﬁssmnm_ contributes most gre#tly to
fixers across the globe. A clan representapive ghn act the_lfﬁ'ud,asa fighter,partieularly wich th@erithusi-
as an arms broker and mercenary recrufier, g’r.mnng ﬁmw ave s in their desire e comie the

access to espionage and m'hfWﬂm’md I:F‘-'jmﬂ"{ rilla’s I?fﬂﬁﬂﬁll‘l pillar. It is théCamarilla that
FLT";L]HH{‘[ that ol oL ufﬁ':":‘;em kt}ﬂ:ﬁ ‘ -“.-5' often @ dmtamﬁﬂh :il._lmitl'f sedge, as my 1y
let alone have access™iy s ghart |ll naries/ ‘f'l_fu:-.t.. ,.@ l.,n‘1|:-|f.;1, wursiders in
AwaAre ufmus.t-l'hdJ,E&f':d.gﬂ’ . : I

"" IHE';,. :ﬂ‘us for ||1l.l|'11||L
Jyhad aqdcm rend the pe A R
ware of huma @ nmp[ish key ta tismaon Camarilla elders'

'I:m‘ nétation @ even
depléved, aﬂhﬂflam_g. ﬁ#‘ﬁ AR ODSRE cve
or unmtnﬂ-‘g‘mmr;.d;.ip*,- can accomplish

|t-f|£~ir$%u:ﬁ'thﬂnarérhr Sabbar.
een laid, pawns deploved
ﬁrhanenermmﬂoﬁn brmﬁh&t.wnﬁd;ﬁbé ninions o g R
the Sabbatgeoff apffithetic mortal inve

e and scale chosen, a bartle
must often be won through selective physical vio-
the grandest pf struggles, they should pi.r t
back tgftheights of the Inguisition.

lence — and in this, the warrior Assamites have no
The élan produces remarkable racticians and

peer among the Kindred.

; ; T ah ] : Even in the manipulative, debauched world of
strategists, of both the ghoul and vampire '.r":l.rlli.-:ty. Tt uadend. 6% dhiockinig Jure ow msicl sheer fosce
Despite rhc;.r reputations as agents r.uh_er than p 40 can balance the scales. If a generalization must be
ners, Assamites are often consulted scricely for their made, the average Camarilla vampire tends to be less
L:nqxvfedge. A Lamanih _c;‘ld':,’: Wh;'izel KR EHITY I::'f skilled at direct violence than an average Sabbar of
military LACLICS STOPpeC mlrd plkf:lp an:-ct}: orthe &g leas bty Rnvictis ol Aifhessic dites:
Eatﬂc of Agincourt .wn“lt u{wc :{ tu.pun.h "“EIIIW tions in unlife. However, an average Sabbat, used to
advice of an Assamite ""’h‘f“ aced with the Black sporadic slashing brawls between befuddled argiastic
Hand. In particular, Assamites are privy to the spe-
cific stratagems of their own antitribiu. More than one

When one thinks of a vampiric siege, one imme-
diately thinks of war, bloodshed, slaughter and
violence. And so it is not surprising that of all those
bloodlines allegedly neutral to the grear sect wars, it
is the warrior caste of Clan Assamite that is most
visibly sought cut during an impending conflict.

rites, is less of a bad ass than a focused, disciplined
Assassin. The canny elder has an understanding of
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how to deploy all resources — Assamites included —
to balance the strengths of the field.

Perhaps even more importantly, the acceptance

however reluctant or tentative — of rhe Assamites
on the part of the Camarilla sends a clear message:
We will do anything and everything to retain our
domain. Given the checkered past berween Clan
Assamite and many Camarilla luminaries, the fact
that a prince and primogen agree to bring the Assas-
sins into their domains (and muster the necessary
prestation to do sa) is a clear show of force and unicy
o ¢ ||||+'-nlc1n}__.*| Sabbar.

Sabbat sieges, by contrase, rarely retain Assamites.
Unce the battle is joined, an Assamite is merely
another {expensive) warrior, and the Sabbat is rarely
short on cannon fodder, Most targets can be over-
come by a mob of newly Embraced neonates, Then,
too, any siege of significant scope invariably results
in the mustering of the Black Hand, many of whom
are Assamite antitribu. Assamites' propensity for
diablerie can deprive Sabbart partisans of their spoils
— and Sabbat elders are well aware rhar, rhetoric or
no rhétoric, the promise of elder virae is the surest
means of firing up the troops. Finally, deployment of
an Assamire can be seen as a show of doubit about the
Sabbat’s own ability to take its target — which can

weaken Vaulderie-forged camaraderie and give hope
to encircled Camarilla rargets.

Exceptions, though, do occur. Some key targets
{many elder Tremere, for example) are well pro-
tected. If a Sabbar siege must rely on small numbers
of skilled veterans (for example, remplars and pala-
dins) as opposed to gangs of vitus-created maniacs,
sending even one minion after such a risky targer
might be too grear a gamble to take. In such a case,
the wise archbishop or priscus might make a decision
to expend resources on an Assamite rather than risk
undead capital.

Assamires are also more widely used in the initial
stages of asiege, when the Sabbat seeks to eliminare
critical threars without revealing its own presence.
Ideally, the Sabbar will deploy an Assamite in a
Camarilla town, have the Assamite commit its mur-
ders, then attempt to pin the killer's crimes on the
victims' primogen, clan rivals or the treachery of the
Assamites among the Camarilla fold. Thus, not only
are important cargets slain, but the survivors are also
thrown into confusion and distrust.

Cerrain Sabbat leaders, seeking to instill ferocity
in their charges, contract an Assamite for the battle-
field with the public understanding that the Assassin
is entitled to commit diablerie upon any elder she
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can carch. Seeing their own prizes thus put ar risk,
the war packs fight all the harder in an attempt to
take down elder prey before their erstwhile ally can
dU 0.

Of course, Assamites themselves are hardly pas-
sive onlookers during a typical siege. Like most
so-called “neutral” vampires, Assamites do not hesi-
tate to interject themselves into an undead struggle
if so doing serves their interests.

Some independent Assamites actively seek out
confrontations between the sects. Perhaps they're
trying to weaken both sides for an eventual Assamite
gambit. Perhaps they have inscrutable reasons of
their own for their behavior, Mosc likely, they're just
out for as much money and blood as they can take.
Such creatures follow the winds of war, appearing ar
just the right time to offer their services to increas-
ingly desperate combatants on both sides. Indeed,
one famous Assamite is known to work only during
sieges, only for individual vampires, and only takes
contracts involving the slaying of one chosen rival.
She shows up during a siege, offering her services to
whichever individual on either side can first pay her
exorhitant fees, whereupon she meticulously and
unfailingly slays the single vampire named by her
employer. Following this deed, having proved her
value, she again opens herself up for bidding — often
ta the opposing side.

Other Assamites prefer to slink like hyenas
around the perimeters of a contested city. In the
chaos and violence, they can easily rake down prey
for their bloodlust, knowing the murder will be
blamed on the attacking forces.

A few proud Assamites, remembering the scorn-
ful words heaped on them by their Sabbar “brethren”
during their period of humiliating enslavement to
the Tremere curse, routinely offer their services 1o
Camarilla princes facing a Black Hand assaulc. Hav-
ing accepted payment, these Assassins gladly take
on the antitribu on the other side, seeking to make
the erstwhile “Unconquered” pay for every slight
hurled their way over the past 500 years. Most sane
princes {and even some Malkavians) are all too
happy to avail themselves of such allies,

ForLLOWERSOFSFET

Nextin line at the Jyhad negotiating table are the
Followers of Set. Although the clan is not generally
known for its apritude at war, any sort of sizable conflice
is sure to be a breeding ground for the deals, favors and
influence on which the Serpents feast.

A Serire's key advantage as a potential ally is his
unctuous willingness to help. Unencumbered by an-
cestral hates or clan rivalries, a Serire is all too cager
to listen to the sob story of any porenrial client. As
a rule, Setites are also flexible, If you can't pay an
Assamite's fee up front, she'll probably cease nego-
tiarions; Setites, by contrast, make a point of working
with you to arrange a feasible deal, Indeed, the more
destitute and desperate the client, the more readily
the Snakes will help him.

Fechaps the most important asser the Followers
bring to the Jyhad is their staggering presration weh,
This is especially true in Camarilla domains, where
such genteel rraditions are honored. But Setites have
ways of holding even the most blood-addled Sabbar
berserkers to their promises. A Setite, particularly
one who's been acu¥@in a domain for a while,
typically acquires aw& ol tﬂummh:pb ard
favors from the dnmairﬂlﬂtﬁcrl( This weapon
is most porent during m%b at MIT A Sabbar
who comes to a wc-rh# reement with a Setite
who's well connected in 3€ mﬁﬂa domain can use
the Serpent's prestati s to literally turn

Camarilla mamglrem : | m This is par-
lu;ulmh u‘;@{;ﬁ b :'yf‘mﬂmﬁq of the

i_ e

-ll‘" -
{ '51’1:_11\' the H.ah]nu
“name of the place
tr} whose prince owed a
gvors done in the past
- ;u:pau:] 'rhe Serite £t in her boon on the
prince, and the prince wmmfﬁ‘iﬁ#mhdn.wrd de-
clared the domain a Sabbat territory, and walked
into the sunrise rather than besmirch his word.

Naturally, this isa tactic best used by the Sabbar
The Sabbat themselves flout the concept of prestarion
and rarely honor any such obligations put upon
them. Setites, lcnnwm;, this, tend to demand that
deals with the Sabhat be FLFIE'!'lli in ['.in.J:_[ﬂ'l]uh |_';.1|'|1r;|]
(blood, money, territory) rather than promises — at
least on the Sabbat’s end. For their own parr, their
terms are infinitely negotiable.

In terms of sheer financial capital, the Serpents
play an edge often ignored by members of loftier
clans. While many Camarilla top-feeders swarm
around the obvious sources of capital, and many
Camarilla bottom-feeders dwell among the destitute
and pnwurluss, Serites often base their Power struc-
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tures among the multitudinous niches of ready cash
to be found within communities of the urban poor.

Just as an individual grub or termite provides
little nourishment, but an entire colony can feed a
much larger animal such as an aardvark, so modern
=etites have learned the secrers of battening on the
mye iad unglamorous but succulent morsels ina ciry’s
cconomic compost heap. Low-level drug rransac-
tions, takes, conveniently directed or
misdirected welfare checks, grants to fraudulent pub-
lic housing registries, and (particularly in socialist or
quasi-socialist nations) the ubiquitous "dole™ all make

L'-I'u.\r:luu'n'

rantalizing sources of income for the Serpents.
Many Setites are experts at generating, redirecting
or cutting off these sorts of cash flows. This influence
becomes most profound when the minions of another
vampire depend directly or indirectly on such income
to sustain themselves. On the simplest level, perhaps,
an anarch's favored retamers, allies or herd, discour-
aged by the scarcity of lucre, tend to stay at home
instead of going out into the Rack where they can be
easily contacted. And it need not be added that this sort
of money is more liquid (and less visible) than the
portiolios with which some other clans prefer ro deal.
Setites themselves don't tend to be of as much
direct use as their minions, but they are still formidable
opponents. Setices' capacity for espionage is nearly as
srieat as that of the Assamites and Nosferatu
a5 agents provocateur that the 5r~||‘:rnl:~ are unpurﬂla
leled. Their Obfuscare and Presence Disciplines allow
them to ensconce themselves among an enemy's mor-

— bt it is

tal mimons, then bend those minions to their will, In
particular, if a sect wishes to soften its foes' minions
with propaganda and weaken cheir organizational ties,
a Serire s often the pertect tool to i!f.'l.‘lJllL[."EiSh this.

The primary danger of employing a Serire in the
Jyhad is that it's entirely possible the Setire is weaving
both you and your foe into her web. While deals wich
Setites tend o be the easiest to meer up fronr, they're
also the hardest ones to escape. Whereas an Assamite
might charge asteep blood-price before doing anything
for a coneestant, at least the price and the services
rendered tend to be clearly fixed. Many Setites, by
contrast, simply smile and offer loose agreements of
alliance — then orchestrare things such that their
“allies” need their help more and more as the strugele
eocson. And once the battle is "won,” the afrermarh of
an entire domain in debt to a Serpent can be worse than
a domain ravaged by the Sahhar.

A GiFr With a Foruen ToNcue

Erom the almanac of Ludo Giovanni

One... ahem, intéresting facet of the Followers
of Ser is their fetish for snakes. While this would
ordinarily be merely a fascinating, albeit repulsive,
addendum to the sordid tale of a fascinating, albeir
repulsive, clan, this mait was exploited by a particu-
larly brilliant prince about 60 years ago. This
particular prince was besieged by a Black Hand
warband led by a Sabbat priscus and virulent
Camarilla traitor who happened ta be the prince's
own hlood-sister, the fellow childe of the same sire.
Driven to the Sabbar by insane jealously and rage
directed against this prince (whom the priscus
mu_lulramancalh accused of posoning their mu-
tual sire's heart against her), the priscus had sought
for nearly two centuries to lay her brother Tow.
Certainly, the situation looked grim; the ‘priscus
was frankly more personally powerful than the
prince, unquestionably more fierce, and had as-
sembled aforce that outmatched and outnumbered
the prince's own. However, from the early nichrs of
their Embrace, the prince remembered that the
priscus suffered from acute ophiophobia, 2 holdover
from her breathing days:

Without hesitation, the prince entered into a
prestation pact with wcoterie of Setites in exchange
for a faily mmor gift: some of those ghoul serpents
the Followers liked to have slithering about their
temples. Perplexed, the Setices agreed, asking in
return for some modest privileges in the prince’s
domain, and the prince called in 4 ghoul courier 1o
surrepritiously plant a packape in enemy territory.

In short arder, the priscus had made anundig-
nified display, succumbed to an exceedingly
destructive frenzy. She was tomn apart for treason
and cowardiee. The disorganized remnants of the
warband had been driven from the domain.

(GIOVANNI

Maturally, the vampiric Giovanni tend o orches.
trate their affairs through their hydra-headed mortal
family; as any historical account of them details, rhe
family structure is the primary means of, and base of
operation for, achieving their varied ends. ,-“5.,:“11_-.];11_;-:1- in
the _f'fh:ld, therefore, Clan Giovanni ofren faces a di-
lermma similar to thar rfEnghﬁTKlurTurkc:y in nf,'.liﬁlnmqq-
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game: it's strong in those areas of the board that its
family directly cultivates but suffers setbacks when
expanding into areas not under its purview,

Of course, a family that encompasses everything from
senatorial politics to South American wirch doctors is
fairly well diversified. Still, the Giovanni's influence,
while expansive, often ends very abruptly at times, What
the Giovanni can do, they can do very well; what they
can't do well, they probably can't do at all.

In theory, so far as the Camarilla is concerned, the
Giovanni clan is bound by murual agreement never to
interfere in the doings of the Camarilla and, by exten-
sion, the Sabbat. In practice, this treaty is honored as
much as most Kindred agreements — in the letter more
sot than the spirit.

Despite that, Giovanni rarely interject themselves
inthefyhad, it only because of disirrerest i any
Giovannt aesllmakethetr havenis i a given. doia
theif fiumbers mﬁ’tnmﬁf Norare rhi G g

ness in a war ji_olﬁ:

Y RN W e
H i Jl.‘i \ ¥ ‘;'F.".:;th‘i.!-'_';ﬂ“ '_:'. |¢f- \ -_,
The sece wars can, howe'v Eﬁ%“ﬁ"ﬁ the'

arcanig nesests served® ': poser. broketingse 'ght;

typiealseet squabile, I sibse ¢ _ﬁa%‘i-f#i:y[&; a1 o

usg ﬂ'u;ir [‘“m,rﬂ. _; fﬁ;‘mpﬁy Sﬁﬁﬂnd'ﬁ £ o

anarhér rerrjtd  rathigethan stay-andriskdoing busi-
B A r H\ 2 ™ ¥ . I
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canst if they're (arge cnougheThe grgirer the ic

ey of AV W ol e (A
penple die, the mores
th::ii‘:-he@:_gmahﬁi;f_‘ j

e a
vested intefest in‘lagge-and: ) atglemens,
while serupulausly avording tilncg siiabbiés (g i‘ng
their:nonagegessionemeatysall “Thefwinle)“Over the
years, this hascome fo-mean-one-thing:"When the

Giovanni deign to become involved inasect war, major
trouble is sure to be brewing.

As befits the polymorphous nature of its extended
family, the clan itself has much to offer would-be allies,
The family's involvement in organized crime permits
the clan to take a role in many of the gambits common
to Jyhad, from intimidation of kine to money launder-
ing to gangland assassinations. The family's political
connections, though relatively sparse, are highly placed;
influencing a congressional bill takes considerable plan-
ning and prior notice. Giovanni ghouls tend to be
highly skilled and heartlessly mercenary, and the family's
undead members sometimes consent to “ocutsource”
their ghouls, brokering them to the highest bidder for
services that few vampiric Giovanni would likely con-
#eNC ro [N:rfurm.

The Giovanni perhaps serve best, though, in the
unglamorous but vital role of lending institution. In any
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given siege, perhaps the only thing more important
than a steady supply of blood is cold hard cash. The
family can provide a desperate prince or archhishe P
with necessary capital ( paid back with inrerest ) in much
the same manner as any mortal banking enterprise
with the vital advantage that it's less necessarv to
explain just where the money's going or for what pur-
pose it's being used.

Ofall the independent clans, the Giovanni tend to be
the least courted by either side during 4 secr war. Not only
are the Necromancers roundly distrusted (more so than
most Kindred clans), but they also tend ro drive the most
obviously hard bargains. Whereas most Followers of Ser
want you to be pleased with the deal you made, whereas
most Assamites agree to (and honar) tairly straightfor-
ward terms, and whereas many Ravnos simply bargain for
whatever suits their fancy, the Giovanni have no com-
punctions about tightening the screws and laughing as
their debtors wince. In some senses, such negotiations can
simply be termed honest — but few Kindred appreciate
honesty, preferring to do business with the Setite who tells
them what they want to hear.

Of course, any individual Giovanni mighr become
involved with cither side for his own personal reasons. In

Tue TrouBLE WiTh Money

Despite vampires' purported “Machiavellian
manipulation” of human seciety, it's not nearly as
easy for them to raise large amounts of capital as
one might think. The scenario of “the prince walks |
into the bank and Dominates the president inro
giving him a bunch of money” is, frankly, farcical,
Disciplines or no Disciplines, few mortals are likely
to blithely commit acts thar are so détrimental to ‘
their continued freedom and livelihood. And even
if onie or more high-ranking bank officers or CFOs
are complete blood-slaves of agiven vampire, there’s
only so much any ene mortal or group of mortals
can do to move capital. A CEO or CFO must .
answer to a hoard of directors; a bank president
typically answers to higher-ups at the bank's cen-
tral branch. Then, too, in the case of banks, there
are FDIC regulations {or their equivalents in other |
countries) governing the control and distribution
of the bank's funds. ~ © _ .

From a mechanical standpoint, few POWETS
allow a character to farce another toact contrary 1o
her Nature — unlessa lending officer's underlying -
character trair is foolishness or gullibility, she's nor -
going o be signing any vast sums of money withour
sufficient collateral to cover her own ass.

Crarma Three: Smanice Beoeeiwows
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the simplest terms, going to bat for the winning team offers {1t goes without saying that a staged kidnapping is an
the possibilities of gamering a slice of the spoils once the  excellent way of extracting a double agent of either sect
dust has sertled. Giovanni are as interested in blood,  from the aegis of the enemy. Moreover, many Ravnos are
power, influence and wealth as any Kindred, commodities  happy to participate in such duplicity and might thereby
thar flow freely during the greatest struggles. [f agenerali-  give their aid for a lower-than-normal price. )

zation must be made, Giovanni prefer toassist the Camarilla Perhaps the most attractive feature the Ravnos
during these affairs, if such an alliance seems reasonable.  have o offer, though, is the mobility inherent ro their
It’s simply easier to do business in a region of relative  nomadic existence. Ravnos can often position them-
stability. However, a few young Necromancershavesided  selves as a siepe’s supply chain (for attackers) or
with the Sabbat in exchange for arcane secrets or simply — black-market lifeline. Even in peace, few Kindred of

for morbid amusement. any stripe care to contest the Deceivers’ comings and
goings; this is doubly true during a war. Clever Ravnos
R AVNOS can slip from downtown to outlying suburbs or neigh-

boring domains, smuggling in needed blood orsmuggling
out Kindred, messapes or other necessities. During the
siege of San Anronio, one enterprising Ravnos made a
killing {figurativelyand literally ) by smuggling in Mexi-
cans tight from the Sabbat’s own domains and into the
waiting talons of starving Camarilla strategists.

The leaders and luminaries of the secrs find the
Ravnos capricious and uncontrollable even in times of
peace. Why in Caine's name, then, would they want
their "help” in an undertaking as chaotic as a vampiric
war! For the most part, thisis the attitude taken by bath
sects. Nonetheless, Camarilla and Sabbat have bath
found occasion to court the Rogues, or ar least accept
their offers of aid, if the situation is right {or sufficiently
desperate).

Ravnos, with their cunning ways and strange 4
sions, have their uses in a struggle. An artacker ¢
sect can weaken the defender’s organization, mi
bath by sending one or more Ravnos into the
well prior (in some cases, years prior) to the actual
iself. Such a course of action is chancy — the fasti
Ravnos rypically exact a heavy ghice in exchang
risking their precious necks, .
more of a selfish “cause
thun for sttaining any spé
sort of aid is solicited Hyl
of domain war better thartl

The Ravnos have one stri
they excel, one that can be ex
Ravnos are infamous for their .3|:|I|r1,| to steal.
theft of objects is not typically of vast importanc
Jyhad struggle, “theft” of key enemy personnel
kidnapping — can prove vital, In many cases, a
orchestrated Ravnos kidnapping can prove better
a Sabbat War Party; not unly is an important Ca
removed from the enemy's forces, but she and wha
she knows are delivered fully functional into the ha
of the enemy, Of course, the kidnapping of key morta ;
such as a preeminent Ventrue's herd or a trusted ac rtf:]'nng to conduct their I.!LLEITIE‘?‘ES in more congenial
countant, is a potentially devastating weapon in the ' surroundings. War's a messy business, and it’s all roo
hands of the Sabbat. And certain of the more tradition. ~ €35Y t become the victim rather than the victimizer.
bound clans and bloodlines—for example, the Ventrue Why bother to prowl a war zone, think the Ravnos,
and Tzimisce — might even listen to offers of ransom for when pickings are just as easily obtained in more peace-
a luminary of sufficiently hoary vinrage. able surroundings!

Favnos can likewise smuggle guerrilla warriors or
other operatives through checkpoints and guarded do-
mains to artack the foe when and where they least
ect it. Naturally, the prestarion debr for such risky
ke is high indeed, but such activiries can spell the
"3 between victory and defear,
nomadic Bavnos can, of course, also disrupt
"supply chains and hinder key cargets' comings
poings. Wise (and desperate) princes have ceca-
lly entered intq deals with the Ravnos, employing
eceivers to stofianat least slow the influx of Sabbar
i O # siege region.

t Ravnos don't confine
he whims of Camarillaor

avnos is as likely as any

e of chaos pmv es ample, |F perllaus, opportunitics
& acquisition of money, favors and vitae.

en, too, 1 Ravnos might simply cake the iniiz-
n offering her services to one or both sides. As a
Ravnos hirelings prefer toact asspies, sabateurs, or
provocateur rather than brawl in the streets —
as with all things Kindred, this depends on the
idual vampire.

Asawhole, though, Ravnos tend to avoid sect wars,
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INnconNu

Older than the sects themselves, the ineffable
[nconnu rarely condescend to involve themselves in
the srruggles of their progeny. At least, that's whar
Camarilla elders tell themselves, The Sahbar, by con-
trast, inflames its packs with paranoid whispers of
monstrous Inconnu puppeteers standing in every
Camarilla city's shadows,

In truth, Inconnu rarely have a unified agenda to
uphold during a siege. First and foremost, any Inconnu
ensconced within a domain is likely to conceal herself
and wair our the strupgle. If that’s not a viable option,
miny Inconnu subtly help the defenders if possible, nor
wishing their havens to be ruined by crazed fledglings.

Bur sometimes an Inconnu might instigare or en-
courage a siege. Having forsworn indiscriminate
bloodshed, though, such an Inconnu likely has very
clear reasons for doing so. Maybe a fellow Inconnu in
the besieged domain needs help in clearing out some
overly violent or clever Kindred residents; the enrtire
siege is orchestrared with just this aim in mind. In any
event, Inconnu parrial to rival sides practically never
come into conflict themselves, and they generally try to
negoriate a resolution herween themselves, then imple-
ment rhis resolution through blinds, unwitting allies
and ourrighrt puppets.

Should an Inconnu be discovered during a siege —
an extraordinarily unlikely occurrence — Sabbat in the
arca very likely make the destruction of the * Antedilu-
vian devil-spawn" their primary objective, outweighing
even the capture of the domain,

When intreducing the Inconnu into a siege story,
Storvrellers should keep in mind that these ancient
vampires, who so predate the sects, generally have a
larger picture of any given struggle than the sect leaders
themselvesdo. Like the gods in dramas such as The Tliad,
the Inconnumight help or hinder individual straragems
or vampires for their own motives — which likely have
little o do with the ostensible goals of the strugole iself.
It would be astrange thing for an Inconnu to orchestrare
an entire siege simply to help one Kindred along the
path to Goleconda — but Inconnu are strange things
themselves, and one never knows with the hidden ones,

CATHAYANS

If & sect war is a perilous and bizarre undertaking,
then how much mote so in regions known to be inhab-
ited or rraversed by the weird and mysterious Cathayan
undead. These Asian vampires, with their uncanny
powers and strange methods of warfare, can wrn the

tide of battle or turn a struggle into a bloody three-sided
contest, The only thing certain abour them is that their
presence is likely o bode ill for at least one, and
probably both, sides in a sect war.

Relatively few conflicts between Camarilla and
Sabbat take place near Cathayan domains, However,
Cathayans are increasingly making their presence felr
in North American and European sect struggles.

Garnering these beings’ aid 15 an exceedingly prob-
lematic task for either side. For one thing, they seem ro
dislike, perhaps even despise, both sects, considering
their tenets absurd and crude. For another, many
Cathayans don’t resemble vampires as Cainites under-
stand the term; some can masquerade as living mortals,
while others seem tohave divorced themselves from the
same hunting practices and feeding needs that bind all
Children of Caine regardless of sect.

The Cainite who disregards conventional wisdom
and deals with the Cathayans is advised to try a few
tricks. For starters, he should leam the language of the
creatures’ herds, or default to Mandarin if he can't (a fair
number of the beings' words seem derived from Manda-
rin). He should realize that the Ca F]'l:nr: an socid] structure
is nothing like anything he’s used to, and he should
assume thar any Cathayans with whom he deals prob-
ably aren't the ones making the real decisions {all the
while, of course, treating the envoys with exceeding
respect anyway). He should hope for a nonaggression
pact at best; trying to recruit Cathayans into a Cainite
sect war 15 a display of shocking remerity and outright
crudeness. Finally — his best hope — he should avoid
contact altogether, try to trick his enemies into anger-
jng the C'athu‘r'ﬂn.‘i, and watch the ETSULNE fireworks
from a safe distance.

For more information on Cathayan martial prac-
tices, see Shadow War for Kindred of the East

SHAPESHIFTERS

As the undead well know, werewolves and
shapeshifters of all descriptions haunt the wilds beyond
the cities. One of a siege's few blessings, though, is that
it's likely to be conducted within the confines of an
urban or at least suburban domain. While there have
heen incidents of shapeshifters interjecting themselves
into a Jyhad gambit to strike down both sides indis-
criminately, such incidents are far from common.

Danger from shapeshifters is most prevalent among
members of Sabbat nomadic packs. These wild outland-
ers, who hunt prey along the perimeters of a siege, have
sometimes been hunted themselves.

Craerte Thimee: Srranice Beoreiows
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hroughout the course of Kindred history, accu-
sations and suspicions have colored the relations of
the Damned and the Lupines. One clan is suspected

of having some league with the werewolves, while
orhers are understood to be their mortal enemies
For the most part, this is untrue — the Lupines seem
to regard all Kindred wirh the equal hatred, wherther
he is a bestial Gangrel or a peerless Toreador. In
most of the sieges thar have somehow mvolved
Lupines, the Lupines were of equal threat to both
sects, such as the conflicr in € hicago just a few years
ago, To most Kindred, the werewolves are little
more than dervishes of claw and fang; they may be
even less than animals — even animals are capable
of controlling their rage.

In a precious few cases, though, tenuous agree-
ments between certain Kindred and Lupines have
been struck, Despite the fact thar the werewolves
seem to have a similar clan strucrure to that of the
Cainite race, they have proven to be just as capable
of individual thought as any given vampire. Any
soldier on either side, assuming he’s able to fipure
out what the accursed Lhin:_:q WAL, may be able to
torge an alliance, however [EMporary.

MimwicHT Seit |
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The obvious use for a mercenary Lupine is com-
bat, but a notable few shamans of the race have
exhibited mystical powers as potent as any Tremere.
In the end, dealing with the Lupines is always a
tremendous risk. The two races have hated cach
other since time immemotial and have stubbornly
refused to learn anything other than rthe basest of
prejudices over that time. Wherher or not Rome
burns is merely a footnate in the history of these
creatures’ racial enmity.

MAGES

some vampiric domains house morral mages,
perhaps even entire enclaves of them, Vampires rend
toavoid these creatures; they're problemaric enough
in peacetime, unnecessary complicarions during the
chaos of a sece war. i:-‘.ll_.;;-isin,_l[m[i-!,-, Camarilla princes
make contact with rhese sorcerers through their
Tremere allies. Generally, though, a vampire must
be truly desperate to underrake this course of action.
If nothing else, most princes’ pride prohibics them
from turming to a mere mortal no matter how
talented for aid in a crisis.




Some elder Sabbar have personal alliances with
mages, and a few cabals of sorcerers have been known
to work with certain Sabbat. Generally, though,
such pacts are individual and idicsyncratic — cer-
tainly nothing to be counted on,

The most common way, if such can be said, for the
sorcerers to become mvolved in a Cainire siege is, not
surprisingly, by being dragped unwillingly into the
affair. Whether out of resentment over the constant
depredations of the warring undead jackanapes or the
desire to profit from one side or the other, a mage does
what she wants for her own reasons.

Not that the sorcerers are above building ties to
the Kindred world; quite the contrary. Many mages
are inguisitive creatures, and it's in their nature to
seek out the enipma that ehe Childer of Caine present.
dMany leave the tables of the Damned disilluzsioned,
though, perhaps disappoinred in the petry squab-
|"il:l'|;|_' LTy which so many Kindred .-;l_juundt:r their
erernal unlives.

(GHOSTS

It is widely known that the Giovanni can con
tact rhe spirits of the dead. From time ro time,
vampiric strugeles in spots reputed to be “haunted”
have piven rise to eerie events transcending even
what could be expected during a Cainire war. For the
most part, though, the dead do nor mingle in the
affairs of the undead,

FAEeRries

If the fae exist ar all, r|‘u.",, ko rnuu_uh toy lu:n:['
their heads down during an undead war. Of course, any
supernatural struggle that takes place aver centuries
will have its share of strange and inexplicable incidents.
It's possible that some of these can be traced vo mischie-
vous or vengeful fae. No verifiable evidence of such is
forthcoming, though.
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The object of war is not to die for your country but 1o
mike the other bastard die for his.

— General George 5. Patton

Winston Churchill referred to war as “the
times thae try men's souls,” and this is equally
applicable to struggles among the undead. Note
that Churchill didn't even bother to mention the
ohvious — the physical horror that the enemy
troops could inflict on the British defenders. The
true measuring stick in conflict is what happens
internally to the characters involved in it — do
their souls remain intact through the trials of war
and devastation, or do the characters’ resalve and
strength fail?

The heart of storytelling is the crucible — a
series of events that tests the protagonists physi-
cally and spiritually, forcing them to persevere,
adapt or suffer ignominious defeat. Few situations
form as much of a erucible as warfare, and so wars

have been the |J:{C]-'.n'.1n.1]'!-1‘.|1 stories ranging from the
myths of the Tirans ta Three Kings. Characters
from Saul and David to Apocalypse Now's Caprain
Willard have had their convictions tested, upheld
ot shatrered during the vagaries of war

Warfare among vampires should be no differ-
ent. A sect siege, when it finally erupts, should he
a crucible in which all characters, player and
Storyteller, are irrevocahly changed. All too of-
ten, Vampire stories or roleplaying games in general
presentconflict as asimple mechanical exercise
how many dice rolls does it take o hack down the
nameless, forgettahle foes in front of you? Such an
approach reduces the grandeur of the great epics 1o
the one-dimensional carnage of a first-person
shooter video game — and while such exercises are
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admittedly enjoyable in their own right, conflict
in Vampire: The Masquerade can be something
maore stirring and meaningful.

The following chapeer is designed o help Story-
tellers conjure up such a sweeping tale — to make the
Siege of Detroit or the Liberation of Miami be a story
every bit as moving as the Fall of Troy, Battle of
Britain or Siege of Gondor. Hopefully, you'll craft a
tale that your players will talk about for years to come.

Genre CONVENTIONS

Look in an indie video store, and you might
well see an entire wall of “War™ movies. Just as
with other genres, such as the Western, the
romance, or even the gothic horror story, cer-
tain conventions apply to war stories — certain
common traits passed down from the earliest
tales of the Babylonians and Mycenaeans, with-
out which the story just wouldn't feel “right.”
This chapter is designed to introduce you to
some ‘ﬁt‘ rh'&-“t‘ CUONVENtIons.

Of course, the introduction of vampires into
the mix means that we can throw a few of the
conventions out the window. The thought of an
anarch’s Caitiff buddy dying in her arms, a last plea
to “win one for the boys in the Rack” gasping from
his blood-flecked lips, is as inappropriate as it is
maudlin. Still, war is hell even among the Damned,
and it's surprising just how many of the timeless
storytelling rechniques apply to the great Jyhad.

MoneLsoFMavHEM

Betore planning her chronicle of epic conflict,
a Storyteller would be well advised to spend a
couple of weeks looking ar how other tellers of
rales through the ages and in all media have done
the same thing. Invariably, the common denomi-
nator in such stories is not the struggle itself, but
rather the ability of the reller to craft empathetic
characters and demonstrate how the horror and
stress of war affect the ourlooks of rthese characters.

Take, for example, Akira Kurosawa’s master-
piece The Seven Samurai. Fssentiallya “siege” story,
the film revolves around a childishly simple plot
— seven nomadic warriors are hired rto protecr a
village from marauding bandits. In the hands of
many other “artists,” this story has been (re)rold in
a shoddy fashion. In Kurosawa's hands, the tale
becomes a timeless treasure, simply hy focusing on
the characters and how the events of battle inter-
act (often tragically) with their personal

worldviews. Katsushiro, the eager samurai-in- train-
ing, discovers that his glorious illusions of valiant
combat are just that — illusions. Kikuchiya, a
lowborn and delusional peasant, dies a hero's death
and is buried as a samurai. Kyuzo, greatest swords-
man of hisage, falls ignominiously to a pun-wielding
brigand. Because Kurosawa toaok the time to estab-
lish his characters and make you care about them,
their triumphs and defeats in the midst of chaos
ring that much truer.

One of the key elements of this sort of thing is
that the characters and situations leading to the
struggle are built up well beforehand. This is what's
so advantageous about a Vampire siege — usually,
the conflict itself is the result of Years, ;H..‘Fh':!p.‘i
even decades or centuries, of espionage, diplo-
macy, alliance mongering and polirical
maneuvering. Thus, when the siege finally hap-
pens, it's at the climax of an established chronicle.
Everything that's happened in peacetime is mir-
rored, ruined or inverted in the cauldron of war.

The onset of a siege is a great backdrop for
tragic flaws and an effective way to bring subplots
and buried tensions to a dramaric head. By its
nature, a sect war is often the Most Important
Thing in the unlives of the local undead. Once the
struggle srarts, all lesser plats must he swiftly deale
with and resolved — all at once, usually. Is a
primogen afraid beyond all reason of fire? Have her
become trapped in her burning haven, either as a
poetic end or as 2 means for her to face her terror.
Is the anarch leader in love with both the Brujah
whip and a Sabbat paladin? Now’s when he has to
make his choice — or perhaps he walks into the
sun in despair. Has the sniveling second-in-com-
mand been itching for a chance to take out her
pack leader? There's no better time than in the
midst of a savage, chaotic melee.

War is essentially about the sudden juxrapo-
sition of real people with savage violence and
death; this juxtaposition works much better
with established characters for whom the vio-
lence is a confrontation with their own
weaknesses. The cowardly, effete Toreador
prince who meets his Final Death at the ralons
of a Sabbar pack after suffering grievous health
levels of aggravared damage — who cares, re-
ally? More interesting and evocative is the
cowardly, effete Toreador prince who's cap-
tured and subjected to brutal revenge at rthe
hands of the dread Sabbat foe whom the prince
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has teared for centuries. The cowardly, effete
loreador prince whao's assassinated in his own
chambers by his “blood bound” lover, who is
revealed to be a Black Hand remover in deep
cover — more intriguing still. And the cow-
arcdly, ettete Toreador prince who, facing the
foe he's dreaded for centuries, suddenly finds
the courage to hold off the Sword of Caine for a
few turns to let his childe escape the fray —
well, now you've got a story to tell.

STORYTELLING TECHNIQUES

The following is a list of various storytelling
[L'CL‘I'“IL]'[IL‘."\. g(]mﬂ‘ ﬂF [i,'il.':‘sl:‘ Can bc ﬂpplled Cor
any story, but most are particularly useful for
siege stories.,

Heer ant Face TURNS

In professional wrestling (which is really an
ongoing, lowest-common-denominator epic myth)
they're known as heel and face turns — those
junctures in which the purest of good guys sud-
denly “turn bad," renouncing their former
teammates and fans, or when the vilest of the vile
suddenly have an attack of conscience or honor
and come to the good puys” aid. More elitist view-
ers might instead recall Darth Vader's betrayal of
the Emperor in the finale of Return of the Jedi.

In any event, the heel or face turn, or some-
thing similar, is a staple of war stories and can
be an effective storytelling device. The stalwart
minion of The Other Side who, overcome with
respect ot love for a player's character, decides
o join thar character’s side — or, conversely, a
defender of the faith who suddenly turns traitor
— is an integral component of conflict-ori-
ented tales because it adds a dash of human
drama to the otherwise straightforward fight-
ing. Let's face it — the Sabbat Gangrel antitribu
who goes our and rips all of her foes inl,:}ﬂﬂbhﬁ‘:tﬁ.l
just like she’s expected to do, is boring. The
same Gangrel who suddenly turns on her sect
due to centuries of suppressed resentment over
i the overbearing Black Hand dominion who's
showed up to orchestrate the siege, or who
realizes thar a long-last childe of hers serves as
the besieged domain's sheriff... well, that's a
lirrle more interesting.

Of course, such changes of allegiance should
be as meticulously thought out and sensibly ex-
ecuted as they are in movies, literature and, yes,
pro wrestling. “Shock turns,” implemented for no
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other reason than because vampires are eececevil,
leave the players questioning the story's logic and
in turn ruin the precious suspension of disbelief.

GoALL Out

A siege 1s a big deal, To the lords of the
Camarilla, it's catastrophe. Even among the
most hardened war packs of the Sabbar, sieges
are momentous events that Ehdtlgc the balance
of vampiric power forever. Treat them accord-
ingly. Don't let anyone, player or Storyteller
character, escape a siege unscathed. This is the
time when you can throw rhe “personal” horror
to the wind and ger epic.

This is also the rime when important charac-
ters die, or when that anonymous vampire who's
heen kind of hanging out on the fringe of your
hand-drawn coterie chart suddenly reveals herself
as the mastermind. This is the time when wretched
anarchs carve their place in the city's power struc-
ture, and when proud primogen fall,

Al rhis drama is not necessarily synonymous
with “all the vampires face off in the middle of
downtown and proceed to get all Jet Li on each
other’s asses.” A dramatic high point can be as
simple as the entire primogen council delivering a
vote of no confidence to an established prince.

THEDARHNESS AND THE IDAWN

Generally speaking, the part of a story imme-
diately preceding a climax is also the most
desperate. As human beings, we don't really like
stories dealing with faits accompli, The invading
army who outnumbers its desperate foes ten to one,
then proceeds to... well, win, is realistic, but it’s
not what we, with our love of the |_|1'|{|t-rd-.'l-g, went
to see. We want to see a ragtag, desperate force
hopelessly overwhelmed and pushed to the brink
of despair, then somehow, impossibly, come back
to pull out the victory from defear.

This Hdnuhl':.- true in asiege. Even in Vampire,
sometimes it's llhI J_il;_'r(_l-d dramaro let [hf‘_‘ ggud guys,
or at least the lesser evil, triumph against all odds.
Hopefully, the players’ characters will be the cata-
lysts of such miraculous comehacks. Make things
look hopeless for the characrers, let them seem to
be on the verge of being wiped out, and then offer
them that faintest glimmer of hope for turning the
tide. Then, if you need to fudge a few dice rolls or
nudge the story in a certain direction for the sake
of a sarisfactory conclusion, go for it. Just don't let
the characters figure out you helped them.

the
the
the

Of course, you might want to focus on
characters’ desperate attempts to escape
inevitable victory of the Other Side and
ENsUing carnage.

A valiant but futile struggle against the
inevitable, if handled well, can be among the
most riveting and heart-wrenching of stories.
Some of the most remarkable and stirring rrue
war tales, [rom Thermopylae to the Warsaw
Ghetto, deal with doomed soldiers who, in los-
ing, made their victors earn every hloodstained
inch of their conquest.

CLASHOFTHE CHAMPIONS

We've spent much of this book relling you naot
tovrun war chronieles l‘!}' lkln,g' the chee sY route of
having the Big Bad Ass-Kickers on the Camarilla
side and the Big Bad Ass-Kickers on the Sahbat
side square off in the middle of downtown and start
whooping up on each other with Feral Claws and
Lure of Flames and rocker launchers and karanas
concealed in trench coats and God knows what
else. That having heen said, sometimes it's fine 1o
have superhumanly deadly predarors, you know,
actually fight each other. Really. It does happen. If
your siege involves a 6th-generation Gangrel with
seven levelsof Protean on one side, and an Assamite
antirribu who's been practicing swordplay since the
Crusades on the other, it's not a mortal sin to bring
the two together and let them rumble. As with any
other aspect of storytelling, it's how you do it thar
spells the difference berween Epic and Crappy
Comic Book.

It must be remembered that many elder vam-
pires spent their breathing days in eras when duels
were commonplace. In some ancient cultures, op-
posing armies routinely sent their best fighters to
face off in single combat with the champions of the
'F":'N:- SUC]T dll'&lﬁ Cl‘)l‘lll'l'lt.'lﬂ].'r' -."if_"r"r"l:'fd as a !”E’IU'L'.L‘ [N ]
[i'll;' M55 C.ﬂrl‘lbﬂfl ITL'II EI”UWE!I’.] T Si_dlf_‘ ar I..'ILII:I.L'I' [
gain a significant psychological advantage. Espe-
cially in cases in which one side is cutnumbered
bur has a few excellent combatants, a couple of
preliminary duels can improve the morale of the
“troops,” provided their side's warriors win.

In a few cases — especially if a siege has been
or promises to be costly for both sects — a duel
between champions might determine the resulr of
the siege. This is particularly dramatic when a
player’s character is one of the champions in ques-
tion. Imagine the pressure when the outcome of
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the entire sicge rests on your shoulders (and Traits).
Then again, if one of your players has built his
Brujah with Potence and Celerity up the wazoo;
maxed out his Physical Atcributes, Brawl, Dodge,
Melee and Firearms; and run amok through the
Rack for the entire chronicle (and we all know one
of these sorts, don't we!), now's a perfect time to
let him put his money where his fangs are.

Such anevent can be an excellent way to point
out the difference in mores between elders and
neonates, In a dramatic standoff in which the
Venrrue prince wouldn't dream of interfering in
the one-on-one duel between her sheriff and the
Sabbat remplar, the players' characters might be
feverishly plotting ways to do a drive-by on the
distracted combatants. Such crass behavior will
likely see the characrers branded as untrustworthy
curs even if their actions gain their side an advan-
tage. But then apain, expediency generally
supersedes honor during a war, and doubly so
during a vampiric war.

EVERYBODY §SOMEBODY

War's a big business. Even in the relatively
confined crucible of an undead siege, all manner of
things take place. Neonates scurry around the
sereets seeking sustenance or havens; ancillae and
clders deploy their human and financial capital,
wielding entire economic and social strata like
rapiers in pursuit of victory. And so, in the night-
mare of bartle, Sroryrellers can sometimes forget
that the players' characters are the most important
story components, regardless of the scope of the
j.'llllfi['!.[’l.‘i'{']'ll il rm!ml rl'lt.“'I.T!.

A siege, more than nearly any other moment
in Vampire, provides opportunities for characters
to test themselves and their limits. More impor-
tantly, it provides opportunities for characters to
matter. In a game that often stresses how insignifi-
cant the characrers are in the grand game of the
Antediluvians and Methuselahs, it can be a re-
freshing change to make a difference.

Let every character have her “do-or-die” mo-
ment — the point at which that character must
rise to the challenge of her rivals, or something
similar, Preferably, the character should face some
personal dread — an unbeatable foe, a personal
weakness, a phobia. The character with Courage 2
can rescue the chantry leader who knows the ritual
to ward off the Sabbat's ghouls — if only he can
force himself to enter the burning building where

the leader was being held. Another character has
to tace off against the foe from whom she's always
been forced to flee... or her sire, who taught her
EUEI"',.'T]'ill‘ig she knows about VAMPITIC POWET... O
her mortal lover, now undead and loyal w the
other side.

Oh, and since we're discussing the conven-
tions of war rather than horror per se, we'll acrually
say something that us rragic Whire Wolf types
rarely advise: The character — the “proragonist”
— should probably win. Screw the rragedy, and
screw the die rolls. It's just flat out more sarisfying.

An excellent example is found in The Lord of
the Rings, during the battle of the Pelennor Fields.
All through the series, Tolkien took great care to
make the reader well aware of just how terrifying
the Dark Lord's lieutenant, the Lord of the Nazgul,
was. This monster had t]uf_'_u;u'_'d the Protagonists
from the beginning of the story. Everything abour
him, from his black cloak to his burning red eyes ro
his poisonous breath to his repulsive pteradactyl-
like steed, was designed to convey the creature’s
sheer power and evil. His presence on the battle-
field sent entire armies routing in panic. And thus,
when humble Merry Brandybuck the hobbit, in
the climax of his personal story, helped in the
slaying of the fiend, the impact of the event far
exceeded what it would have been had, say, Aragormn
or Gandalf struck down the Nazgul, Although the
feat, in and of itself, did not win the War of the
Ring, oreven significantly turn the tide, it marked
the defining moment of Merry's character devel-
opment. At that moment, regardless of the ourcome
of the war irself, Merry had won his own bartle.

Of course, this is Vampire, so youdon't have to
let the characters win without a price. The Pyrrhic
victory, in which the heroes win but ar a heavy
cost, is as old as the war story iself. Even in the
Norse epics, Thor slays the Midgard serpent ar the
end of time — but is in turn struck down by the
creature’s venom.

Just how far you can go with a Pyrrhic victory,
of course, depends on your players' rastes and
maturity levels. Some players relish the thought of
their doomed Tremere character confronting the
monstrous Inconnu, hurling himselt into a magi-
cal duel that destroys the character bur fatally
wenkens the ancient creature and thus turns the
tide of the siege. Other players feel like they've just
been screwed over and put in a no-win situation.
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Note that, just as the majority of “action” in a
siege does not involve direct physical violence, so
not every “magic moment” for a character has to
involve a direct threat on the battlefield. A char-
acter who can pull off an impossible alliance with

Lupine or completely divert funds from the
enemy's Swiss bank accounts has accomplished as

much — if not more — as the puy who spends five

points of Willpower to srake the archhishop.

ANTAGONISTS

Some war stories feature the characrers against
legions of faceless Nazis or Turks or bug-people or
other goons. A few even do it well — especially if
the story is more of an introspective look at the
protagonist than an actual action tale. In Vampire
sieges, however, it's probably best to have antago-
nists — guys on the other side of the fence whom
vour players' characters can hate with all the depths
of their undead passion.

As mentioned earlier, it's probably best to
design a suitable foe, or atr least a challenge, for

each character. If a players’ character is a fence-
sitting anarch, ler him meet up with a former
broodmate who joined the Sabbat years ago and
now seeks to turn the character ro the Sabhbat
cause. If the character has sought toestablish order
and stability throughout the chronicle, ler her
confront a crazed Malkavian who delights in tear-
ing down everything the character has wroughr.
Preferably, these enemies are ones who have al-
ready been established in the chronicle, though
it's possible for a particularly loathsome rival w
come tip-roaring into the characrers’ unlives dur-
ing the siege itself.

ANcEsTRAL Foes

In the scheming world of Vampire, an actual
in-your-face siege is a pretty big deal. It's the nexus
at which a lot of pent-up issues finally play them-
selves out. And so it's not uncommeon for otherwise
uninvolved Kindred to swoop in like vultures if
they see one of their long-time foes weakened and
struggling. If, for example, the Prince of Baltimore
has made a fair number of enemies over rhe centu-
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ries, and now he's being upr{mtﬂd |:HJ-' the Sabbart,
all manner of pissed-off vampires — Sabbat, inde-
pendent and otherwise — are likely to show up for
a piece of rhe prince,

This even applies — especially applies, one
might say — to the characters. If the characrers
have an enemy, and their city is now under siege,
it's a perfect time for that enemy to petition to be
part of the siege, all the better 1o get a piece of the
characters while they're distracted. This is true
even if the enemy in question is part of the same
sect — most Kindred patiently wait for a foe's
moment of maximum weakness, then show up at
that time to deliver the coup de grace.

FrienbLy FIRE

Regardless of the circumstances of the siepe,
you can ber that there will be opportunists on both
sides who are merely there to pr[:-l'i:tee[ on the
misery. Hell, it's how the Giovanni became a clan.
During a siege, vampires come and go, the Tradi-
tions of Domain is loosened, random violence
takes place, and the authorities are too busy watch-
ing for the enemy without to notice all the
chicanery going on within their own ranks.

And chicanery there will be. Any vampire
worth her fangs almost undoubtedly uses the siege
as an opportunity to settle internecine scores or
eliminate rivals within her own coterie, clan or
sect. In a harshly run Camarilla domain, a siege
might be the only chance an ambitious neonate
gets to bump off that reactionary (or delicious)
harpy, or that neighbor with the high-rent do-
main. Assuming the characters aren’t the ones
indulging in these practices, somehbody other than
the enemy will doubtless be gunning for them at
some point during the siege. After all, most mortal
crimes of violence are commitred by persons known
to the victim. Why should it be any different
among the undead!?

THe NopLE VILLAIN

In the morally ambiguous (or bankrupt) world
of the undead, pcrhnps the title "noble antagonist”
is a better choice of phrase. In any event, the noble
antagonist is a character — usually a Storyteller
character — on the other side of the siege who is
possessed of virtues valued by the players' charac-
ters. The noble antagonist is typically honorable,
courageous and duciful — a brilliant soldier who
happens to play for the other team. Sometimes,

the noble antagonist and a character even fall for
each other — witness the erotic attraction be-
tween James Bond and Pussy Galore, or even
Batman and Catwoman,

Somerimes, the characters and the noble
antagonist can find common ground and re-
solve their differences — generally not. In the
Waorld of Darkness, the characters and the noble
antagonist usually must face off, albeit reluc-
tantly, to the death.

Corn-Hearten REVENGE AND
IonoMINtous Dereat

The flip side of the noble antagonist theme is
the opportunity to knock a birch-ass punk the fuck
out, piss blood on his patheric face, and make him
bawl like a little girl. In The [liad, Achilles didn't
just kill his rival Hector — he stripped his corpse
naked, tied itbehind his charior, drageed it through
the battlefield grime in front of Hector's entire
family, and threw the mutilated bady o the dogs.
Powerful stuff — and this sort of “eve for your
entire fucking face" revenge has been the staple of
countless stories thereafter, from comic books to
movies like The Godfather and New Jack City.

While Vampire is not an excuse to indulge in
sadism, even vicariously, we humans have a primal
reaction to this kind of Draconian vengeance.
This sort of thing goes on all the time in the world
of the undead, where Jyhad players wait centuries
to pay back their enemies for lifetimes of slights.
When they finally have an opportunity for re-
venge, most Kindred aren't likely to be too merciful.
The losers of a siege usually end up as gur -churning
examples for the survivors. In other words, while
cruel and unusual vengeance isn't for everyone,
it's a very effective tool for those coteries that can
stomach it.

Making a characrer the target of cruel revenge
is not necessarily recommended — bur if you want
the players to hate a rival for the span of the
chronicle, having them be cowed, humiliated and
generally bitch-slapped in public is definitely a
way to instill such loathing, It's also an interesring
exercise to present high-Humanity vampires with
the opportunity to wreak furious vengeance on the
most deserving of foes. Players who would burn
their entire Willpower pools rather than harm an
innocent will sometimes willingly go to surprising
lengths against the captured foe whao's been tor-
menting them for the length of the chronicle.
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THe DoppFLGANGER

A particularly fun enemy for Storytellers to
bring out during asiege story is the doppelganger
— a Staryreller character whose personality,
Traits and general “role” are similar to those of
the player's character, but who owes allegiance
to the other side. The doppelganger, upon dis-
covering her “mirror image” in the player's
character, relentlessly seeks to destroy or at
least show up this threar to her superiority.
Consider Tombstone’s Doc Holliday and Johnny
Ringo by way of example.

[n a Vampire story, a player's characrer with
status among the anarchs might find her followers
seduced from her service by a charismatic, street-
smart Sabbat Pander. The prince’s childe might
discover his nemesis in the form of a deadly pala-
din, the second-in-command of the archbishop's
own pack, The Tremere warlock might find herself
targeted by a Tzimisce koldun who's every bit as
gifted as {or maybe a lictle bit more than?) the
characrer herself.

Doppelgangers are fun — not only are they
evenly matched against the characters, but their
co-opting of the characters' “specialties™ make the
players all the more eager to have their characters
put an end to these miserable rivals.

Trarrors ann THeEIR [1K

It 15 impossible ro read military history for
any length of time without running across a
story of treason — and this is all the more true
when dealing with the wars of the undead.
Vampire chronicles are rife with treachery of
all sorts — nor only are the “normal” motiva-
tions there (power, greed, envy), but magical
tools such as the blood bond, Dominate and
Presence offer countless ways to set up all man-
ner of plausible and implausible berrayals.

Particularly in a Vampire chronicle, traitorous
characters might have been lying in wait for cen-
turies, disguised as upstanding members of the
undead community in question. Or a formerly
loyal sect member might suddenly turn his coat
during a siege irself, seduced by promises of power
or simply disgusted by his own side’s actions during
the siege.

Of course, not all treachery is the byproduct of
“enemy” action. A classic subgenre of the treach-
ery theme is “the protagonists are set up on a
mission their superiors know is destined to fail.”

This plot has been employed in works ranging
trom The Spy Who Came in from the Cold to Rambo:
First Blood Part 2 — because it’s a powerful and
effective device. In this sort of story, the charac-
ters spend much of the story trying to accomplish
something that they think is important or crucial,
only to discover that the entire task was in fact a
diversion in order for someone else to accomplish
something else enrirely.

For this theme to work ro maximum effective-
ness, of course, the characters must be given an
opportunity to discover their superiors’ treachery
and react to it. Otherwise, all the players know is
that their Storyteller sure made things miserable
for them.

[f the characters survive, this device also serves
to change the direction of a chronicle — imagine
the wrath of a coterie or pack that discovers the
prince or hishop to whom they've been toadying
tor Th{: entire L'hrr.miclq:, and whn seEnl Lh:_'m, Our to
accomplish a "vital cask,” really set them up to fail
and be slain. Such characters might willingly de-
fect to the other side of a sect siege, or at the very
least ignore the struggle in favor of taking out the
bastard who set them up.

Finally, of course, this is Vampire. The charac-
ters themselves might take it on themselves to
callously berray their sect allegiances to rake a spor
on the winning side. Not exactly heroic, but then
again, the characters are blood-drinking corpses.
And a band of quislings newly pledged to the
victorious side has plenty to do — not only are
they Public Enemy #1 in their former sect's eyes,
but their new secrmares eve them with distrusc.
They have plenty of proving to do, and probably
don'tenjoy a lot of protection from their new allies
in the process.

TypESOFSTORIES

Siege stories can involve pitched battles over
a single night or epic chronicles going on for
centuries, Here are a few examples of how games of
various lengths might be structured.

* One-shotstories rypically fecus on a particu-
lar action within asiege. Insuch a case, the coterie
has likely been brought together for a specific task:
infilcrate the opposing sect, caprure Enemy X,
bankrupt Rival Asset Y.

* A longer-term game can involve the running
of a siege from beginning ro end. Characters might
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be the agents provocateur sent into a rival territory
to sow the area for the siege to come. They might
remain there for years, even decades, insinuating
themselves into the rival society, all the while
maintaining contact with their allies on the out-
side. Finally, the siege itself hegins to take place,
and the characters must take their place with their
true sect... or perhaps they've actually grown ac-
customed to unlife in their target city and decide
to defect!

* Finally, a siege can be the event that
culminates or irrevocably changes the direction

of an existing chronicle. In some cases, a sect
struggle can be the end to a chronicle that
began before the formation of the sects them-
selves, as two powerful elders who hated each
other in Carolingian nights now find them-
selves ready for the final battle in the New
World. In other cases, a siege may abruptly
change the nature of the chronicle — for ex-
ample, characters begin the game as Sabbat, get
trapped behind enemy lines during a failed siege,
and have o exist as aurarkis for the remainder
of the chronicle.
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But these men can think of nothing but the enemy; they're
like lovers; when they say certain words their beards quiver, their
eves plisten, and their hands stroke the barvels of their rifles.

Italo Calvino, The Path to the Nest of Spiders

This appendix is a collection of odds and ends for
stories about the Camarilla-Sabbat conflict. Included
herein are a few considerarions that hoth Storyrellers
and playersshould eoncern themselves with (which is
why we didn’t hide them in the Storytelling chapter),
some loose guidelines that should serve both players
and Storytellers seeking to understand the chronol-
ogy of a midnight siege. This appendix also includes
a few remplares that can serve as a starting point for
Storyteller characters and give players some inl{[ing
of what Liully Can expect to come up against during a
siege. Players should remember, though, that the
Storyreller is well within his rights to tweak the
numbers presented — if a player designs her character
with the sole purpose of whacking a certain tribune
and he proves to be far tougher (or weaker) than the

player suspected, well, all's fair in war, or so the old
saving goes.

CoMMON GROUND

l.-.f."rhﬂ]jﬁ Et’:l]l’:it‘l.g [0 8 Commmon ]1I'Iil'|'| of 'ﬁ'il_"UL'
seems strange in a book that details how to portray
both sides of a sectarian conflict, but bear in mind
that you and your players want to have fun. It's the
characters who should handle all the fighting,
incrigue and backstabbing. If vou want to eather
with friendsand have a knockdown, drag-out brawl,
you should probably pursue another hobhby.

For a story to work well, one of the Storyteller's
cardinal principles should be to let the troupe
know beforehand the style of play thar the chronicle
will encourage. Just as people feel misled if they go
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to see a movie because of an action-packed preview
that turns out to be a .';|L‘.|'L’r'-m-.n':|ng lowve SLOTY, 80,
too, will players feel misled if the Storyeeller says,
“It's all-our war with the Sabbat!™ and proceeds to
run 4 brooding chronicle colored with treachery
and intripue.

As a word of warning here, don't think we're
telling you how to run or play your stories. You paid
your money for Vampire material, and you'd damn
well better believe that you can use it as you wish.
When we design Vampire books, we have certain
themes and ideas in mind, but we're hardly EOInE to
force you to use them. Especially with somethingso
broad as the conflict between the sects, every
Storyteller and player has her own desires for the
chronicle, and the wise troupe prepares for that
situation,

What is important, however, is to make sure
that the troupe has fun. Aveiding that initial
miscommunication is paramount. MNaturally, such
a thing is important in any chronicle, but it's
especially critical in a story in which the conflict is
so plainly stated. This isn't necessarily going to be
a soul-searching probe through the characters' psy-
ches to find out who among them is a traitor; this
is going to be a straightforward clash of ideologies,
and the blood may run in the streets, (Then again,
perhaps your story has its own subconflicts, with
traitors in the midst of the characters’ coterie and
the powers that be waiting until the last possible
moment to choose their sides, Well, hell; more
power to you. Such parancia is Vampire's stock in
trade.) Before you gacher for vour first session —
maybe even before you have the players creare
their characters — let them know what to expecr.
A character designed to wither under the loss of
Humanity he experiences in deadly cambar is out
of place in a heavily diplomatic chronicle, and a
character designed with smooth-talking diplomacy
in mind has little to do in a chronicle that requires
the characters to be bold scours sneaking into a
Sabbat city to rest the Black Hand's strength,

THe Nature oF THE CONFLICT

Une of the most important irems ro consider,
mentioned in examples above, is the type of con-
flict the chronicle will facus upon. Is combar the
most common form of conflict? If so, the players
will — rightly — want to creare characrers who
excel ar physical violence. Is combat a common

threar, bur one that the characters will want to
avoid! This provides a refreshing twist on the
combat story, but be warned that it requires a
clever Storyteller. Running forever from threats is
entertaining for only so long, and the story grows
stale if such a situation never resolves itself. If it
does resolve itself, and does so with the massacre of
the players' characters, the troupe will feel that the
story had no meaning, and thar their characrers
died with no dramatic payoff. Is the physical con-
flict merely a backdrop for the high politics of the
two sects! [f so, characters will probably create
more social or cerebral characters, with the odd
physical terror or two to highlight their capacity
for serious damage.

Obviously, there's no such thing as a right
answet to a question like this. Some fantastic
stories may be told with physical brutality at the
core of the story. Other stories may blend the three
scamlessly, using physical violence (or the threat
of physical vielence) to underpin the horror of the
serting while resolving the conflicr itself with wit
and panache in the velvet-draped halls of Elysium.

What is important, though, is making this clear
beforehand. Players who design inappropriate char-
acters will feel cheated, or grow bored, or possibly
become problem players. Storytellers who claim
one style of play but actually rend roward another
earn the resentment of their troupes and probahly
find themselves withour players.

Talk it cut with the troupe. Stick with the
decision. Feel free to alter the flow of the conflict
a bit here and rhere for flavor, but den't mislead the
group. This advice goes for players, too! Players, if
your normally cool and sedare fixer character has
suddenly had enough and snaps, that's great
explore the cost to her moralivy and let it show that
these Kindred are real personalities, and thar ev-
eryone has her limits. The same word of warning
goes to you as well as Storytellers, though — don’t
create one type of character and play him as an-
other. Mot only will the character fail to come ro
life, you'll be chearing yourself out of the oppartu-
nity to evoke a believable characrer.

A rare few exceptions to this last warning do
exist, Cerrain characters may legitimarely have
gone heyond the pale and make for great doomed
characters — so long as the player understands rhe
character's terminal nature — whoe burn out in a
blaze of violent glory. The other side of the coin
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ply seen enough pain and misery to sate them for
eternity. If players can overcome the urge to play
these characters as preachy, they can make very
compelling protaponists cursed with tragic histo-
ries. As always, the onus is on the player to make
the character believable, but the hest Storytellers
never forhid any concept out of hand. If you trust
the player, great; if not, she may need to be encour-
aged to play another concept.

Tue Tone o THE CONFLICT

Unce you've decided what form the conflicr will
take, your next step is to decide how it will be handled.

Roleplaying and storytelling games grew out of
war games, and many of them reflect their roots
with the prevalence of the combar that occurs
within them. Even so, the style of combat that
gccurs 1s just as important as how it contribures to
the chronicle. Action is not necessarily a bad
thing, even though acrual physical combat is as-
sumed to be rare in a Vampire context. Some
troupes prefer highly cinemaric combat situations,
while others prefer more realistic combar and still
others prefer to resolve the conflict in the cham-
bers of those who would never sully their fists with
something so base as a brawl.

We're just wrirers and designers; you don't
have to listen to us. Just because we want Vampire
to be a sublime game of subtlety, politics, paranoia
and horror doesn’t mean you can’t play the game in
the context you enjoy best. If katana-wielding,
flamethrowing, Discipline ninjitsu in the streets
that results in entire SWAT teams being torn to
shreds is your taste, have at it. The systems don’t
work really well for it, bur the genre can, and hey,
you like what you like.

The position raken by most of chis book is that
of the “secret war” which takes place among decid-
edly unvampiric elements of real-world cities every
right. Gang war, ethnic hostility, national strife —
any of these can work as a model for the invisible
conflict that characterizes the clash of the undead.
Not that we're condoning this sort of violence, but
s long as you confine it to the story and don't
prowl the alleys of your fair town as some sort of
self-avowed undead warrior, it's nothing mare than
words in the air.

To that end, the violence in a chronicle can
become savage and horrible, rather than fantastical

v

and commonplace. Consider a war story — but not
in the context of a comic book or a John Woo
movie. Think instead of the shock and horror a
CNM war correspondent's footage elicits, or of the
sorrow and loss evoked by the Omaha Beach scene
in Saving Private Ryan, in which valiant soldiers
hold their spilling guts with their hands or trudge
onward after having gobbets of their flesh tomn
away by shrapnel. In rhis sense, the violence he-
comes itself part of the horror. [t'snoteven “splatter”
at this point, unless you start to use such violence
as a cheap shock racric — it's the terrible truth of
a physical threar made real, a painful consequence
of being on the “wrong side,” wharever thar means
in your chronicle. This is the “default” value of
violence in Vampire; it thrills for the sake of action
and it horrifies in the aftermath. In the hands of a
skilled Storyteller, one who warches those Human-
ity, Self-Control and Conscience Traits, it also
serves to reinforce the core themes of morality and
the Beast.

Another option is to cast the violence in a
faraway and almost inconsequential light. Thisisa
wise choice for stories featuring jaded elders or
stories that focus on what the conflict means or the
backroom pelitics involved rather than the cost in
lives and unlives of the war itself. In this mode,
characters may never see violence, at least first-
hand. Final Death is little more than an entry on a
tribune's ledger or a foomote in a bitter Black
Hand dominion's request for more aid. As Josef
=talin said, "One death is a tragedy. A million
deaths is a statistic.” This is another fine venue Ly
which to illustrate degrading humanitas, elder en-
nui and the sacrifice of compassion for other goals.

As a word of warning to Storytellers, it is very
difficult ro evoke horror on this level, at least in g
conventional sense. With death ubiquitous and
the body counts of each side rising, the characters
Srow familiar with death and even CONLEMPruos
of it. A story that regards violence and casualty so,
well, casually needs to finds its horror focus some-
where else and cling to it. To do anything less
negates the theme of the game and takes nihilism
to new depths of rastelessness (which may well he
the point with such cynical Kindred).

MATTERS OF CONSEQUENCE
Hand in hand with the matter of violence
comes the question of what happens afrerward.

Amennog Tre Wan Cregr

1l

—




This isn't "what happens afterward” in terms of
healing the characters back to their full comple-
ments of health levels, but rather the less tangible
results of violenece.

Quite simply, violence is legally and ethically
wrong in most places on earth. Sure, your character
may have nine dots in his Beat the Crap Out of
Everything dice pool, but when the police respond
to a public disturbance call and find your characres
and his %-iron sparrered with sticky crimson, he'd
better be prepared to face the music.

In a game that acknowledges any level of mo-
rality av all, consequence should always follow
action, While it's perfectly acceprable for a charac-
ter to overlook the outcome of her behavior, itonly
works to the detriment of the story if the Story-
teller overlooks it,

This has all been said before, and repeating it at
length only belabors the issue. The Vampire Sto-
rytellers Handbook regards the issue as the Law of
Common Sense. In a nutshell, it's the Storytellet’s
job to dpply any consequences thatr may occur from
a character's actions justly bur firmly, Characters
whao kill wantonly go to jail. Characrers who rou-
tinely burn havens go to jail. Characrers who run
awiay from police go to jail. Jail is bad for vampires.

Inachromcle, however, the Storyteller must take
pains to apply consequences across the board, not just
with regard to violence. Social snubbing, especially of
other Cainites, is a fantastic way to eamn rivalries, and
when your rival is the dux bellorum, vou're probably
screwed. Likewise, failing to observe ritae, ignoring
prestation, embarrassing the Tremere — any breach
of custom, whether Kindred or mortal — has conse-
JHETICEs. There's nuthlng wrong with that. [t‘]dttd.
some Kindred have made names for themselves by
flouring tradition, and it's the coin of the anarch
realm. Those individuals, though, have accepred the
consequences and survived them. They can make
compelling characters if they're willing to suffer.
Spoiled characters who never want to face adversity
for their own anrics, though, are rarely compelling.

Storytellers, it is your responsibility to never
waver when considering and applying consequences.
lgmove them only when it would hurt the story otherwise.
Even in this, you must weigh your options. Sure, it
may harm the scory if the truculent Gangrel smuggler
is staked and left to meet the sunrise, but it hurts the
story more if he's allowed to ignore and abuse mighey

elders, whose personal gravity provides a sense of duty
to the rest of the coterie. The old maxim, “Don't let
them get away with murder” applics here, even if
murder isn't the issue. If a character says or does
anything untoward that might yield him the least bir
of negative actention or repercussion, make note of it
(atthe very least) and apply it when itserves the story.

THECHRONOLOGY OF
CONFLICT

Below are four timelines derailing the progres-
sion of offense and defense for both the Camarilla
and the Sabbar during times of siege. Please note
that these are tendencies, not battle plans. Neither
sect runs all of its combat by a universal playbook.
The chronology is likewise loose; a Sabbat scout
pack might decide to stage a mock assassination
before the decision is made to invade a CILy, just o
test the waters. However, the informarion pre-
sented here should give the Storyreller some idea of
whart the sects do when preparing to rake over a
city, or in defense of a domain.

THECAMARILLA

OFFFNSE

The tf.mpmcion 5 Lo compuare the Sabbat to raaches
— breed quickly, can't ever seem o kill the last one,
not too bright but good survivors, and so on. And so
you think you can go in, guns blaring, and eliminate
them all. Good luck.

— Nat Grayson, Tremere assassin-for-hire

Hardly the sect’s default state, the Camarilla is
much more effective defending territory than ac-
quiring new turf. It does, however, act instead of
reacting at times (as evidenced when it recently
took MNew York from the Sabbar). When it does,
the progression goes something like this.

Planning

®* Decisions: The final decision to “move” on
a contested city can take years. Camarilla elders
may wish to wait until a certain mayor is out of
office, but not wish to tip their hand by disposing
of him. Time eventually puts new leaders in power,
one way or another. Likewise, certain events pro-
vide cover or advantage — a festival or a city's
bicentennial may change the city’s routine for a
few nights long enough for the secr to make its
opening gambit.

Meeacr Siece
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* Favors: The currency of the Camarilla is
debt. When the sect decides to go war, the leaders
of the effort call in any favors that might be owed
them, making use of allies” resources, personnel,
Disciplines, knowledge and whatever else might be
useful. Beyond the obvious advantages that the
indebted may be ahle to offer, the leaders can
employ resources that they may or may not have ar
no real expense to themselves. During the plan-
ning stages, the elders in charge may also promise
boons and status to any who stand with them in
battle (or, more likely, represent them in battle).

* Secure the surrounding area: [t doesn't do
any good to destroy the Sabbat in Detroit if the rest
of Michigan brims with hungry Cainites. Before
staging a takeover, the Camarilla makes sure chat it
has the support, at least to some degree, of sur-
rounding cities.

* Buy the independents: Not all vampires be-
long to the Camarilla or the Sabbat. However, the
vast majority of such Kindred are self-interested
enough that they can be bought, at least enough to
stay out of the Camarilla's way. The Sabbat does not
command the marerial resources that the Camarilla
does, nor is it as willing to do favors in exchange for
cooperation. If a Sabbat-dominated city happens to
have a strong Giovanni presence, the Camarilla will
definitely try to make sure that the Necromancers
aren’t Tunning guns or information tw the Sabbat
during the coming conflict.

Opening Moves

* Politics: The local police may find levies
passed or donations made so that more officers can
be on duty at any given time. Homeless shelrers
may find that funding is suddenly available tor
more i:rm,lﬁ, which means fewer bodies on the streets
at night for the Sabbat to feed from or Embrace.
The Camarilla can make unlife difficult for the
Sabbat in any number of ways by subtly affecting
social policy.

* Rumors: The vampires of the Sabbat believe
insilly things like " Antediluvians” and "Gehenna,”
and watch dutifully for signs that the end may be
near. The Camarilla is more than capable of manu-
facturing such signs. The rumor of amystical artifact
or a powerful elder sleeping “just outside of rown”
may not fool the elders of the Sword of Caine, but
it's probably enough to get younger Cainites inter-
ested — and distracted. It's also a testament to
Sabbat vanity: Even ifsuch things as Antediluvians

existed, why would they care about New York City?
Certainly their plans would be far too grand for
such perty concerns over real estare,. ./

Attacks

* Assassinations: Random violence is not the
favored tool of the Camarilla. After all, they want
the city to remain standing until the conflicr is
over. But the Sabbat is very dependent on ritual,
and the Camarilla can exploir this by identifying
and excising the priests and other local leaders.
The Camarilla is usually careful to wait on this
tactic until after the Sabbat is busy chasing phan-
tom elders or dealing with mortal concerns. It's
difficul, after all, to make a vampire's demise look
like an accident, so by ordering a murder, the
Camarilla tips its hand.

# Foreclosures: The wrecking halls descend
on communal havens — by day, of course. The
cleanup crews typically include ar least a few ghouls
or Dominated mortals who won't panic {or take
pictures} at the sight of burning Cainites, The
Camarilla tries to make sure that destruction of
such buildings is legal — arson and terrorism invite
federal seruriny thar the sect doesn't need

» Soldiers: The Camarilla does not have the
guerrilla disposition thar the Sabbat does (deliber-
ately). Sabbat vampires are all warriors to some
degree. Therefore, any actual foot soldiers sent in
to hostile terrivory will: a) travel in groups, b) be
accomplished warriors themselves, ¢) usually in-
clude someone proficient enough at Thaumaturgy
to scare opponents, as the Sabbat have little access
tasuch mysticism, and d) always have escape routes.
Camarilla "warparties” rarely po looking for trouble,
Instead, they try to isolate Sabbar packs and elimi-
nate the members. They only rarely try to find or
destroy elder Sabbat, for reasons discussed below.

Endgame

¢ Close Escape Routes: One of the reasons that
the Camarilla takes pains to garner the support of
surrounding cities is that refugee Sabbat will flee to
those cities if the sect is successtully ousted. The
attacking Camarilla parties place sentries and depu-
ties in these cities, bolstering the ranks of those cities’
own scourges and sheriffs unrcil the refugee area is
deemed safe (which ofren takes years).

® Deals: The Camarilla doesn't usually rarger
elder Sabbat, expecting that the elders will behave
like elders. That is, the Camarilla assumes thar they
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will make deals or flee in order to save their own hides.
This isoften true. After all, a Sabbat bishop whao loses
acity tothe Camarilla isn’t making any allies and may
well face retribution from his sect. The Camarilla,
likewise, recognizes both the difficulty in finding and
destroying elders of any sect and the value of trading
secrets for anonymity.

* Leaders: The question of who will be prince
{and primogen, and so forth) of the newly claimed
domain has hopefully been resolved long before
the attack ever began. While a certain amount of
politicking is inevitable, the prince, at least, must
be firmly determined before the first shot is fired.
Any bit of hesitation or infighting is an opportu-
nity for the Sabbat. Of all considerations, though,
this one is the most often ignored, as the sect is
loathe to fill society's rosters if the society has yer
to exist

* Preparation: The Camarilla does not expect
the Sahbat to give up easily. Once the prince is in
power and has chosen his supporters and officers,
his first acr is usually to declare a moratorium on
creating progeny and on visiting Kindred. The
kindred of the new Camarilla city want to know
every other vampire in the area before accepting
new ones. Naturally, the Sabbat sends spies and
rerrorists, and may well mount a countersiege to
reclaim its city. The Camarilla does not wish to be
complacent and lazy in defending its new prize.
DerengE

If you see someone you don't know, you shoot
them, Now how hard is thar?

— Bucha, Desperado

Whether defending against an invasion or try-
ing to hold recently acquired territory, the
Camarilla's natural state is defense. A Camarilla
city under siege usually responds as follows:

The First Sign of Trouble

* Head Count: The prince and his officers take
a quick census of the city’s Kindred. Independent
clans in the area are required to make full disclosure
of their operatives (whether or not they actually doso
15 another matter). Any Kindred who has been in
town for a short time (i.e., less than a decade) is
brought before the prince (or at least the sheriff) and
“inrerviewed.”

* Warn the authorities: The Camarilla warns any
member of the mortal authorities that has ties to the sect
thatbad times are coming. This s rarely (if ever) aphone

call from the prince’s lieutenant stating “Expect a lot of
bloody, vampire-relared violence soon.” Instead, the
local police might have special seminars on occult
crime, or on the effects of certain drugs that might make
criminals stronger and more violent.

* Preserve the Traditions: Obviously, the
Masquerade is of the greatest importance, espe-
cially since the Sabbat typically makes a point of
breaking it during sieges. The prince of a city under
siege often offers rewards to Kindred who report
breaches of the Masquerade and intensifies punish-
ments of the First Tradition. However, the Second,
Third and Fifth Traditions are also enforced more
strictly than usual. Creating progeny during a rime
of war is a Sabbar ractic, and even asking for
permission to create a childe as such a time is likely
to provoke questions.

* Keep the young in line: Ghouls, fledglings
and neonates any of them can possess just
enough information to be dangerous. If a sire feels
that his young childe has not learned enough ro
conduct herself well during conflict, he may well
send heraway (or, if he's especially paranoid, stake
her and hide her somewhere) uncil the danger has
passed. Some sires Dominate their childer and
ghouls to prime them with false memories, but
since the two staple clans of the Sabbat, the
Lasombra and the Tzimisce, both practice the Dis-
cipline regularly, this is rarely foolproof. The only
true way to stop the young from accidentally re-
vealing something is to silence them permanently,
and in the cases of expendable ghouls, this is
sometimes done. Even then, the Sabbar seems to
have some way ro contact the dead, so even the
ultimate step is not without risk.

Combating the Enemy

¢ Supply lines: Since Camarilla Kindred don't
kill their vessels as often as their Sabbat counterparts
do, the Camarilla must be very careful ro maintain its
herd during a siege. After all, it's impossible to keep
the Sabbat away from people entirely, so the enemy is
always able to feed. The more circumspect Camarilla
Kindred, however, develop new feeding habits during
crises: not hunting in the same place twice, raking
victims from various social circles and so on. For
Ventrue, this can be especially problematic, but such
is the sacrifice a pood leader must make.

* Misdirection: The prince is a prominent
figure in any city, and since most visiting Kindred
are required to present themselves, hiding the
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prince's identity is futile and counterproductive.
But during a slepe, the prince often takes pains to
appear weak where she isstrongest (and vice versa)
and to distance herself from her most able suppaort-
ers, for their own sakes. If the Sabbat doesn't see o
rarget as worth striking, they focus on other mat-
ters, leaving the prince's most powerful allies intact
{an example of this tactic can be found in the
apening fiction in Guide to the Camarilla).

¢ Lightning rods: While directing atrention
away from the true powers of the city, the Camarilla
draws out its enemies. The prince may allow the
sheriff the “depurize” young, but capable, Kindred
“'h” CHTY l‘hinl-.: FE'IT th{"['['lﬁ‘.'].\'(."\? |"'l|i|.' AT ‘\tl].l. Breéen
enough to think that being singled out is an honor.
The sheriff may teach the young coterie Disci-
plines, equip it with weapons and train it in tactics
and combat. Of course, the Kindred likely suffers
when the seasoned warriors of the Sabbat find
them, but they can hold their own against mass-
Embraced shock troops. Kindred who survive this
treatment are indeed accorded respecr when the
dusr clears.

Counterattack

¢ Sabbat supply lines: Since Sabbat vampires
may feed on anyone within reach, cutting off their
blood supply isn'r easy. However, a Camarilla vam-
pire with ties to the underworld can often keep tahs
on the weapons trade in the city, and this may
allow the Camarilla to stop the Sabbar from gerting
their hands on good equipment.

* Stop the mass Embrace: The prince and rhe
primogen instruct all of the city's Kindred (espe-
cially young “deputies”) to report any sign of o mass
Embrace immediately. f the Camarilla can uncover
and stop such an occurrence, the Sabbat suffers a
[T'Iiijﬂ'l' hl'.'."l'liif.k.

* Llse the Elysium: The Sabbar assumes thart
the hidebound Camarilla would sooner meer Final
Death than risk damaging an Elysium. They are
wrong, of course. The known areas of Elysium in
the city undergo security upgrades and always have
guards on duty during a sicge. Since the Sabhat
often attacks such places, it makes sense o focus
the battle where it will be most efficacious.

Aftermath

* Pursue the enemy: Allowing the enemy to
retreat enables a game of guerrilla warfare that few
princes wish to play. Instead, they declare blood

hunts on the invaders and urge princes of nearby
cities to do the same. By driving the Sabbat as far
away as possible, the prince ensures thatitwon't be
back in a weel, rrying again.

* Convert the enemy: A prominent Sabbar
Cainite, proudly serving at the prince's side, does
wonders to weaken the resolve of his former com-
rades. This is difficult to arrange, but .\"[m|‘.-1r.' time
and persuasion can turn a vampire's loyalties if
she's sensible enough to read rhe wriring on the
wall. Narurally, she earns some very bitter en-
emies, bur if those enemies aren’t capable of
protecting their own interests in the first place...

¢ Preparation: The same steps undertaken at
the end of a successful Camarilla sicge are raken ar
the end of an unsuccessful Sabbar siege. Suppres-
sion of visitors and progeny, strict enforcement of
the Masquerade and so forth all occur — one never
knows if an attempted siege was a true grab for
power or merely a feint.

THESABBAT

OFFENSE

The very saints mterest us most when we think of
them as engaged m a conflict with the Dewil

— Robert Lynd, The Blue Lion

The Sword of Caine 1s always thirsty for bartle
and new domain. When the Sabbar goes to war, the
battle might progress (from its perspective) like this.

Planning

* Fastaction: The Sabbat rarcly allows enough
time for rumors of a coming invasion to leak o
Camarilla ears; a siege is planned and begun in a
matter of weeks.

* Movers and shakers: The Sabbar likes wo
know who the powerful players in the targer city
are. The prince and primogen are obvious rargers,
but the sheriff, scourge, harpies and any other
prominent or well-respected figure finds them-
selves in the crosshairs when the battle begins.

* Intelligence: Often, a Sabbat operative who
can hide what she is {usually a follower of the Path
of Power and the Inner Voice or the Path of the
Feral Heart, occasionally a Cainite who maintains
her Humanicy) is sent intoe Camarilla territory o
watch the Kindred. She may make “friends” and
behave like the "Kindred” of the city. But when the
revolution comes, she is expected to fight with the
rest of the Cainites.
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Opening Moves

* Destroy or replace the Nosferatu: “The first
to die in any Jyhad are the Nosferatu,” states the
Book of Nod. The reason for this is simple tactics,
namely, crippling the enemy’s information system.
The tfact thar most Nosferatu habitually frequent
the Barrens (or are otherwise loath to call for aid
from the other clans) means that a dedicated war
pack can decimate a city's Sewer Rat population in
a matter of nights if the Nosferatu are caught
unaware. The fact that a Sabbar Nosferatu and a
Camarilla Nosferatu are virtually indistinguish-
able also helps matters for the Sword of Caine.

* Propaganda: Rumors about the fate of the
prince's former allies and friends begin to circulate.
Any indiscretion that an elder or officer of the ciry
has committed comes to light again. The Sabbat
exposes the tyranny and hypocrisy of the Camarilla
for any Lick willing to listen (or not). The Sabhar
won't win many converts, but the poal here is to
convince Kindred who would otherwise stay and
fight te flee when the real conflict begins.

* Methodical chaos: Gruesome, beyond-the-
pale, just slightly supernatural murders may crop
up weekly. Cars burn in the parking lot of the
Elysium. Gang violence explodes for a weekend.
The Sabbat rarely rargets vampires at this stage —
it's testing the prince's power. The invaders note
how quickly the Camarilla responds, and how ef-
tectively, By gauging where the prince is weakest,
1}'.:_-'!.' know where to serike. E,ikt,:wisg:, I'ul:,r gltrncl-;i:n!,___r
places or people that hold special, personal signifi-
cance to the prince, the Sabbar drives his Beast
closer to the surface and makes him prone to snap
judgments and mistakes.

Attacks

* Mass Embrace: This infamous tactic is some-
times the first real proof of a Sabbat presence in a
city, By then, it may be too late for the Camarilla
to mount a defense. Most shovelheads are nor
expected ro survive the war, but they make fine
shock Lrosops,

* Break the Masquerade: While our-and-our
breaches of the First Tradition are frowned upon by
the Sabbat, earning the attenrion of the local
police (and press) stirs up rrouble for both Camarilla
and Sabbat, By drawing hunrers ro the city, the
Sabbat encourages some of the less loyal (but more
self-interested) Kindred to leave. Likewise, if the
police are looking for a “vampire-inspired serial

killer,” they might well connect che case with any
past indiscretions that Camarilla Cainites have
committed in the area.

® Mock assassinations If a vampire maintains a
mortal fagade, the Sabbat can end it with a few
gunshots and a call to the police. If a crowd of people
sees someone shot multiple times, fall down, be
pronounced dead by a medic and raken away in an
ambulance, that person had best not be seen walking
around again the next night. This tactic not only
demolishes a vampire’s influence or fame (as well as
reducing ordestroying the appropriate Backgrounds),
it renders him helpless for a short time. At least one
Sabbat pack has hijacked an ambulance and conve-
niently been in the area moments afrer the shots
rang out. See Chaprer Two for more examples of
these tactics.

Endgame

* Attrition: The Sabbat encourages conver-
sion hut does not make deals. For the most par,
Sabbat Cainites slay any Camarilla Kindred they
discover, sack the prince's haven and keep prison-
ers only long enough to determine if they would
make willing Cainites. Elders or ancillae rarely
survive successful sieges without fleeing, if for no
other reason than young Sabbat wish to feed on
their potent blood.

* Ritae: The rituals of the Sabbat take on
special importance after asiege. A Blood Feast acts
as a celebration; the Vaulderie cements rhe loyalty
of new recruits. Sermons of Caine show the priest
who knows their rhetoric and who doesn't — and
those who don’t may not be Sabbar ar all.

* Power vacuum: While the Sabbat as a whole
paints itself as being “above” the mortal world, the
hard fact of unlife is that morals rule the world.
Having power within their institutions is of preat
benefit. The masters of the Sabbar, the Lasombraand
the Tzimisce, have covertly ridden the wave of mortal
climes for centuries. So, when a prince is deposed
(and probably summarily diablerized), the elders of
the Sabbat set to taking over his former interests. A
siege in which the mortal power structure remains
intact arrraces less recribution from other Camarilla
cities, not to mention from mortal hunters,

DEFENSE
War does not determine who is vight, only who is left,
— Bertrand Russell
The Sabbat isn't often on the defensive. The
Camarilla takes years to mount an artack, afrer all.
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But when the Sabbat finds itself besieged, things
may progress this way.

At the First Sign of Trouble

* Embrace fodder: If the Camarilla is busy
dealing with slavering hordes of fledglings, it prob-
ably won't see the stronger troops sneaking around
its back. The fact that the Sabbat is on home turf
makes this easier, as they know locations to con-
duct mass Embraces thar won't attracr arrention.

* Rhetoric: The priests and bishops indoctri-
nate the yvounger Sabbar very thoroughly with talk
of “duty to the Sabbat,” “fighting to keep our
havens” and, if necessary, “taking the enemy with
us.” Liberal use of the Vaulderie, perhaps the dis-
L‘ﬂ"-"cl",' llnd execution Uf:tl.']l: tralbor [H SCene H]ﬂl’lg
the linesof the brutal “confession” found in George
Orwell's Animal Farm would not be out of place
here), and stories and examples of valor in the
sermons of Caine all serve to motivate the sect's
warriors ro sray and fighr.

* Chaos tactics: A raging gang war breaks our.
The moral sherifi-elect is assassinated in his own
cat, parked in his own driveway. A major historical
landmark burns to the ground. The Sabbat isn't
above amputating a finger to save the arm, so to
speak. Anything “old guard” that the Camarilla
might use to its advantage is fair game for descruc-
tion, if by destroying it the Sabbar can rhrow its
attacking enemies off guard or demoralize them.

Combating the Enemy

* Fighting in the streets: The Sabbar is usually
SUperion in L]urright combar to the Camarilla, espe-
cially on familiar turf. When the Sabbat must
defend said tord, it prefers to do it on its own terms
— that is, brutal combat. Sabbat Cainites try to
lure Camarilla coteries into ambushes, trap desper-
ate Kindred away from their havens and disappear
before the police show up.

* Elders disappear: Never let it be said that the
Sabbat is composed of fanatically loyal thugs who
would give their unlives for the cause. This is some-
what accurate when discussing Sabbat neonartes, bur
few elders of the sect have the desire meer Final
Death, noble or otherwise. Said elders go to ground
when the fighting becomes intense, communicating
with their undurlings through trusted emissaries or
even less traceable means.

* Suicide tactics: As mentioned above, the
sabbar is quite willing to make sacrifices. Whether

it's a predawn run thar leaves all parties involved
scrambling for cover as the sun creeps up or a
psychopathic Cainite wired with explosives leap-
ing into the fray, the unlife of one warrior is quite
worth the ongoing victory of the Sword of Caine.

Counterattack

* Weathering the storm: For the most part,
the Sabhat does not strike back ar the Camarilla
until after a siege is over. Since the Sabbar lacks
the intellipence-gathering abilities of the Camarilla,
it rarely has enough information to make good use
of counterstrike tactics while defending a city. The
Sabbat would rather repel attacks, build strengeh
and contemplate revenge later.

® Siege tactics: Not to say, of course, that the
Sword of Caine sits idly by while the pawns of the
Antediluvians artack them! Several of the same
tactics discussed under Offense, above, work well
for the Sabbar as defensive stratagems, too.

o Call to arms: Since Sabbat Cainites Embrace
trequently in times of war, cities that have been
Sabbat strongholds for many years tend ro have
more vampires than they can easily support. In
times of need, a besieged Sabbat city puts in a call
to other Sabbar cities, requesting rroops. The
chance for bloodshed and diablerie means that
they rarely have trouble finding help.

Aftermath

* Bulwark: After repelling an arrack, rthe
Sabbat does not pursue survivors beyond city lim-
its. It knows that dividing forces too much means
a window through which another invading force
might slip. Instead, the Sabbat looks for ways to
righten security in its city.

* Figurchead victory: The elders emerge, with
the head of a great foe or some other trophy, and
soldiers talk of how rthey couldn't join their broth-
ers on the frontlines because they were thwarting
the real danger from behind the scenes. This is
typically accompanied by various celebratory ritae
and some tangible proof of the battle won.

* Escape Routes: If things do not go well and
the Sabbartis ousted, the elders and the more canny
neonates fall back on prearranged plans to leave
the city. Often, they scatter to other Sabbar or
conrested cities and use the Sabbar’s defeat at the
hands of the Camarilla to bolstes Couragre and fury
in their compatriots, the better to begin a siege to
retake the city. And it begins again....
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TeMpLATE
CHARACTERS

The following characters are included as guide-
lines for Storytellers and players. Some of these
archetypes have appeared in different incarnations
in other books, but these interpretations of them
are built especially for sect war situarions. That
doesn't always mean they’re tougher in combar. ...

Storytellers, feel free ro adapt these characrers to
suit your chronicle. You should resist the urge to
“throw a templar” at the coterie, but should you find
yvourself in immediate need of a character type, these
should work effectively. You may wish to alter Trait
scores to reflect the strength or weakness of the
coterie. Also, because players are sneaky sons of
bitches, you might want to adjust the scores here to
keep them on their toes in case they've read this book.

Flayers, we've said throughour this book that
turnabout is fair play. Go ahead and read these, but
always remember three things. First, don't read
these with the intent to build a character to beat
them; use them instead as guides ro whar abilities
work in the context of a siege. Second, know that
your Storyteller has license to adjust the informa-
tion as presented. Vampire is a horror game, and
much of that horror comes from ’r'n-.:ins_: the un-
known. If you look at these characters as simple
foes to be slain, and you're reading this to learn how
to defear them, you're doing a grave disservice to
the genre and to the Sroryreller’s efforts. Third, if
you are the kind of stink-o secret-reading cheater
wha does this sort of thing regularly, your Story-
teller probably knows it and suspects you of it, and
he's going to be coming after you with a VENEeance.
[.J'\.”.JLi ||JL,L...

CAMARILLA TEMpPILATES

When it comes to the matter of sieges, the
Camarilla often takes a conservative role. Unless ic's
absolutely necessary to react otherwise, the sect goes
about its business as normal, trusting in its own
entrenched power structures and webs of influence o
weather a Sabbat incursion. More often than not, the
Camarilla names wartime officers, only to tread water
and allow the Black Hand to tear itself apart. In times
when the Camarilla is prodded to action, though, it is
an implacable foe. In addition to its ties to the mortal

world, the Camarilla has an unparalleled willingness
to suffer in order to exhaust the opposition.

On the offensive, the Camarilla tends to favor
stealth over brutality at least in the initial
stages. Once the sect has successfully wound irs
roots into a city's infrastructure, it spares little
effort in rooting out opposition. From the ranks of
these Kindred warriors come the diligent scoutges,
sherifts and councilors; after all, what better wav ro
prove oneself to the primogen-to-he than in the
crucible of war? Note thar the remplates below
wotk equally as well on the offensive as they do
when defending.

TRIBUNE

Background: The tribune is the Camarilla’s her-
ald of conflict. He makes formal declararions of war,
moderates councils with elders and primogen, and
keeps channels of communication open with Kin-
dred on the “right” side of the siege. Although not
every prince {or dux bellorum, see below) appoints a
tribune, they do appear more often than not. Indeed,
the office is almost never neglected in the Old World,
though a New World prince may choose not o
bother. Most often, tribunes are ancillae who look at
the role more as an opportunity than a prudging dury.

Image: Much of the ribune’s work is social, and he
looks the part. Immaculare grooming, a fine wardrobe
and a serious demeanor all combine to make others rake
the rribune's words seriously. He exudes an aura of
importance and formality that sugpests not heeding his
advice is tantamount to joining the Sabbar.
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Roleplaying Hints: You have been given 2
grave responsibility, and nothing will stop you
fromseeing it through. It is a grear sacrifice — some
others see you as a glorified roady, while others
would rather commence to fichting rather than
listening to some Lick in a snit's call to rally. Scill,
your office is important, and the others will accept
that before the siege ends.

Clan: Toreadaor

Nature: Competitor

Demeanor: Architec

Generation: Yth

Physical: Strengeh 3, Dexterity 2, Stamina 3
Social: Charisma4, Manipulation 4, Appearance 3
Mental: Perceprion 3, Intelligence 3, Wits 4
Talents: Alertness 2, Athletics 1, Empathy 4, Fx-
pression 4, Grace 2, Intimidation 2, Leadership 3,
atyle 2, Subterfuge 4

Skills: Crafts 2, Drive 1, Etiquerre 3, Firearms 2,
Melee 1, Performance 2, Scealth 1

Knowledges: Academics 2, Bureaucracy 3,
Camarilla Lore 1, Compurer 2, Finance 2, lnvesti-
pation 3, Linguistics 1, Politics 3

Disciplines: Auspex 3, Celerity 2, Dominate 1,
Fortitude 2, Presence 4

Backgrounds: Allies I, Contaces 2, Herd 1, Influence
|, Mentor 2, Resources 3, Betainers 1, Scatus 2
Virtues: Conscience 2, Self-Control 3, Courage 3
Morality: Humanity 6
Willpower: 6

SEROEANT-AT-ARMS

Background: [n some ways, the sergeant-at-arms
is simply a martial tribune, and a prince may appoint
ome instead of a tribune. The sergeant’s duties are the
same as the tribune’s, though the sergeant often takes
part in the physical conflicts of the siege itsell. Most
princes hesitate o name sergeants-ac-arms because
doing so tends to polarize the remaining Camarilla
Kindred — the prince's domain, with its scourges,
sheriffs and sergeants rends to resemble a junta, how-
ever short the conflicr lasts. Sull, in some cases,
naming a sergeant-at-arms is just what the city's
Kindred need ro prod them into action (sometimes on
pain of Final Death). Like the tribunes, sergeants are
often ancillae, though some princes appoint multiple

neonates to the position in times of desperate need
Image: The sergeant has a commanding pres-
ence that inspires respect as well as fear. While the

tribune's respect stems from his connection to the

halls ot power, the sergeant’s comes from his capac-

ity to deliver decisive violence.

Roleplaying Hints: Might makes right, and thart's
just what the prince told vou to let everyone know. If
they're not for you, they're against you, and if they're
against you, it's time to kick ass. A city threarened by the
Sabbat doesn’t have any place for fence-sitting oppor-
nists. [t's yvour job to galvanize the Kindred against the
outside I‘|‘:1'1.':!l'. whether 2y TeCH |g]1i:q_' 1t OF nok.

Clan: Ventrue

MNature: Director

Demeanor: Judpe

Generation: 10th

Physical: Strength 4, Dexterity 4, Stamina 4
Social: Charisma 2, Manipulation 2, Appearance 2
Mental: Petception 3, Intellipence 2, Wits 4
Talents: Alertness 3, Arthletics 4, Brawl 4, Dodge 3,
Empathy 1, Intimidation 4, Leadership 2, Streetwise 3
Skills: Crafts 3, Drive 3, Firearms 3, Melee 4
Security 2, Stealth 3, Survival 3

Knowledges: Academics I, CamarillaLore 1, Com-
puter 2, Investipation 3, Law 3, Medicine 2
Disciplines: Auspex 1, Dominate 3, Forritude 4,
Potence 3, Presence 2

Backgrounds: Allies 4, Herd 1, Mentor 2, Resources 3,

Retainers 1, Status |

Virtues: Conscience 2, Self-Conrral i, f‘.ruur;lf__{c 5
Morality: Humanity 5
Willpower: 6
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Dux BELLoRUM

Background: The dux bellorum is the “com-
mander in chief” or master of wartime ceremonies
in a Camarilla city. This is most often the prince,
but in certain cases, the Camarilla may send one of
its high-ranking members to overrule the prince.
This is rarely done, and the precedent for it is grim

a city has to be all but overrun. Even then, once
the Camarilla sends a justicar or someone like the
warlord Karsh, the prince can rarely reestablish his
claim of domain afterward. After all, if the prince
was s0 weak that he needed outside assistance to
protect his claim, his princedom is probablya paper
tiger. For this reason, the Camarilla is typically
loath to assign a dux bellorum because it under-
mines the stability of the city even after the
immediate Sabbat threat has been dealr with.

Image: The dux bellorum is a veteran of both
battles and negotiations. She wears herscars as badges
o |'.\'n--'-. l&'LLI.HE: those il:l'uur‘h] -'n-.;r 'knnv.' th;{t 5[1(:'5
carned the right of sovereignty in times of war. Her
dress iz a blend of modern sensibility and restrained
brurality — it won't do to be caught by witch-hunters
on the night of her greatest vicrory.

Roleplaying Hints: You are an expert in the
matters of war, and if others don’t see it, then they
willlearn the hard way. The position of dux bellorum
is not thar of a consultant, and you expect obedi-
ence. Atfter you've done the job and returned to
your haven, they can say anything they want about
you, but while you're in town, they had best be

ready to follow you into hell without the slightest
protestation. If they're not ready for thar, you have
alirtle discipline to enforce before getring started. . .
Clan: Brujah

Nature: Competitor

Demeanor: Masochist

Generation: 8th

Physical: Strength 5, Dexterity 4, Stamina 5
Social: Charisma 4, Manipularion 2, Appearance 3
Mental: Perception 4, Intelligence 3, Wits 4
Talents: Alermess 4, Arhletics 2, Brawl 5, Diplomacy 3,
|')¢3t'|g1‘. 4, E}Lpru:ﬁiun 3, Interrogation 3, Intimidation 4,
Intuition 2, Leadership 4, Subterfuge 3

Skills: Crafts 3, Drive 4, Firearms 4, Melee 5,
Security 2, Seealch 1, Survival 5

Knowledpes: Academics 1, Camarilla Lore 2, Com-
puter £, Finance 2, Investigation 4, Law 3, Linguisrics 3,
Medicine 2, Politics 3, Sabbar Lore |

Disciplines: Auspex 2, Celerity 4, Dominate 1, Forti-
tude 3, Obfuscate 2, Potence 4, Presence 4, Protean ?
Backgrounds: Allies 4, Contacts 2, Herd 3, Mili-
tary Force 2, Resources 5, Retainers 3, Starus 4
Virtues: Conscience 1, Self-Contral 4, Courage 5
Morality: Humanity 4

Derangements: Obsessive/Compulsive

Willpower: 7

War Counciior

Background: The duties of the prince are larcely
peaceful — cities thar exist in a constant stare of war
rarely have a prince, but rather a long list of would-be
claimants to that title. That being the case, war isn't
always the prince's forte. Many princes enlist the aid
of their compatriots, from tested advisors to mentors.,
The war councilor is one such consultanr. He may be
the prince's sire, an acquaintance from centuries ago
or simply a mercenary captain hiring his expertise out
to the highest bidder. In any event, the war councilor
advises the prince (or dux bellorum) on tactics, strar-
epy, puerrilla techniques and special circumstances.
[ndeed, an especially enthusiastic war councilor may
even take part in the skirmishes themselves.

]magﬁ: Tht' War i:"l.ﬁL[]'ECiin 15 very '['I.ILIC]:'I IE'.IL" I.'Ii JATY
old chamberlain. Veteran of more conflicts than most
Kindred could hope to survive, the councilor is hard-
ened and more than a bir weary. Still, the price for
failure is high, and many princes are willing to pay to
avoid such failure, so the war councilor stretches his
creaking limbs to consult on another engagement.
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Roleplaying Hints: Prestation, hunting grounds,
notoriery, even cash — all of these motivate you to put
vour knowledge on the line and help princeswho have
need of you. You've pushed your luck too many times,

of course, and one night it's all going to finally come
to an end for you. When that night comes, though,
vou'll drag as many Sabbat screaming into Final Death
as you can.

Clan: Malkavian

Mature: Fanaric

Demeanor: Martyr

Generation: Bth

Physical: Strengch 3, Dexterity 3, Stamina 5
Social: Charisma 4, Manipulation 4, Appearance |
Mental: Perception 3, Intelligence 4, Wits 4
Talents: Alertness 2, Brawl 3, Dodge 3, Empathy 3,
Expression 2, Intimidation 4, Intuition 4, Leadership 3,
Streetwise 1, Subterfuge 4

Skills: Animal Ken 3, Crafes 5, Drive 1, Eviquerte 3,
Firearms 1, Melee 4, Performance 3, Stealth 1, Sur-
wival 3

Knm‘hﬂl‘g{*s: Academics (humanities) 4, Camarilla
Lore 3, Finance 3, Investigation 4, Law 4, Linguistics 3,
Tolitics 4, Sabbat Lore 3

Discip]ines: Animalism 2, Auspex 5, Dementation 2,
Diominate 3, Fortitude 4, Obfuscate 4, Potence 2, Pres-
ence 3

Backgrounds: Allies 4, Contacts 3, Mentor 3,
Military Foree 3, Resources 3, Retainers 1, Status 4
Virtues: Conscience 2, Self-Conrtral 2, Courage 4

Morality: Humanity 5

Derangements: Fugue, Self-Annihilation Impulse,
Disassociative Blood-Spending

Willpower: 6

VIzZIER

Background: The Camarilla’s list of advan-
tages over the Sabbat is subjective — while the
ivory tower exalts its conservarism, so does the
Sword of Caine favor its radical bent. The Camarilla
prides itself on 1ts complex social structure while
the Sabbat champions its members' freedom. One
aspect for which the Sabbat cannot answer back so
readily, however, is the Camarilla’s (i.e., Clan
Tremere's) proficiency with blood magic. The vi-
zier is a wartime advisor skilled in the art snd
application of Thaumaturgy. Such an expert can
take many forms, from the wizened scryver using the
art to unearth the enemy’s secrets to the alchemisi
planning on poisoning the enemy's blood supply to
Fl"ll."-“ VEeTeraln sarcerel |"'1|[Ig|||L I.]I'l'..".l'l ||"|l\.,,' I-.\.l!""l'df
with pillars of flame. While few of these last survive
for too long, the fact that rthey exist ar all is a
testament to the versatility of blood magic — and
toits vastutility in a siege. Mercenary sorcerers can
command grear prices, while those acting in the

interests of their own city no doubr harvest the

prestarion and starus associated with the tritical
role r!w.;.- 1‘}];15'.

Image: The nights of the cackling wirch arn
long over
suits and luxury sedans so favored in the mortal

- the modern vizier affects the business

Ao THe War CHes

121




world, Thaumaturgy is by nature an academic art,

and the vizier looks like she could fit with equal

case at the head of a ;'JI'|1Tr'.ﬁ:"41r"-.4.,!".|:..-;|-|u|1'. or behind

a mahogany desk in the CEQ's office.
Roleplaying Hints: Unlife under the Sabbat

idt.'t'-lu:.[*,.' would be such an inefficient waste. lts

members are lictle more than blood-soaked sav-

ages. With your refined art, however, and the

stability afforded by the Camarilla's social order,

Kindred of the modern nights need not worry about

such heathens. Why, sure, you've acquired a favor

or two over the course of the siege, but what should

one expect in a situation that requires one to risk

her unlife!

Clan: Tremere

Nature: Survivor

Demeanor: Perfectionist

Generation: Yth

Physical: Strength 2, Dexterity 2, Stamina 3

Social: Charisma 2, Manipulation 4, Appearance 2

Mentak: 'Ferception 5, Intellipence 5, Wits 3

Talents: Dodge 1, Empathy 2, Leadership 1, Sub-

terfuge |

Skills: Animal Ken 1, Crafts 3, Drive 1, Etiguette

2, Firearms |, Security 1, Survival 1

Knowledges: Academics 4, Computer 1, Finance

1, Investigation 3, Linguistics 3, Medicine 2, Oc-

cult 5, Polities 1, Science 2

Disciplines: Auspex 4, Dominate 2, Forrirude 2,

Thaumaturgy 4

Thaumaturgical Paths: Path of Blood 4, Pach of

Conjuring 3, Path of Curses 3, Hearth Path 2
Backgrounds: Allies 2, Resources 4, Status |
Virtues: Conscience 3, Self-Contral 3, Courage 3
Morality: Humanity 6

Willpower: &

LoRrnporFTHE CLUTCH

Background: The Nosferatu are masters of the
animal realm, a fact thar is all oo often overlooked.
In this sense, the beastmasters among the Sewer Rars
can provide untold versatility in their roles as scouts
and soldiers. Flies buzz in and out of Sabbat war
councils with informarion gleaned therein. A pack of
pestilential rats brings down an overconfident scout
making his haven in an abandoned tenement. A
ghoul mastiff drives a Sabbat assassin from his hiding
place in the prince's mansion. Do the lesser beasrs of
the night do this of their own volition? Certainly not

— the wise soldier thanks the Nosferatu maseer of
animals for his effores,

Image: Twisted and profane, this Nosferatu
looks even less human than his bestial charges. His
back hears a perennial hunch and rufes of hair burse
forth from his malformed head. He hides the less
presentable bits of his body beneath s mildewed
cassock. .. or perhaps that's where he hides a nest ot
ircching lice.

Roleplaying Hints: Despite the fact that these
{'1“."“3 |\,-|1|r~.'|g|l,_]H ||'||.||.._'|\ ':,-'l.!ll._l, al t"'-.t'l':,' CLIT, sOmeon:s
needs to keep the ciry from falling inta the ralons
of the Sabbat. Hell, it’s not like you can't turn your
pretty brood on them after the whole mess seccles
down, You're in this for yoursell and for your
charming pets — that's the only reason you don't
want this city under Sabbat dominion. They'd
burn you to ash or guzzle your blood. At least the
Camarilla Licks leave yvou to your own devices.
Clan: Nosferatu
Mature: Curmudgeon
Demeanor: Deviant
Generation: 12ih
Physical: Strength 3, Dexterity 2, Stamina 3
Social: Charisma 1, Manipulation 4, Appearance 0
Mental: Perception 4, Intelligence 2, Wirs 4
Talents: Athletics 2, Prawl 2, Dodee 2, Empathy 1,
Expression 1, Intimidation3, Streetwise 2, Subterfuge 1
Skills: Animal Ken 4, Crafts 2, Stealth 4
Knowledges: [nvestigation 2, Medicine 2, Oceule 2, Polities |
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Disciplines: Animalism 4, Obfuscare 2
Backgrounds: Herd 3, Retainers 3

Virtues: Conscience 3, Self-Conrtrol 3, Courage 4
Maorality: Humanity 7

Willpower: 4

Spw-Doctor

Background: You can tell when the Sabbac rolls
intaa city — the fire deparement’s suddenly working
avertime, the state-funded hospitals see an influx of
patients missing limbs, and the white kids in the
suburhs suddenly have drug problems. The spin-doc-
tor specializes in keeping all of the potentially damning
informarion out of the papers and off the evening
news, or at least puts a slant on the stories that leads
people not to take them seriously. On the offensive,
the spin-doctor pushes through stories that lead o
increased policing and social rejuvenation — but not
enough so thar it would be difficult for Camarilla
Kindred to make a place for themselves.

Image: The spin-doctor sits at the front of all
the press conferences (all the press conferences
that take place after dark, thar is). She's an unas-
suming woman, 2 bit rumpled in her appearance,
but no more so0 than any copy editor who's been
burning the midnight oil to make sure the story
that hits the presses includes everything it needs to

- or omits everything it needs to omit,

Roleplaying Hints: Your cell phone rings con-
stantly. Sodoes your beeper. Your instant messenger
accounts deliver a constant barrage of sound bites
and terse questions, From the moment you wake up

uncil the moment you sink into cold sleep, you're
conferring, editing facts, omitting “exaggerations,”
and keeping the local media from becoming “the
tabloid mess it's threatening to become! Are you
people journalists or pulp writers! A headless body,
for chrissakes! They can go through the public
records if they want to read that lurid shit!”
Clan: Tremere
Nature: Conformist
Demeanor: Tradirionalist
Generation: 11th
Physical: Strength 2, Dexterity 2, Stamina 3
Social: Charisma 3, Manipulation 3, Appearance 2
Mental: Perception 3, Intelligence 3, Wits 4
Talents: Alertness 2, Dodge 3, Empathy 3, Expres-
sion Z, Streetwise £, Subterfuge 3
Skills: Drive 3, Etiquette 1, Firearms 2, Performance 1,
Security 2, Seealth |
Knowledges: Academics 3, Computer 2, Investi-
gation 2, Law 1, Politics 2
Disciplines: Auspex 3, Dominate 3
Backgrounds: Contacts 5, Fame 1, Influence 1,
Resources 4, Status |
Virtues: Conscience 3, Self-Control 4, Courape 2
Morality: Humanity 6
Willpower: 4
SOCLALITE

Background: Thisisn't the dark ages — people
don't toil in the field all day and go o bed at
sundown in preparation for the next back-breaking
day. People go out, and everyone knows it's more
fun to be with some people than with others, The
socialite is always among those “in" people, gener-
ally because he's one of them himself. Always clad
in the latest of fashions, always in possession of the
latest designer drug, always at the latest gallery
openings and latest shows, always in the latest
German car, always dating the latest model, the
socialite can always have some unsuspecting Kin-
dred banned from a club or thrown out by securiry.
On the other side of the coin, he can focus the
attention of an entire city's sociery on the next “it"
guy or girl — and thar attention can become quite
uncomfortable if the person in question is among
the Damned.

Image: Halfway between the putter and the
stars, the socialite can hobnob with high society o
slum glamorously with the dregs. Whatever he
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does, he does it looking like he's ready to be shor for
the cover of a magazine. His demeanor is cool and

nonchalant, and he moves as if L*'.'l:ryl:hinf__[ he does
was direcred by a photographer. Whatever he's
doing to that girl right now she's positively
swooning — even that's got panache.,

Roleplaying Hints: You are the party, and
everyone loves a party. Those who can't handle i
can fuck off. Those who can handle it taste a little

of the limelight themselves, And yes, as a matter of

tact, you are the one who decides whether they can
or can't handle ir. .
Clan: Venrrue

MNature: Bon Vivant

Demeanor: Gallant

Generation: 10th

Physical: Strenpch 3, Dexrerity 3, Stamina 2
Sacial: Charisma 4, Manipulation 4, Appearance 4
Mental: Perceprion 2, Intelligence 2, Wirs 3
Talents: Empathy 4, Expression 3, Intimidation
{snubbing) 4, Streetwise 3, Subterfuge 2

Skills: Drive 2, Etiquette 3, Firearms 1, Performance 3
Knowledges: Academics 1, Finance 3, Politics 2
Disciplines: Dominate 4, Presence 4
Backgrounds: Allies 5, Contacts 3, Fame 2, Herd
4, Resources 4, Status 2

Virtues: Conscience 1, Self-Control 2, Courage 2
Morality: Humanity 4

Derangements: Gluttony

Willpower: 4

SABBAT TEMpPLATES

No one welcomes the possibility of cenflict
with the Sabbar. The sect’s soldiers are fanarics,
terrors of the night who gladly abandon the bloody
shreds of their mortal lives to win the holy war that
threatens to consume the world. Brutal and vio-
lent, the Sabbat is not averse to sacrificing irtself for
its greater goals — parts of itself, at least. At the
highest echelons, the elders of the Sabbat are little
different from the elders of the Camarilla, ar least
in their desires and methods, Although the Sabbar
may choose to forsake its humanity actively, elders
in that idiom differ little from Camarilla elders
whose age and alienation from humanity often
engenders the same result.

On the frontlines, however, anyone at war
with the Sword of Caine can trust it to fight with
fang and ralon until its bloody Final Dearh. Sabbar
Cainites are masters of puerrilla warfare, wherher it
happens with firearms in the streets or in the halls
of a doomed Elysium. Its members range from
murderous thugs to devout prophets — all of whom
would jump ar the chance to tear an enemy apart.
Even those who don’t subscribe to the propaganda
that makes up the sect’s ideology often rise to the
fight. For some, bloody combar is its own end.

Of course, this viciousness rarely lends iself as
well to defensive postures as it does o offensive
efforts. True, the Sabbar fights with tenacity when
cornered, but its frenzied members often lose sight of
their larger purpose when charged with defense. Packs
guarding locations can be drawn away from their
posts if poaded with a fight; individual Sabbar can be
fooled or ambushed if they think they have the upper
hand. When fighting the Sabbat, the clever Kindred
draws the sect away from its strengths, isolating and
ultimarely convincing it vo destroy ieself.

War HEroO

Background: Bane of the Camarilla, drinker of
Cainite vitae, killer of foes, the war hero rides the
crest of the Sabbat's wave, following it wherever it
takes him for his next fight. Not so much a master
of tactics as he is a fiend of vicious cunning, the war
hero specializes in turning the Camarilla's plans
against it. Let them plot and maneuver in their
back rooms! None of that will mean a damn thing
when they find themselves chased from their ha-
vens by the war hero, with a hatchet in one hand
and a complacent elder’s head in the other. So
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much of the Sabbat's effort is built on the hacks of
True Sabbat like this — and their unlives rend o
he short enough that the elders don’t have to
bother with any long-term recognition.

Image: The war hero looks like trouble. His
clothes are a patchwork of tough fabrics and leather
that serves as armor and, well, anything he takes as
a trophy or sees on a clothesline that he likes. His
face is pale and his eyes have sunken into his head,
the price ome pays for a dwindling humaniry. He
may have once been precty — or even plain — but
now he has become a cadaverous horror.

Roleplaying Hints: You're just doing what
they told you they wanted you to do. As it turned
out, you were good at it — the ass kicking, that is.
Now that you've dealt with this whole “vampire”
thing a little, you see that they're using you, but
that doesn't bother you too much. Hey, what's the
fucking problem — they get what they want, you
get whar you want, and everybody's happy, right?
Clan: Lasombra
Nature: Competitor
Demeanor: Bravo
Generation: 10th
Physical: Strength 4, Dexterity 4, Sramina 4
Social: Charisma 2, Manipulation 2, Appearance |
Mental: Perception 2, Intelligence 2, Wits 3
Talents: Athletics 3, Brawl 4, Dodge 2, Intimida-
tion3, Streetwise 2, Subterfuge 1

Skills: Animal Ken 2, Crafts 2, Drive 1, Firearms 1,
Melee 3, Stealth 2, Survival 4

Knowledpes: Linguistics |, Occult 3
Disciplines: Animalism 1,
Obrenehrarion 1, Potence 3, Protean |

Dominate 1,
Backgrounds: Conrtacts 1, Resources |, Sabbar
Starus 1

Virtues: Conscience 2, Self-Control 2, Courage 4
Morality: Humanity 3

Willpower: 5

Freim MarsHAL
Background: The field marshal has seen his
share of sect conflict. Experienced in the finer
points of the siege, the marshal may have done this
a dozen times over the course of his unlife, Perhaps
he was a mortal caprain, leading a company at the
battle of Koniggricz, or he may have commanded a
tank squadron during World War 11, He may have
even learned abour ractics afrer the Embrace, study
ing the art of war under an accomplished sire

Whatever the case, the field marshal i
none when it comes to making the fight actually

5 ‘-IL".-‘-'I'I.-.] [EA]

happen. Sure, the war takes place under the veil of
night now, with perhaps a score of combaranss
instead of thousands, but the fundamentals remain
the same. That, and the stakes are much higher.
Image: The field marshal bears the features of

classical leadership — a strong brow, a firm jaw,

eyes that show his resolve. He dresses well, as
should any who would lead Cainites ostensibly to
Il]‘_"il F”l.lt l.\llklll.li" ]['.'" Hl:l:l"||.1.‘- "'[1|.'|Ij_' |||'I|| ETECT, .a
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pillar upon whom his charges can lean if they need
to borrow his fury on the battlefield.

Roleplaying Hints: Thisisa gl'iludl:i}', but one
you accept with pride. Not just any Cainite can
lead his men in the face of the Anrediluvians and
hope to win, The only shortcoming you see in your
soldiers is their sometimes-fearful lack of planning

they fervently charge ar the enemy with lictle
regard for what may happen afterward. In this, vou
have learned to temper your tactics with promises
of plunder and potent blood. Now, all that's left is
to hope they can keep their eyes on the prize.
Clan: Lasombra
Nature: Autocrat
Demeanor: Direcror
Generation: Hth
Physical: Strength 4, Dexterity 2, Stamina 5
Social: Charisma 4, Manipularion I, Appearance 3
Mental: Perception 3, Intelligence 3, Wits 4
Talents: Alertmess 2, Athlerics 1, Brawl 2, Diodee 3,
Empathy 1, Expression |, Intimidarion 1, Leadership 4,
Hlli‘-:t't!llgr' I
Skills: Crafts 1, Drive 2, Etiquette 1, Firearms 3,
Melee 4, Survival 2
Knowledges: Academics (military racrics) 4, Lin-
guistics 1, Oceulr 1, Politics 3, Science 1
Disciplines: Celerity |, Dominate 4, Forticude 3,
Obtenebration 2, Potence 4, Presence 3
Backgrounds: Allies 2, Mentor 2, Military Force 1,
Resources 3, Rituals 1, Sabbar Starus 3
Virtues: Conviction 4, Instince 2, Coun age 4
Morality: Path of Power and the Inner Voice 6

Derangements: Sanguinary Animism, Obsessive/

Compulsive
Willpower: 7
Wiricn

Background: Never rrust a Tremere; all Sabhat
know this, Among the occult sociery of the Sabhar,
however, the maxim goes one step further — never
suffer a Tremere to see another night. Weuned on a
steady diet of mistrust and hatred during her fledgling
years, the witch has leamed the capabilities of the
unholy sorcerers and even knows a few tricks for foiling
them. While any Tremere worth his mertle could easily
defear the meager sorceries of the witch, it is those very
sorceriesthat come as such a shock to the Camarilla, and

that shock can buy some precious time, either inoa fight
or as a result of confoundine riruals.

Image: Dealing with the occultinvariably takes
its toll on the student, and the witch no longer has
any ideas what passes for the norm, whether among
her fellow Cainites or mortals. Her face is a lattice
of scars and tatteos, symbaols of deals made with
spirits. She is hunched and bony, and wears castoff
clothes she finds here and there,

Roleplaying Hints: They fear you because
they've seen what you can do to others, and they
suspect vou might do it to them. No marter — you
hold a position of prestige in the Sword of Caine.
Though they are uncomforcable around you, they
need you, much as you need them to provide you
with that value
Clan: Tzimisce
MNature: Capitalist
Demeanor: Deviant
Generation: | 2th
Physical: Strength 1, Dexterity 2, Stamina 2
Social: Charisma 2, Manipulation 2, Appearance 2
Mental: Perceprion 5, Intellipence 4, Wirs 3
Talents: Alertmess 2, Dodge 1, Intimidation 1, Inouiton 3
Skills: Animal Ken 4, Crafrs 3, Srealch 2
Knowledges: Academics 3, Enigmas 3, Investiga-
tionl, Linguistics 3, Oceulr 4
Disciplines: Animalism 3, Auspex 4, Thaumaturgy 3
Thaumaturgical Paths: Patch of Blood 3, Green Path 1,
Thaumaturgical Countermapic |

Mo Sec
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Backgrounds: Rituals 3

Virtues: Conviction 2, Self-Conrtrol 3, Courage 3
Morality: Path of Death and the Soul 5
Willpower: 5

SHOVELHEAT

Background: Whether or not the Sabbat uses
the shovel-to-the-head Embrace on a given fledg-
ling, that's often the term True Sabbar use w
describe these all-but-doomed neonates. Products
of a quick and dirty Embrace, shovelheads exist for
one purpose — tocause havoc. The Sword of Caine
sends shovelheads on suicide missions, hurls them
at porent vampires and generally turns them loose
to cause whatever rrouble they can in hopes of
forcing the Camarilla to pick up the pieces. Some
Sabbat oppose shovelhead tactics, arguing that the
practice is hypoeritical; given the Sabbat's opposi-
rion to elder ]I!lE!T':jE]LlI.uLid-l'L, how can they in good
conscience Embrace neonates and send them to
theirdeaths? Apologists cite that shovelheads aren's
Cainires because they aren't vet True Sabbar: All a
shovelhead has to do to is prove himself worthy,
and he'll never be treated like a shovelhead again.

Image: Fresh from the Embrace, the shovelhead
is covered in blood and grime from her recent
ordeal. His eyes are wide with horror and the
unholy strength he feels in his [imbs. Has he died!
Has he survived some horrific accident! His face
betrays the wonder and confusion of this new state.

Roleplaying Hints: Chirist, how your head hurts!
Orne moment you're making out with some chick in the

back of a convertible (come to think of it, she was kinda
creepy and cold) and the next minute you're waking up
in a meat locker with six other people in various stages
of freak-out. Well, fuck thar — you tore two of them o
bits and kicked yourway out of the locker with the other
four, Now you've been told to go attack some guy or
another, and it seems like as Hr.md an idea as any. .. wait,
did you really just think that?

Clan: Lasombra

Nature: Child

Demeanor: Child

Generation: 12th

Physical: Strength 3, Dexterity 3, Stamina 2
Social: Charisma 3, Manipulation 1, Appearance 2
Mental: Perception 3, Intelligence 3, Wits 3
Talents: Brawl 1, Dodge 1, Empathy 2, Intimidation 1
Skills: Crafts 1, Drive 1, Survival 2
Knowledges: Academics 1, Computer 1, Law [,
Medicine 1, Science |

Disciplines: Obtenebration 1, Potence 3
Backgrounds: Allies 2, Resources 2

Virtues: Conscience 3, Self-Control 4, Courage 3
Morality: Humanity 7

Willpower: 3

FrEEBOOTER

Background: To the freeboorer, the Sabbat's
cause is secondary to her own unlife. Although
she's rechnically a member of the Sabbat, her
loyalty goes only so far as it doesn't threaten her
comfort. Tothat end, she's a mercenary for her own
sect, a Loyalist who's perfectly willing to buy into
the Black Hand's rhetoric for the right price. Her
fellows call her a sellout, but she knows she's in
charge of her own destiny — and to the Sabbat's
henefit, because she's quite capable.

Image: The freebooter shows the signs of the open
road. Her face is windburned, and she has a scar beneath
her eye from when she ventured too far into that
deranged Gangrel's domain. She has a beauty accented
by formidability — she's attractive because she's ca-
pable, not because she looks like a runway model.

Roleplaying Hints: You can be bothered with
this whole “crusade” thing only so far as they pay
yvou. Sure, you're a member of the Sabbar, but that's
mostly because they let you do your own thing.
Seill, you're taking payments from them and you're
not about to do a half-assed job. That would mean
they wouldn't hire you again in the tuture.
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Clan: Brujah antitribu

Mature: Rogue

Demeanor: Monster

Generation: 10th

Physical: Strength 4, Dexterity 3, Stamina 5
Social: Charisma 3, Manipulation 2, Appearance 3
Mental: Perception 3, Intelligence 3, Wits 5
Talents: Alertness 3, Athletics 1, Brawl 4, Dodpe 3,
Inrimidarion 3, Leadership 1, Streetwise 3, Subrerfuge |
Skills: Crafts (motoreycle repair} 4, Demolitions
Dirive (motorcycle} 4, Firearms 3, Melee 4, Security
Stealth 2, Survival 3

Knowledges: Linguistics 1, Medicine 1,
Disciplines: Celerity 3, Fortitude 3, Potence 3,
Presence 2, Protean 2

i
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Politics 1

Backgrounds: Contacts 2, Ketainers 3

Virtues: Conviction 4, Instinct 2, Courage 5
Morality: Path of Cathari 5
Willpower: 5

Miceicr Siecz
128




pDomains Topple and
vitae rFlows Freely

For half a millennium, the Kindred of the Camarilla have warred
with the Cainites of the Sabbat. But in the modern nights, sect
warfare can no longer hide behind the armies of kings or the fires
of the Inquisition. How then do the sects resolve their conflicts
without alerting the oblivious kine?

Midnight siege includes:
® Tips and ractics players’ characters can use when facing agents
of rival sects
® Hints and advice for Storytellers wishing to use the Camarilla-
Sabbat conflict as a story setting
® Information on inscrutable factors such as the Inconnu, the

independent clans and other supernaturals who prowl the World
of Darkness
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