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I Colgn were anywhers in this cold, wind-ratded edifice, it
winik] be here, m the hadden chambens whene only the Cainire
Tremere vermured. Clolga had not been heasd from in monthsand
bual surely been fmrad oo by the clim whose allegiance he'd for
s o feigned. Bogdan did noe Tike many Cainites, his clanmutes
irichadesd, but fele affection for noble, nanme-loving Colga.

Hogshan had spent many weeks in Ceoris in this guise as
retasner to one of the moral mages. As was hiswont, he'd made
himsell unnoticeable. He'd listened to the servants gossip, He'd
mgratiated hunself with the mostal spprentices. He'dsniffed out
the Cainites among them. His own spposed master knew
b of the Cainire world. Ir amused Bossdan. For hamdreds of
vean he'd henrd of the these wizasds’ might. They could make
forests walk or couse castles to crumble wirh the merest gesture.
Yet they couldn't see thar Usurpers walked amaong them.

A clarrering sound echoed up the stains towards him. He
broughr himself shewr. He shrank bock agatnst the stone wall,
feeling trs dampness through his wool aunie. I someone was
coming up the stairs, he had no hope of escape.

Fle stood still for o while, bur heand no further noise. He
quickly made hiv wary down the res of the steps 1o the comridor
below. It was no gmnder than the ones above. Sovenl doons
waitesd before hum. Although he'd well scqinted himeself with
thie chintry’s public aress, be'd never been dwough the hidden
oo before und had no e of the extene of these urseen
chambers. He had no choice but 1o open doors at whim nll he
fomne the cells where the prisoners were kepe. They had o be in

the secrer part, forthe mortal magesswore Ceorisheld nocaptives.

Bogadian froee agnin s he heand sounds from the neiress of
thedooms. The doorwas thick, and castin iron, Hewasconfident
that he could carefully creep abong the comidor’s length withour
rdsing an alarum with whoever clattered inside. Surcly the cells
would not be among: the fine rooms an inmuder would encoun-
ter. He moved carcfully along the stone flooring, making not o
sounad. Finally he rumed acomer and found himeel ina second
cormidor, abo lined with metal door. He heand no sound, and
brzved himsell wo fir as to test o doos. His creepings would come
to nothing i all the doors here were well locked, Bur the door
groaned shightly as be shouldered it, and opened. He lifted his
lamp o illuminare the dartkened room. Inside were Gargoyles.
He braced himsell for dire combat

But — he let loose o foreshortened gasp of relief, his firs in
decades — the Gargoyles were not moving. They were dead
stuffed and mounted like hunter's rophies. Each boee o pu=ling
malformation sepamting them from the animated specimens
Bogdan knew from the punndbouses ouside the chanery, Then
Bogpdan heand scranchings and skitterings from elsewhere in the
room. Along twowalls of the room were stacked cages, most roo
senall wo hold mdoe. Bogsban peened imio the capges, and sow besaws
whaose parts did not belong together. A rt with the filmy wings
of a degondly. A unping mogsor-thing, bgper than a o,
rq'tlhrq.: imseli plong the floor of io cage on several pairs of

wman tongues A mouming dove whose bresst suppurated
with the slow pubsings of what could only be s woman's privaites.
Bogdian had seen many awful sights among the fleshemied
victims of the Tomisce, which these creatures ar finst siphit




resembled. The creaturesinthe cages were different in some way
Bogdan didn't have the words for. They were ill-fited paech-
works, bom our of n colder kind of madness than the Trimisce’s.
Colga could explain ir. He would find Colga and all would be
right. He should be leaving this room 1o find Colga — there
woild be nocell keys here— but he could not stop himself from
peering into the cages. He told himself that his beothers would
want to know the secrets of this room.

One cige wis obscured by a rust-smined cloth. Bogdan
numdﬂﬁ.thmnmuihhmﬁxhuhd:dmﬂr
beast insicle wias formed from the hi of two wolves, 50
thaet each set of legs faced the other and met in the middle vo make
a bucking, hendless beast. Diogens of sharp spines rose up through
its naked, pinkish hide. Then the spines opened and =W
that they were in fact the beaks of coumtless birds. The birds began
to chimp. Bopdan wanted to nssh to the door, make sure thar no
one could hear the enpeion of squanding. Bur something abour
the noise bound him t© the spot. Among their screeching,
cacophonous song e soon heard words. Words in his home
dialect. Then he heard the names of his mother, his father, his
long-dead children. He found himself shaking. Then the words
changed. They named all of the times Bogdan had been threat-
ened, maled, tomured. They gave words to the terror he'd twld
himself he'd never felt. They put the lie to his fearlessnes,
screamed of the terrons he'd pushed down inside himself. The
creature's squalling pulled these rerrons from deep inside him, and
wrapped him up in them, so thar the Beast wook him.

w W L]

Bogdan awoke and thought it natural that he would be
bound 1o a stool in an ill-lic cell. His arms were tied behind
him, and his legs to those of the stool. He tested his honds bur
was teasingly scolded by the insinumring voice of a woman who
stepped, on soft-shod feer, into the chamber.

She come closer.

Bogedan saw her beauty: an absolute teardrop of a fice, skin
that deank of the bunplight. The cue of her bleach-white robes
reminded Bogdan vaguely of a nun's habit. She fixed him ina
hungry gaze he'd seen before in other caproes. They all thought
that with a few crued books and some eloquent theeats they
could ghren him into betraying his brothers.

"1 am Mendacamina. | will learm who sent you and why.”

They were always confident, at first.

I won't promise you your life," she continued. "We
both know such a promise would be an absurd lie. But you
can spare yourself pain.”

Bogdan resolved to stay silent. It was the best way to
frussrate them, he'd discovered.

*You've learned to close your mind somewhat to
thought-stealers,” she croaked, her eyes sparkling in the
lamplight as she leaned wwards him. “But | know that your
name is Bogdan, that you've come to rescue someone, and
that you believe yourself immune from my blandishments.
Bar that is because you are an unimaginative man. Your
mind cannot begin 1o encompuss the agonies | wield. The
Teimisce and what they did to you — 1 could by comparison
make that a pinprick.”

Bogdan was surprised at how deeply she'd been able
to cleave into his mind. But the things she wanted o
know were well protected, hidden beneath layers of
willfulness and concentration.

She caressed his face with dry-skinned fingers. “You
pride yourself on your fearlessness. Yer the chitterer broke
down the walls of vour courage as sure as Hebrew trumpets
felled Jericho.”

Bogdan decided that it would be right to ask questions.
Even though he had failed 1o find Colga, he might glean
useful knowledge ro rake back 1o his brothers, after his
inevitable escape. "What was that beast™ he msked.

Mendacamina smiled and leancd back from him. *A
trifle served up by one of my colleagues. Her perpetual
experiments with nature always amuse and sometimes
prove useful. I've found her chitterer o fine thing 1o soften
an over-proud mind

Bogdan heard objects being moved behind him. He
strained to rum his head o see, but could not. He heard
perhaps four people. They grunted, as if lifting a heavy object.

v there was a0 serping noise — something large and
metallic being pushed across the cell's stone floor,

“It drove me to blood-rage, it is rrue. But now | am not
frenzied, and whatever torture device you ready, 1 tell you
it cannot force me to speak.”

Mendacamina'’s retainers wheeled the appamns intw sighr.
fewasa large box, cast in brone, inscribed with sorcerer's spmibols
Jurting a few inches out from the bo was 2 wheel the size of
footman's shield Mendacamina srode over w the box and
withdrew from it a long rube, also of bronze, made of many
mrticulated parts, each nested in the other, Bogdan fele rough
hamds on his face. They twisted his neck 10 one sde. He heund
chanting, there were others m the room, beyord the bmp'scircle
of illumination. They were making magic. Bogdan felr something
mioist beingapplied tohistemple. Hiseyes watered s pain mdiared
from the spot. He thought he could smell his flesh melting.

“You desire information to take back w0 your brothers
Though you will never again see them, | shall nonetheless rutor
you. The nube | hold is 2 canmuda. And this—" She revealed 10
him a sharp, miangular blade affixed to the end of the mube. “—
this is called a procar. Together they allow me to aspirate fluid
from a subject. The larger device—" she indicated the bo iself
*—makes of your mind a pasty sor of fluid * She signaled for the
lighting of other lamps, a tsk her minlons immediately per-
formed. The new light revealed a table, upon which st a
globe-shaped thing, hidden beneath a length of dyed linen. “ As
you can see, a second tube travels from the apparans, where it
feedssomeone | wish you to meet, Bogdan.” She pulled the cloth
quickly maay from the object, revealing it s i three -foot bronee
head, with hinged jaws and bobbling eyes of ivory encased in
liquaicl-filled glass plobses. The fice seemed o grin ar him. "This
is Paracelsus. He is enger ro tste the pulped contenis of your
brain. You said, Bogdan, that | cnnot force you to speak, and
that is true. But Paracelsus, he shall speak for you.”

And she advanced, trocar in hand, ready to plunge i«
into Bogdan's temple.

AN INTRUDERS PROGRESS
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A CHANTRY
BESIEGED

Ceoris stands as the ultimate symbol of House
and Clan Tremere, the brash conspirators of the
mortal wizards of Europe and the brazen Usurpers of
the Cainite durkness. |lts magic-hewn walls, soaring
rowers and impregnable foundations seem to repre-
sent all the power of the blood magicians within. Bur
it @ and perches in the most inaccessible part of
Transylvania. Dark things creep about it at night,
stony monstrosities flit from its towers and screams
echoinits halls. Ceoris isa testament to the Tremere's
efforts to keep the world's predators out and their
own evils tightly locked within.

And predators and evils there are aplenty.

ENEMIES WITHOUT

Newcomers on the Cainite scene, the Tremere
have made enemies with blinding speed. Their“theft”
of vampirism and their founder’s diablerie of Saulot
have cast them as Usurpers, powerful and dangerous.
Some try to destroy them outright while others wish
to profit from the newcomers.

THEe Fienns oF CARPATHIA

Ceoris's most implacable foes are the Tzimisce
vorvodes who rule much of the Transylvanian night.
These inhuman ancients beara terrible grudge against
the Usurpers for it is from them that the Tremere stole
the secrets of unlife. But that disgrace only fanned the
flames of an already brewing hatred bred in pride and
territory.. The Tzimisce were loathe to share their
domains with prancing mortal hedgpe wizmards and the
move to vampirism hasonly made the conflict greater.
The Tzimisce know that Ceoris stands as an affront 1o
them, proof that they are not as dominant and superior
as they claim. Destruction is the only solution.

Tue Crans oF CRINE

The other Cainites, both in Eastern Europe and
chsewhere, are slightly less vengeful. Gangrel and
MNosteratu have suffered in Ceoris's dungeons, and
many do wish to avenge Saulot, but vampires are a
pragmatic lot. The Tremere show a few signs of fitting
in just fine — their lust for power and brash actions
have echoes in all clans — and many princes and
elders are willingro accommodare them. I they weaken
and embarrass the Fiends, so much the better.

More importantly, the Tremere have their uses.
They wield a potent new kind of blood magic and

HOCISE OF TREMERE

seem willing to use it in exchange for some petry
considerations. They are also neophytes in Cainite
ways, and so more easily manipulated. Far better to
establish a few links to the Usurpers, use them as best
one can and then destroy them from within. Outright
warfare is a last result.

Andanyway, Saulot and his brood really were prigs. . .

THE Dreap Kapnra ,

The very air of Transylvania seems to bear ill
omens like dry leaves in the wind. The nights are
deeper, the storms fiercer and the winters colder than
they should be. Friends tumn to enemies and insults to
violence in a heartheat, The grace of God seems very
far away, indeed. While Tzimisce lords and simple
human hatreds have their share of the blame for this
dark atmosphere, a pood deal of it comes from an
infernal influence. Kupala, a devil of ancient origin,
has suffused the lands of Transylvania and surround-
ing countries with its dark aura. [t feeds on pride and
lust for power, encouraging dark magical workings
and other dread deeds and slowly turning practitio-
ners to it ways. The magi of House Tremere, =0 full
of pride and hunger, are ideal candidares.

THE OrRDER OF HERMES
House Tremere, before its fall to vampirism,
was 8 founding member in an assoclation of mortal

RooT OF ALL AND STARS ABOVE
Throughout House of Tremere there is
mention of two powerful and enigmartic spiri-
tual beings: Root of Alland Stars Above. They
are invoked ar the found

Kupala and &l
vian Saulotgach
vampirism anel the
their own rel

ransyl¥ania

r possibilities

It it chroniclesi They

dastant spirirs invoked for power;

e Kupala or Saulot; Tremere

himself (or another vampire) may have as-
sumed their mantle to better control his brood.




wizards known as the Order of Hermes, The
Tremere now stand precariously balanced between
the worlds of night and day, moving into Cainite
affairs while maintaining the pretense of humanity
before their hermetic colleapues. For the time
being, the deception holds, but suspicions are grow
ing and the Usurpers know full well tha they do
not need another powerful enemy marching against
them at this junciure For now, caution niles the
l‘l.‘ln. I“'lll I‘Ili'_.' “lT MM Iii'ﬂj:

Rivars WITHIN

lf the walls of Ceoris resonate with the ut-
l.IL'kl tlf cnemies, It s I"L‘ril.}iu\. |~|'||_1. |:||..11 farce

that ]'kti‘[""\ the chantry together. A willful, amhi-
Lious Ill]ll r'l:"'\. cnirc I"..l[ll.l Cven in ll'll'l'. myaorT il
i.ii‘l'f."‘-. the magi of House Tremere have onl
become worse as the Curse of ( aine has sh ipe |
them. Personal rivalries are still the order of the
day, forgotren when the Tiimisce attack and
resumed in moments of peace. Neverthele
some factions are growing within the chantry
and the house as a whole.
CONSERVATIVES

Led by Errius, the current master of Ceoris
the so-called conservatives are those Tremere
Cainites who advocate a slow conversion of the
rest of the house. They fear raising the ire af thi
Order of Hermes with blatane displays of vampir
ism and favor caurion in most things. Although
the conservatives are the most powerful faction
in Ceoris, they are hardly organized in any ideo
logical sense. Personal loyaley to Errlus and dislike
of his rival Goratrix are the only threads thas
truly bind them together

CONSPIRATORS

The conspirators are the flip-side of the con
servatives. Uoratrix, who designed Ceoris, lead
them from far Paris where he has been sent by
Tremere. In Transylvania, his childe and appren
tice Malgorzata is his stand-in. Conspirators
advocate rapidly Embracing the rest of the morml
magi of House Tremere and moving straight into
the realm of Cainire affairs, mortals and their
immortal souls be damned. Even more so than the
conservatives, the conspirators are a faction built
on charisma. Goracrix is the active, ambitious foil
to Etrius’s caution, and many Caimirves see his way
as the future. Only the slumbering Tremere's order
for caution forces Gorarrix's allies o conspir
instead of acting openly.




INDEPENDENTS

Not a faction per se, independent magi still
account for most of the Cainite and mortals war-
locks in Ceoris. It is the head chantry of the house
and the center of its power, so most see working
there as a validation of their own superiority.
Partaking in Etrius’s and Goratrix's feud is a waste
of time when there is a war 1o be fought and great
new magical vistas to be opened, Every magus feels
hers is the most vital field of research, the most
enlightened view and the best way forward. So
most hunker down in their laboratories and strike
at rivals for personal slights more than any real
sense of ideology.

MorTars

Lirde do they know ir, but the mortal magi of
Ceoris — and of House Tremere as a whole — are
a shrinking minority, Many in Ceoris stick to their
labs and libraries and ignore the nightly skulking of
their berters. An instinctive recognition of the
predatory nature of the Cainites cows some into not
asking too many questions. Some of the mortals are
not so casily dismissed, however. In particular,
Tesia, a powerful sorceress burning with a Christian
belicf, sees evidence of the infernal in the nighttime
activities of her fellows, She is preparing 10 move
against them.

SERVANTS AND SLAVES

The vast majority of Ceoris's inhabitants are no
magi at all. They are soldiers and mercenaries, Gar-
goyle beasts of war, servants and apprentices, They
are beneath notice as far as their berters are con-
cemed, but they see and sense a great deal about the
place. The Gargoyles are a new bloodline taking its
first steps toward some form of freedom. The mortal
servants are free enough, until they accept special
blood potions from certain magi. ...

How 1O
(ske This Book

House of Tremere is your guide to one of the
most secret and hidden place in the Dark Medieval
world: Ceoris, the head chantry of Clan Tremere.
Behind its dark walls and in its serpentine catacombs,
Tremere ook the step toward vampirism and shared
hiscrime of diablerie. Cainite captives screamed and
were forged into Gargoyles. From this place, the
vampiric world has been shaken to its foundarions.
Now its secrets are laid bare for you.

HOCUSE OF TREMERE

House of Tremere is mostly intended for
Storytellers, providing them with a complete set-
ting ready to welcome enterprising Tremere
neonates or other Cainites. The material here
can stand on its own, but additional context
appears in Transylvania by Night (which covers
the entire region around Ceoris and the other
clans’ doings), the Transylvania Chronicles
(which tell of Ceoris's fate) and Libellus San-
guinis 2: Keepers of the Word (which reveals
other Tremere secrets). The profiles of various
mortal magi also use the hedge magic paths found
in Liege, Lord & Lackey.

GETTING THERE Is HALF THE FuN

Ceoris and House of Tremere pose a conun-
drum to a Storyteller. Much of the place's mystique
exists precisely because it is inaccessible. Bur if
the players’ characters never get to Ceoris, then
this book is hardly that useful, now is it? Several
options exist to actually ger characters into Ceoris.
The easiest, of course, is to play a coterie of
Usurpers. They may arrive in Ceoris for training
and research, to help in the war with the Tzimisce
or even to gain the Embrace in its dark halls.

In most cases, players will want to play a
variety of clans, however. Getting them to Ceoris
then depends on when the coterie coalesces. [f
the Storyreller wants to use Ceoris as the center
of the chronicle, then those with non-Tremere
characters can portray envoys from the other
clans seeking information and possible alliance
with the Usurpers. The characters can then come
together with a few Tremere neanates for their
own reasons (possibly to forge just such an alli-
ance). If Ceoris is to be only one stop (or the final
stop) ina more varied chronicle, then the charac-
ters should come together elsewhere. With even
one Tremere in their midst they could garner an
invitation to Ceoris after proving their willing-
ness to stand together.

CONTENTS

Chapter One: An Ancient Rot chronicles the
history of Ceoris and through it the fall of House
Tremere to its own pride and desperation. Hatred,
jealousy and bile have tainted efforts in
Transylvania from the very beginning and the
magi's damnation is only the culmination of their
self-made fate.

Chapter Two: A Faraway Citadel reveals the
hard road to Ceoris. In the words of one of the




chantry's encmics, this chapter shows just how diffi-

cult it is to get to the Usurpers” home

Chapter Three: A House Divided chronicles
the nightly aftairs of the chantry. The castellan
reports on the various rivalries and petty hatreds
that tear apart his house.

Chapter Four: The Belly of the Beast reveals
the rooms and halls of the chantry. From the lowly
serving quarters to the resting place of Tremere
|'|:mu_'|i. it isall l'x|1-nsn| Inrrnlt‘rpn&mu Sl-rr!:h."ur.'n.

Chapter Five: Those Damned and Soon to Be
details the prominent inhabitants of Ceoris, Mostare

Cainites of Clan Tremere, but envoys from other
clans, moral magt, ghoul servants and Gargoyles ol
lurk in the dark halls:

Chapter Six: Secrets of the Workshops pro
vides i variety of new game systems for use with rh-.
inhabitants of Ceoris. This includes notes on mortal
magi, new paths and rituals of Thaumaturgy and the
rwisted beasts from the chantry's laboratories

Chaprer Seven: Shadows of Ceoris examines
the other prominent Tremere chantries in Europe
Paris, Vienna and Durham are home to power conters
in the house that will outlive Ceoris itsel

A HOCUSE IN SPITE OF ITSELF
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REVELATIONS

The Posthumous Testament of Ponticulus, Former
Mage of Ceoris

Bitlurges,

How strange it is to have flesh again. .. to feel a pen in
my hands, a chair beneath me... to run my hands over the
curface of this desk. | feel asense of joy, of intoxication. But
this is at odds with the reason | have taken your body, why
I hold your pen in your barrowed hand. | already feel your
will fighting with me, and | have much to write.

Though | died long before your birth, Bitiurges, |
know you well. | have watched you. Do not be sur-
prised. Know that Ceoris is full of eyes, no two pairs
working rowards the same precise end. My eyes are
those of a wretched and helpless shade. 1 see all that
transpires in this cesspit of blind and murderous am-
bition. | have seen enough of you to know thar
cloaked beneath your strutting airs and peacock’s garb
Is a sharp mind, hungry for the vruch. [ will write unril
your arm is sore. Feed you more truth than your
stomach can take. It may give you pause, Bitiurges.
But do not let fear or caution deter you from doing the
things that are necessary. You, of all the still-living
magi, offers me my best hope. | know you to be more
worldly than that stupid, cross-kissing Tosin. You
surely see that the missive | compose in your own hand
is more than just the sending of some interfering imp
ordevil. Investigate the facts 1 lay before you, Bitiurges.
Know their truth. Act, | implore you. The monsters
can still be destroyed, before all is lost,

Your hand did not slip when it wrote “still-living,”
Bitiurges. Read on, and 1 shall explain.

THE Cons :
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Twenty years before the turn of the millennium,
seven men and women garhered in the mountainous
wilderness of central Transylvania. They stood to-
gether on a rocky outcrop near a rough trail. | was
one of the seven. | remember how the dusk welled up
in the sky, driving off the swollen sun, swallowing its
last orange-lit clouds. Though the beauty of the
moment had a strangeness about it, it was beauty
nonetheless. It was the last pleasing sight my living
eves would ever drink in.

Our guardsmen, guides and servants kept their
distance, warching the horses. There were two dozen of
them, | suppose. | was not in the habit of paying
artention to our retainers. At the time, | would not
have noted their fear. Now thar | spend hour after hour
watching the human servants of Ceoris, observing
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them in their passions and in their drudgeries, [ can
better guess. They'd have been wisely frightened. They'd
seen and heard many unsettling things during their
years of service to us. Like the women who serub your
pots and the men who guard your walls, they saw us as
eccentric and forbidding masters. Few of them were
born Transylvanians, but by now they knew the place
well enough to fear a nighe in its wilds. Various vile and
dangerous creatures, sent by Satan, haunted the hills
and valleys. They knew they could not depend on us to
use our power ta protect them if the creatures came. It
would be they, the servants, who would be expected to
stand fast, axes raised high.

And why should we, the robed figures on the
outerop, care for the fate of mere expendable men? We
had already lived for hundreds of years, our vigor main-
tained and extended by mystical rites and alchemical
extracts. We were magi, wonder workers whose mastery
of sorcery's secrets allowed us transcendence over the
laws of nature, including the aging of our own bodies.
Leading us was a tall man with coal-black eyes: Tremere,
head of our house, who once nearly became absolute
ruler of all Europe's magi. To each side of him were his
clasest aides, fervid Goratrix and cautious Etrivs. Across
from him stood placid, consoling Meerlinda. Complet-
ing the circle of seven were Arundinis, whose doom
would come before the next century; Anguisa, who
would not survive another spring; and Ponticulus, who
had but minutes to live.

That is my name — Ponticulus. The day Ceoris was
bom was the day [ died, And I have been sealed in its
Cage ever since.

THE RiTuaL

Goratrix had surveyed the location, devised the
ritwal and chosen the autumnal equinox as the auspi-
cious moment for the inauguration. On this site we
would erect Ceoris, the crowning jewel in the string of
chantries Goratrix had placed throughout Transylvania.
The entire territory was rich in s, the mw material we
use to power our workings. (Forgive me, Bitiurges, if |
write what you already know. Pethaps you will need o
press these leaves of parchment into the hands of one
unfamiliar with our practices.) This spot, Gorutrix's
painstaking ealeulations had told him, would reveal the
most abundant vein of all. When he passed his agate
pendulum over a mere map of the region, it quivered and
stopped above this spot.

Artacks against the villages that supported our
other chantries had increased over the past months.
There was no question that the hellspawn were behind
them. This spot would require extraordinary defenses,
in keeping with the great power it offered. It would be
less a tower of learning than a fortress of might, a




strongpoint from which we could dominate the super-
natural landscape for hundreds of leagues in every
-utll{:LT“.'j'l. .":'llLiI a construct ll-l.'l."].l"'-llﬂfli LT ]l:.\dt'r
Tremere's disposition, and our own

Bust first it had to consecrared. The last rays of light
leeched from the sky, Gormrix bepan the rire. He
withdrew the mirer of gold from his sack and unscrewed
its seven pieces. He handed one o each participane,
giving the head of the staff to Tremere, his master.
Goratrix revealed the chalice of the spheres, poured
into bt the ancient wine they'd t.1'l.llhl at Htll‘h.ll, .I|Jull:r-
ating that with the salt of Thoth. He passed it first to
Tremere, who drank of it and gave it back, Goratrix
gulped it, voo, and passed the vessel to Etrius. Goratrix
waired until all seven of us had mken the potion He
signialed to his manservant, who was ready and blew o
hunting hom to wamn the other retainers to tum their
backs. They didso at once. We stepped out of our robes,
expoing our sun-starved, flaccid selves to the cold
winds. Goratrix asked if any present wished to make a
Breater sacnfice than his. We knew not 1O gainsay him;
it was all part of the doual, He would provide the roots,
the seed, the trunk of the Ereal tree thar was 1o be
Ceoris. He would invoke the power of the axis mundi,
the mythic world tree that is the center of all existence.
Tremere handed him the sickle. He rook it in his right

hand, reaching berween his legs with the left. Evidently
hclh-.ﬂlialll it would rewuine only asingle -|.s.-»iuru: Taelh |
lht‘ Ric HL‘ 10 SEVET hh I‘Il.'I".LL" Burt ir ok maarne !Ir.“[
that. The fMlesh does not always vield, even to the blade
Goratrix had o saw apway ar it Where he had wounded
it, the blood pushed like a fountain. Iv splattered
Meetlinda, and Etrius, and Tremere and the rest of s
| still remember the warm wet feel of his gore splartering
against the naked skin of my belly. None of us flinched
We knew Goratrix had the magic o eventually grow
his phallus back. And | confess that we had of lats
become inured to dark ritual doings, having developed
a taste for the gnmmer pages of our tomes Most Imipor
antly, we knew that any outburst, any fatlure to matniim
the chant, would be faral ro the m gic. Lioratrix gri-
maced, stecled himself, tore ar whar was lefr, and held
it up for us to see. Staggering, he placed it upon the
desired spot

Then my shame. Perhaps a shame that saved my
sotil. Certainly one to grant me one monstrous existence
instead of another.

1 did what | should nor have done. | failed ro corrrol
myself. | remember the feeling rising up in me, the desire
o suppress it, my attempt to constrict my throat, My eyes
filling with water. Then my knees betruving me, falling
beneath me. Finally, the purging of my stomach. The bile
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came up in me and out of my mouth. | knew even then
what they would have to do to prevent my weakness from
forever spoiling this perfect site. Not for an instant did |
think they'd spare me.

Tremere must have nodded to Goratrix, sanction-
ing the inevitble. Despite his injury, Goratrix found the
strength to step forward and, using the same blade with
which he'd maimed himself, cut my throat. | brought my
hands to the wound. | must have withdrawn one of them
in my last moments, for the final image of my living days
is of my palm, red and slick.

Though | hate them, | will not claim that my masrdes
played easily on their souls. They were not as yet accus-
tomed to slaying their own. Arundinis and Anguisa
wordlessly withdrew knives from the pockets of their
discarded robes and got to work on my unworthy corpse.
The knives, meant for ritual display, proved ill-suited o
the task. | saw the rest as if from on high. | watched them
cut my flesh and saw my bones.

Etrius took the lead for the remainder of the ritual.
He produced a sack of Cretan earth and emptied it in the
middle of the circle. He waited for Arundinisand Anguisa
to finush, then ook my severed head by the hair. He
planted it in the mound of earth.

Now a question danced across Etrius’ face. Where
to put Goratrix's severed phallus, now that my head
had to be buried in the mound too! Etrius studied
Gorarrix's face; neither was permitted to speak. Etrius
would have to decide

Why did Etrius make the choice he did! | have
never been privy to anyone's thoughts. All | can say
for certain is that, with his fingers, Etrius pinched my
dead mouth open. The soul-rotted son of a Viking
bastard put Goratrix's member inside my mouth, which
he then closed. He spaded the earth over my head.
The six remaining magi completed the chant. They
put their robes back on. Etrius cleared his throat,
loudly. Goratrix' servant heard, and blew the hom.
Arundinis and Anguisa bore Goratrix to a tent, where
Meerlinda performed the spells to stop the bleeding
and commence the regrowth.

That | remained there, an invisible shade with the
consistency of smoke, is surely no coincidence, how-
ever. The order's tomes had said it was common for our
ilk to lurk in the realm of living a few moments, but that
| have remained all these centuries testifies to the
power afoot that accursed night. By placing Goratrix's
member in my severed head, Ertius bound me to the
spot. Thar bookish devil will claim innocence in any
such endeavor, but do not trust him Bitiurges. He rose
to Tremere's right hand through guile and betrayal just
like the rest of us. He meant for me to linger and grow,
perhaps as his spy or slave, perhaps for his own pleasure.
Trust him not,
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CONSTRUCTION

Construction would begin in camnest in the spring. In
the meantime, my murdered soul watched teams of retain-
ers comb the mountainside, exploring and mapping its
many natural caverns. Builders and miners consulred with
Goratrix, more sullen than usual in his winter of second
puberty, working out the details of the grandest engineer-
ing project since the fall of Rome. Goratrix wanred hard
things, mundane things, ro make his bulwark against the
creatures: battle-toughened fighting men, reinforced walls,
murder holes, a portcullis, taps.

| found a home for myself in a tiny seed beneath the
earth. Spring came. The seed began to grow. | had a form
again, though not a human body.

One day, Goratrix came, with Arundinis and
Anguisa, o ascertain that the sign was present. If the
omen was right, the hundreds of workers they'd readied
could be brought to the site. There was supposed to be a
fresh sapling growing on the spot where they'd buried my
head. | surprised them. | savored the looks of shock and
anger on their faces. | was a great, oak-like thing with
writhing, oily leaves, They drew closer and saw that

in its bark my mocking features. | opened my
newly-grown mouth, drooling sap, and wamed them
that they did the bidding of a thing none of them knew,
I felt the beings Stars Above and Root of All clawing
through my dark roots. | was about to name them when
Goratrix set the tree alight with aspell.  fought back. My
branches punctured Anguisa 's chest before Goratrix and
Arundinis killed me for the second time. Again | was
recduced to the status of pitiful shade. | heard Goratrix
swear Arundinis to silence. He looked about for another
sapling, pulled it from the ground, and replanted it where
my tree had been.
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For nearly five years | watched them complete the
structure. Ant-like, a small comps of masons, carvers,
miners, hewers, smiths, carters and laborers toiled under
the supervision of Goratrix's chief engineer. Again,
these were all ordinary men, beneath the notice of
prideful mages.

As dedication time drew close, Etrius came to
survey the site, and to oh-so-dispassionarely questioned
the efficiency of his rival's building methods. | saw
Goratrix bristle. Did Errius! He was always cold as an
eel, even when the blood that pumped in his veins was
his own. | could not read his intentions. Errius asked
for, and received, Tremere’s authority to magically
enhance Ceoris’ fortifications. He created a massive
fissure in the earth, curting a miles-deep trench around




Goratrix's mountain chantry, always the little acolyre,
displaying his capabilities before the master.

When the building was complete, Gorarrix and
Etrius examined the list of hirelings who'd worked on the
construction. They selected the men who knew maore
than was convenient about their new fortress. They rold
the more sensitive magi of the house thar the builders’
memories would be magically erased. They'd be borne to
their varnious homelands. They'd awaken from their
walking slumber with gold in their purses, and would
forever wonder how it got there.

Goratrix and Errius had these builders killed. The
others were permitted to settle in the villages around
Ceoris. The magi promised them fertile land to farm
and the protection of their mighty castle. Those who
did not see the attraction of this offer were also mur-
dered. Some of their fates were delayed: They died
many vears later on the tables of Tremere or Goratrix.
I believe they were trying to construct homunculi from
human tissue. One laboratory subject in particular
screamed in asingular way, like a cat being flayed alive,
and his cries still ring in my ears

(There is something that creeps among the pines
outside Ceoris to this day. | can glimpse it only faintly,
for it is wo far from the I"uunjnti:m to which [ am
bound. lts howls remind me of those ancient screams.
You should find this thing, Bitiurges. It might be an
escaped homunculus, eager to balance accounts. It
could confirm this tale, or tell you secrets to which
even | am not privy.)

Sy Fogy Yo

Tremere did not move into this new chantry. As
was his custom, he kept moving from one enclave 1o
another. He made Goratrix lord of Ceoris, but also
installed Etrius to work at his elbow. The rivalry
between the two men turned gangrenous. Goratrix,
who previously exercised an interest in matters car-
nal unusual for a magus, now slept in an unshared
bed. 1 will tell you that his regrowth left something
to be desired. He muttered ceaselessly about it in his
private moments. He blamed Etrius for his sorry
condition; if Etrius hadn't put the member in my
mouth, all would have been well, Etrius did little to
ease Goratrix' turbulent mind, continually chiding
him for his supposed rashness. That conniving
lickspirele cast me as a shade and Goratrix as a
eunuch in one fell swoop. Other magi from the
House of Tremere moved in. Some tried to remain
on good terms with both men; others enthusiasti-
cally sided with one or the other of the rivals.

Over the next decade and a half, Ceoris repelled
the occasional nightrime raid launched by forces we ar
the time called night creatures. There were bandit
attacks, too, surely motivated by the region's fiendish
rulers. Although the raiders slew many in the surround-
ing villages, Ceoris itself proved impregnable ro them.
At first, the attacks greatly concemned the magi. The
other Transylvanian chantries suffered more seriously
from enemy assaults, bur the raiders always failed o
press their advantage after successful strikes. Gorarrix
and Etrius became equally complacent. The haphazard
timing and half-hearted execution of the armcks led
them to surmise that the night crearures were a disorga-
nized, barely intelligent lot.

A DiSsQUIETING MYSTERY

During this time, the magicians of Ceoris faced
increasing frustration in their researches. Fruitful-
seeming avenues of magical inquiry began, one after
the other, to disappoint. Rediscovered spells found in
mildewed texts wouldn't work as described. New in-
cantations took longer to formulate. Each sequestered
behind his own stack of arcane tomes, none of the
mages at first noticed that their colleagues shared
their creeping sense of having reached an abrupt limit.
In France, LeDuc's Grand Emanation of the Emerald
Knives collapsed without warning, slaying both of his
spprentices. Some found that their philters of immor-
wality did less to lift sagging muscle or invigorate tired
bones. Only in 995 did the magi of Ceoris discuss their
mutual dilemma and resolve to inquire into its causes.
| saw their fear and took pleasure in it. They were
supposed o be masters of all! Their occult knowledge
gave them surpassing understanding of all the forces ar
work in the world. Yer now they were proven to be
fools. Some force they did not understand was slowly
stripping from them their sense of control over exist-
ence. My laughter became audible then, echoing
through my corridors and up to the cupola of the
Grand Library.

In 996, Etrius proved that the potency of the
chantry's vis was slowly but measurably diminishing.
In 997, Ceoris hosted a grand conclave of Tremere
magi who came from as far away as England and
Jerusalem. The house now realized that they faced a
universal diminishment of their powers. Their schol-
ars extended various hypotheses to aceount for it, The
approaching millennium had changed the numero-
logical basis for magic, one popular theory claimed.
Orthers said the stars were shifting. Demons were
winning the war in Heaven, still others said. The
conclave concluded in an orgy of wishful thinking;
only a few dissenters were willing to even entertain
the possibility that the power they'd worked so long

AN ANCIENT ROT

—-— .-‘_E-;

==




for, that in many cases maintained their immorality,
could snuff itsell out like a spent candle. Whatever
the problem was, it was surely cyclical.

Tremere himself had decided otherwise. When the
conclave members left, he gathered the magicians of
Lleoris together and proposed that they proceed as if the
worst were about to happen. He put Goratrix in charge
of & grand investigation into the failure of their work-
ings. From 998 to 1000, Goratrix cajoled and coerced the
other resident scholars of these halls o bend their
researches as he wished. Through augury, visionary
meditation, astrological calculation. and alehemical
anulysts, they eventually uncovered that their workings
were beginning to fade. The hermetic path was fading for
good, Both Goratrix and Etriuscontributed to the project
great leaps of undestanding.

Ernus wished 1o share their results with mages of
other houses. He argued that if Ceoris' researchers could
come so far in so short a time, the combined effors of
Eurcpe's best minds would certainly find an even quicker
solution 1o the encroaching mystery. (Biriurges, if you
pass thas letter toan uninitiated reader, you will certainly
explam that the magi of House Tremere are bur one of
many groups who make up the Order of Hermes.)

Tremere enjoined Etrius, and all the others, 1o
silence. They obeyed him, of course, but whispered
behind his back. Why would he withhold the knowl-
edge they'd gleaned? Goratrix guessed that Tremere
meant them to find new means of achieving immor-
tality to eclipse the known method, the future of
which now seemed in doubt. With so great a new
secret in hand, their House would finally rule the
others. Tremere would reverse his earlier failure o
take over the Order of Hermes.

It was at about this time thar Arundinis vanished
while on a journey south to Athens, along with aquartet
of the House's stoutest bodyguards. A search party fol-
lowed Arundinis' trail to the Danube's banks, where
they found nothing but a destroyed encampment and

odidly tangled vegetation.

Tremere ordered his followers to investigate ev-
cry possible substitute for their immortality workings.
Ceons split inte rival groups, each certain of its
methods and anxious to prove the others wrong.
Nuntius oversaw a project to distill potent herbs into
i new immortality drug; it would not require magic to
brew, he claimed. Paul Cordwood researched ways of

measuring and then distilling the human soul. Epistatia
pursued a discipline she called spiritual migration, by
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which magi could abandon aging bodies in favor of
healthy ones. The alchemist Therimna sent parties
out to the farthest corners of the world to caprure some
of the monsters of legend, whose parts were then
admixed into a variety of foul-tasting and urterly
inefficacious potions,

Errius's HELL-MouTtH

Hypocritical Ewrius delved into diabolism, seckin
to duplicate the effects of that forbidden field's rmmﬁ
withour actually making direct contact with demons.
How rypical of him to make such a meaningless distinc-
tion! Tremere himself had dabbled in diabolism after
his failed artempt, centuries past, to take over the Order
of Hermes, but had abandoned it after pinpoinring irs
central paradox. Demons weak enough to be domi-
nated by a mortal mage are never powerful enough to
perform workings worthy of the trouble invalved. De.
mons mighty enough to grant great boons cannot be
dominated; they always chear the magus in gome way.
Tremere forbade his followers from engaging in infer-
nal dabblings not out of moral or spiritual qualms, but
because the spells weren't effective enough. Errius now
reasoned that the power of diabolic worship might lie
(or be made to lic) not in the demons' power but in the
repetition of ritual demands. He won Tremere's ap-
proval to embark on a careful course of research into
this proposition. After seeing poor resules from the
sacrifice of pigs and chickens, he sent retainers out into
the countryside to seize the virginal daughters of farm-
ers and foresters. He sacrificed over two dozen young
women over his two decades of research. Etrius re-
peated his experiments with newborn babes as sacrificial
subjects, to no better effect. Sometimes he summaoned
demons unintentionally, sometimes he got nothing but
a few foul smells for his trouble.

His most spectacular failure, though, came on
the autumnal equinox of 1003, The stars were right
for appeals to Hell, he had discovered, and a grand
ritual was in order. He had the secret names of three
princes of Dis, or so he thought, and was ready 10
make demands backed by the blood of eight new
victims. He succeeded far beyond any hopes, and
opened a doorway to Hell, allowing demons to take
over an entire floor in the chantry's dungeons! | feel
no shame at the queasy delight that shook me as the
creatures poured up from the infernal depths, searing
flesh and cutting bone. Two magi, four apprentices
and a half-dozen retainers were consumed by hellfire
or torn asunder by demonic claw before Etrius found
a way to partially reverse the rinual, closing a door
and sealing Hell behind it.

When the crisis had passed, recriminations com-
menced. Naturally, the others wished Tremere's favorite




humbled, expelled, even slain, for the danger in which
he had placed them all. They dragged him before the
conclave and demanded that he justify himself. His
sputterings and twistings in defense of his actions were
delicious o behold. First, he argued that he had done
everything correctly, that another had surely saboraged
him. How Goratrix's eyes bulged when he saw that
Etrius sought to shift the blame to him! 1 could not
contain my laugheer; the magi did not hear it, but saw
the flames of their candles gutter. At Tremere's com-
mand, Etrius withdrew the accusation and then claimed
that demons had addled his senses. Surely, he said, they
would be compelled by his devout faith to strike at him.
The disclaimer of fault was ludicrous, and one by one
the others spoke for his destruction. Yer ar conclave’s
end, Tremere held up his hand and took on himself the
responsibility for Etrius’ failure. He had advised Etrius,
guided his theory, sanctioned his experiment. If Etrius
wiis to face expulsion, so should he. Did any wish to
stand for his destruction! The conclave fell silent.
Errius’ wet eyes, aimed adoringly at Tremere, were
those of a lap dog.

THE SoLUTION OF GORATRIX

It wos Goratrix who arrived ot the fruithul theary.
Noting that the night woods supposedly crawled with
reputed immortals, he resolved to investigate the crea-
tures, He spent several years combing hermetic texts for
vampiric lore, finding little of use.

Then someone left Arundinis’' head ac Ceoris’
threshald. Servants crossing the drawbridge found its
desiccated remains one damp November moming. In-
dividuals unknown had placed it just on the other side
of the chasm separating the fortress from the terrain
around it. Goratrix claimed the head, wishing to test a
spell he'd found in the necromantic texts he'd been
consulting. Performing a ritual which involved pow-
dering and ingesting the skull, Goratrix relived crucial
moments from Arundinis’ last days alive. His party had
been set upon during the night by creatures he soon
came to know as vampires. He was kept alive for
months and rorured to the breaking point. He'd re-
veiled many of the House's secrets to his chief torturer,
a sneering beast named Roland. However, in moments
of self.control he'd supplied much false information as
well, greatly exaggerating the power of the Ceoris
mages. Goratrix dicrated the contents of his visions to
an apprentice, and later sifted them for clues o the
creatures’ whereabouts. He sent parties out to find
landmarks he'd seen.

In 1005, Goratrix sought Tremere's blessing for a
daring raid. He personally led a war party to Roland’s
haven. His most ferociously loyal fighting men hacked
their way through the Taimisce elder’s own corps of
reminers. Dozens were slain on both sides of the

battle, but the assembled mages ultimarely bound
Roland in sigil-inscribed chains and scorched him
with fire. Goratrix promised him his freedom in ex-
change for answers. From Roland, he gained his first
inklings of the breadth of vampire history and power.
He learned that the vampires belonged to factions,
called clans. Roland, for example, was of the Tzimisce,
a family of decaying aristocrats who mold flesh like
clay. He also learned that these beast reproduced by
draining the blood of mortals, hence transforming
them in a process called the Embrace. | cannot in the
short time 1 control your hand convey all Gorarrix
learned about the night creatures, Bitiurges; | must
continue my narrative,
When his head reeled with answers and further
uestions eluded him, Goratrix commanded Roland 1o
brace two shocked and unsuspecting apprentices,
Stephen and Pharus, Upon his retum to Ceoris, Goratrix
bade Stephen and Pharus follow him down into his
private suite of workshops, He secluded himself for
years without boasting of any progress at all. Ceoris'
inhabirants soon came to speak of Stephen and Pharus
in the past tense.

DESPERATION SETTLES IN

As the years ground on, and one group afrer
another saw promising queries sputter and fail, an
atmosphere of desperation descended upon the
chantry. When experiments went awry, magi cast
bitter looks at their rivals, cerrain they'd been sabo-
taged. Vincius, apprentice to Paul Cordwood, was
found strangled in his bed in 101 1. This happened not
long after Epistatia humiliated herself in front of the
ﬂ-!liﬂllbl!l’.l- magi h’;‘ Fniimg [0 project her consciousness
into the mind of a captured hunter. She'd accused
Vincius of putting the evil eye on her during her
demonstration. She denied involvement in Vincius'
death. Nothing was proven against her.

Goratrix came to her defense, but at a price: He
insisted she abandon her rescarches and assist him
with his, Epistatia was recruited to assist him in cast-
ing his consciousness about the world, or perhaps
through the ghostly realms of the underworld, in
scarch of further information about vampires.
Epistatia’s aid allowed Goratrix a series of break-
throughs. So much so that one might be forgiven for
suspecting him of murdering Vincius in order to lure
her under his sway. (I did not see it happen, but think
it more likely than not.) He conracted at least rwo
different entities who provided him with crucial in-
structions. Having been the world mree of Ceoris, |
recognized them as Root Of All and Stars Beyond, the
beings who had filled my roors with hate. Gorarrix's
inquiries continued for another eleven years.
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Bitiurges, you must leam who these beings really are
ind what they want with us. Without them, the damned
chantry would never have been bullt and our house
would not stand divided and damned. Perhaps, armed
with that knowledge, you and trustworthy others might
begin to undo what pride and willfulness have done tous.

THE BECOMING:
1022

In 1022, Goratrix announced o a select few that
they were needed to aid him in his final experiment.
Invited 1o join him were Tremere, Etrius, Meerlinda,
andd four other of our founder's closest meociates. For
seven days and seven nights the participants went with.
out sleep, engaging in a series of rituals so complex that
the instructions covered one thousand leaves of parch-
ment. These were bumt in the course of the ritual. At the
ceremony's climax, the panicipants fell upon the Em-
braced apprentices, Stephen and Pharus, tore them
apart bare-handed and ate of their flesh and blood, like
crozed maenads of ancient days. From violent delirium
they fell into 4 state of ecstatic agony, and then into
UNCONSIOUsNess "':';'h!:l"i 'I!hL"i Jll-\"-ikt‘l'lhl. huun |:l[L'L
they were unliving. Vampires.
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Nane but Gomtrix expected this result. The Span
lard Calderon lunged ac his throat, swearing o kill him
for misleading him a o the ritual’s purpose. Etrius,
appalled, ascowed Goratrix of diabolic meddiing of the
first order and predicted that this day would seal their
doom. Tremere, however, iImmediately sensed the effi-
cacy of Gorarrix’s magic. He spoke in that damnably
commanding voice of his, the one thar makes you forget
all sense and decency, and ordered them o hale, He kepr
them close at hand, ordering thar castellans govern thelr
chantries in their stead. They stayed in Ceoris over the
next seven years, strugeling to leam and master the new
laws that ruled their bodies. Each became o night
dwelling recluse, worried thar their chantry-mates would
see through the ruse. But none did; typically, their fellow
magicinns were too preoccupted with their private re.
_la:fln'hrs- D _otice lhr 1'|‘|j1.|1;_'1:-u n r|1:'1r I:‘”nu':-' rounmes.
| tried screaming into their ears, but, as in achild's dream,
couild not make myself heard

T e

of decades | had ried 1o master my own new
l.'l.lﬂdlllﬂn. 10 EXErCise soine Ll!hilrf POWET fVer evenis in




Ceoris. One night, in 1024 | think it was, | watched
Errius feed upon a once-innocent girl stolen fram a
nearby village. | wept at my helplessness, as | had so
many times previously, weeping tears as insubstanrial as
the rest of me. Bur this time the tears fell upon Etrius'
brow. He looked up, startled, and ceased his feeding,
Etrius could see me.

| hated him, and yer here | had an opportunity to
speak. Was there still enough rationality leftin him to
make him see the slope on which he and the others
slid? If  could have seized him by the throat and shook
him to his senses, | would have. But | had words as my
only weapon. | rold him | had observed the explor-
atory rituals of Goratrix and Epistatia. They'd sensed
my presence and tried several times to drive me off,
bur each rime I'd found a crack through which to slip.
When humans drink the blood of vampires, I'd learned,
it is for from usual for them to become vampires
themselves. They become ghouls, half-mortal slaves
to those whose blood they consume. But Goratrix and
Epistatia’s otherworldly patrons had provided the
means to ignore this law of vampirism. They'd also
supplied power to the ritual. Etrius shook his head,
rejecting my words. | demanded that he think back to
the ritual, remember the forces invoked. | had smelled
All-Root and Stars Beyond, knew one of them as a
sort of demon, the second as something other. The
greatest of the Tremere, who'd always considered
themselves the masters of all, had made themselves
mere puppets. And for what! For what? Mere life, |
fairly shrieked, mere life! There was only way to re-
verse the slide, to honor whatever greatness they once
had. The eight would have to take the ultimate
control over their own existences, and end them.
Suicide would be the only way.

Etrius nodded and agreed o kill himself. He sought
out Goratrix, and told him of his encounter with me.
Joined by Epistatia, the two came to me, mouths full of
lies, and artempted to bind me forever into an astral
cage. Do not think me stupid. | was prepared for
possible betrayal, and had readied a ghostly trick of my
own — for in Ceoris my power is great, In a way, | am
Ceoris. Ar least, | am as much a part of it as its stones
and irs mortar.

Destroy me, Bitiurges. Destroy Ceoris.

How THE T zZIMISCE
LLEARNED OF (s

If the Tremere vampires would not kill themselves,
| realized that 1 would have to motivate their enemies
0 do the deed instead. | waited for a Trimisce spy to
appear among our retainers, and sure enough, one did.
I took over his hand as | now take yours, and wrote

letters to his master, o vampire called Rustoviteh. The
letrers repeated Goratrix's account of the caprure and
slaying of his childe, Roland, the Embrace of Stephen
and Pharus and the ritual of usurpation. The letters
found their mark, and soon Rustovitch's armies were
besieging our chantries,

A WAaAR IN EARNEST

Vampire-led ghoul armies swept through the other
Tremere chantries of Transylvania, destroying most
of them over the course of a mere two years. | have
since Eﬂﬁl‘m‘:d about the other Vampire clans who
joined Rustovitch's war: the barbaric Gangrel and
hideous Nosferatu. Even magicians fell as wave upon
wave of shrieking, hissing soldiers swarmed past their
defenses. Survivors hid in the woods and then straggled
to Ceoris. Ceoris irself suffered a number of feints,
intended by Rustovitch more to demoralize the
Tremere than to deliver a death-blow. He and his
allies were winning. bur still had no real means of
breaking through these walls.

Like a naif, I had hoped Rustovitch would have o
way to slay only the eight. [ did not mean for him o
make all mages his foe. | never wanted u war. | ceased
my letters, and despaired at the failure of my gambit. |
beseeched fate to let madness seize me, so that | might
forget my errors. But it would not do so. It haunts me
still that | managed only to accelerate our damnation in
trying to halr it.

N

The escalation of the war against the night crea-
tures made these walls into a cage of terror. The mortal
magi smelled dread in the air. The more perceptive of
them noted that something was gravely awry within the
ranks. Both Goratrix and Etrius had withdrawn from
day-to-day activities. Others close to them were be-
coming equally reclusive. They restricted access to
many of the experimental chambers. Strange noises
emanated from the dungeon, now also forbidden o all
but a few. | admit | played a small role in opening eyves.
Opening a doorway. Leaving a book open 1o a crucial
Fage. Yet | feared o intervene too clasely, having
behaved so stupidly before.

I took what petty pleasure | could in watching
hostilities break out among the usurpers. Goratrix
argued that only the immediate Embrace of all house
members would give them the strength they needed to
fight back on an equal footing against their vampire
actackers. Etrius proved an equally passionate advo-
cate of caution. The Embrace of unprepared magi
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would bring nothing but confusion and betrayal. Their
colleagues had ro be carefully, methodically prepared
toabandon their illusions of morality. Tremere agreed
with Etrius bur played the two men against one an-
other, stoking the long-simmering hatred between
them. On several occasions, Etrius found himself
warding off exploratory magical atracks against him.
He blamed Goratrix and petitioned Tremere for re-
lief. Tremere placated him bue did lircle 1o check
Gloratrix’s rage. The two rivals concluded that their
master was testing them. They would fight, and the
winner would eamn Tremere's favor. Each recruived
allies among the other Cainite magi. Calderon and
the Frenchman LeDuc took Etrius' part, others sup-
ported Goratrix, and skilled Meerlinda sought an end
to the dispute. Despite her effores, the two sides
periodically struck at one another over the course of
the next decade.

THE INCIDENT AT
THESSALONICA

This crucial tale | know only second-hand, for it
happened far from my gates and towers. In 1036, Etrius
visited the chantry of another hermetic order, the
Bonisagi, in Thessalonica. There he sought books of
lore concerning the vampires. While there, he faced
assault from an army of tiny, hissing homunculi with
teeth of fire. They were bormn of a spell cast by Vitorio,
a mortal magus under Gorartrix's sway, which misfired
in a bloody manner L am cruel enough to find amusing.
Whether it failed because he too rashly tried an ill-
formed ritual, or due to the ongoi ng volatility affecting
our magic, 1 do not know. The spell drew the material
essence for the doll-like automatons not from the brick
and mortar of the chantry, as was intended, but from
the flesh and blood of other magi sleeping near Etrius’
chamber. None of the magi of Thessalonica were slain,
but several were crippled: One had his eyes punctured,
and another lose the flesh from both of his legs. Furious
Bonisagi traced the fell magic back to its source. They
concluded that not only was Ceoris in the midst of a
civil war, but its mages were surely drawing upon
infernal powers. Within months, this tale spread, with
the virulence of a disease, through Eutope's chantries.
Tremere spent five years visiting one mighty peer after
another, persuading each that the Thessalonica Inci-
dent had been grossly misunderstood. Vitorio was
murdered and held up as the sole guiley party. How |
wish | could have traveled ar Tremere's shoulder, to see
him dissemble, beg, wheedle, and grovel before those
he regarded us his lessers! Alas, his accursed powers af
persuasion, no doubt taking clever advantage of the
others' fear and narrow perceptions, won out. The

HOLUSE OF TREMERE

others agreed not to pursue any action against his
house. I fear he even recruited some of them without
telling any of his followers that he'd Embraced promi-
nent mag of other houses,

CORNERSTONES OF
RAMID:
37

Tremere then committed an act which has become
the most open secret in clan lore. Using the Thessalonics
incident as a pretext, he summoned the seven to his
chambers, where he forced them all into the blood carh
with him. By commanding the mystical loyalry of each,
he would end the civil war. Thus only Tremere gained
from the struggle between Goratrix and Eerius. Did he
deliberately stoke the flames of their rivalry, hoping
one of them would precipitate an action justifying the
blood vath? Of course he did.

Tremere told the seven that the blood oaths were
only the first step in the renewal of the House,
Survival depended on the exercise of a single deter-
mined will. He would institute an iron-clad hierarchy
through which each newly Embraced Tremere Cainite
would ultimartely obey his orders. He unfurled a scroll
upon which he laid out a diagram mapping a pyramid
of loyalties. Tremere stood at the top of the pyramid,
The Inner Council of Seven, as he now called his
confederates, lay immediately beneath him. When
the Embracing of the house was complete, each
would command a number of lords, who in twum
would oversee large areas, or realms, containing many
chantries. The regents, each head of a minor chunrry,
would command the magi and apprentices who lived
there. The blood oath would secure the vows cach
Cainire made to his superiors within the hierarchy
Upon initiation, apprentices would drink the blood
of their masters, admixed with that of Tremere and
the councilors. Magi would sup of their regent's
vitae; regents, of their lords, and so on. This right
control over the actions of underlings would prove
an even greater weapon against the other Cainites
than the Tremere mastery of magic, he told his
council. Chaos was sweeping Europe and those who
could stand firm would triumph.

Before dismissing the Council of Seven, Tremere
informed them that Etrius would be accompanying him
on a trek across Europe and the Holy Land in search of
Cainite secrets. Goratrix would finally rule Ceoris alone.
A smile crept across each man's lips — until he saw the
other. Then the rival’s faces mirrored one snother in
wary displeasure.




&L)[E REIGN OF
RATRIX:
1037 - 1{33

I saw Gorarrix swallow his misgivings as Tremere
and the other councilors departed. Now he exulted
in his sole dominion over Ceoris. He had always
intended to rule it single-handedly. Why else would
he have bound so much of his personal magic up in
it? As long as Etrius, or any other participant in the
original ritual, occupied it, the center of his power
would be obscured. [ occupied it, too, of course, in
my way, but evidently dead old Ponticulus did not
enter into his calculartions,

He tumed his fury to the war against the Trimisce,
whose ghoul armies once again stepped up their at-
tacks. These assaults waxed and waned over the ensuing
Hecades. The night creatures would ravage the outlying
chantries, come howling o the very gate of Ceoris, and
lay siege to it. Then the desperate magi would marshal
their dwindling power, blast the creatures with a ter-
rible working, and send them yelping back o cheir
havens in northern Transylvania. At first I had hopes
that the war would change things, bur as the cycle
repeated, | saw in it only tedium and perhaps a cryptic
joke of destiny. Perhaps you are fond of dates, Bitiurpes,
50 | will list the years of the worst fighring: 1040, 1046,
1062, 1066, 1086, and 1105, I do not entirely under-
stand the long pauses between assaults, for | claim no
insight inro the Trimisce mind. At any rate, the magi,
during the periods from 1047 to 1061 and from 1067 to
1085, were able 1o erect wards to keep night creatures
from even approaching our holdings. They rebuilt the
outlying chantries during these times, frantically stock-
piling vis for future use. Then the wards failed, the
enemy armies once more descended, and the magi fled
back to their chantry of chantries.

Many who dwell within these walls were Em-
braced during this time. You know blade-tongued
Malgorzata. Did you know she is not a noble, bur a
young local Goratrix purchased from field-worker
parents! He made her his apprentice, sheltering her
from his rivals. As is so often the case with appren-
tices, she became a coarser, less subtle version of her
master, emulating and exaggerating his most blatant
traits. Her boldness and quick rise won few friends but
won the admiration of other apprentices. Five years
after her own Embrace, she brought her most wet-
lipped admirer, Jervais, into the Cainite fold.

A great Trimisce offensive came in 1105. It crushed
all of the Transylvanian chantries outside Ceoris.
Goratrix struggled against che call of the blood cath,

wishing to Embrace all of Ceoris' magi at once to betrer
enlist them in the war. Although he Embraced a few
individuals then, he could not break with Tremere's hold
on him so soon after the blood oath ceremony.

THE MAKING OF GARGOYLES

Needing a weapon with which to fend off the
Teimisce and their allies, Goratrix turned once more 1o
his research libraries. With Malgorzata and Epistatia at
his elbow, he Embraced captured peasants in order 1o
study the changes wrought on their anastomy by the
progress of vampirism. He gleaned much from his pro-
gram of live dissections, but by 1109 found that the
study of newly Embraced Cainites had atmined i1s
limir. Epistatia, her mind swimming with otherworldly
insight, advised Goratrix to seck experimental subjects
even older than himself. He would have to capture
same genuine Cainites,

Goratrix began to Embrace not the magi of Ceorts,
but their retainers, especially fighting men. This did
not l.iil‘tl.‘tl'}" contravene the letter of Tremere's orders,
you see. He sent his neonates on suicide missions ro
capture seasoned Cainites. Five or six dozen of them
died working to fulfill his commands. A few parries
succeeded, dragging back furious Trimisce, Gangrel
and Nosferatu to face their master's scalpels. From
1110 to 1120, the dungeons of Ceoris reverberated
with the cries of mutilated Cainites. A new name
enters the tale here, one you will recognize; the newly
Embraced mage Virstania, who even then was three-
quarters mad. [t was her twisted love for the creatures
they were making that rendered them malleable, and
infused them with hatred for their former brethren.
Gomtrix's most loyal apprentice, Malgorzata, kept the
participants from indulging theoretical flights of fancy,
chiding them when they forgot that their lives de.
pended on the project’s success.

In 1121, Gorarrix unveiled the fiest of this remade
race. The first Gargoyle was named Chaundice. It was
to become typical of its kind, with a demonic visape,
stony skin, fearsome claws and bar-like wings. But
Goratrix, Malgorzata and Virstania spawned many other
types of Gargoyles, ultimately less successful in design,
during these years.

By 1125, they'd creared enough of these fearsome
servants to turn them loose on their foes. The Gangovles
turned the tide of war against the Tzimisce. They flew out
over the battlefield, homing in on the few vampires
among the throng of blood-crazed ghouls and terrified
mortal warriors. They swooped down and plucked them
up, bearing them to Ceoris, where they too would be-
come raw material for new Gargoyles

In 1126, Chaundice was sent out on such a mis-
sion and did not come back. | presume the Tzimisce
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found him, tore him apart, and learned what he was
made of. They artacked us with renewed ferocity soon
after we lost Chaundice, allowing us to presume that
they reacted wicth horror and harve. (| have heard
Virstania whispering to her Gargoyle disciples about
one of their number who has escaped and created his
own colony beyond Tremere control. They call him
the Rock Lord. From whar they say, | do not think this
i1 Choundice, but it might be. )

THE RESEARCHES OF

EREMEREAND. 1133

Tremere and Etrius were not idle during this near-
century of bloodshed. From 1037 1o 1121, they traveled
from one chantry o the next, conducting the secret
experiments that spawned their vampiric art of
Thaumarurgy. They had begun such work in Ceoris and
now continued it abroad. It converted the spells and
mcantations of hermetic magic o a system of power
dependent not on wis, bur on the supernatural potency
of blowd as converted and stored by the vampire's body.
The two appeared at Ceoris only to exchange their
resulting insights with those pearled from Goratrix's
Ciargoyle project. Much of the first seven decades of
their inquiries consisted of theoretical work. Practical
breakthroughs were apparently slow in coming and |
witched Ciormrix use the addictive properties of his
blood 1o enslave several magi to serve as his proxy in
the Gargoyle project and other matters.

Tremere and Etrius expended the final twenty years
finding specific hermetic spells and rituals amenable to
blood magic conversion and translating them int
thavmaturgic formulae. Perhaps, Bitiurges, you might in
conversation raise the names of the mages Gyrus,
Tabellarius, Decorar and Cautus. See what reaction
their names provoke. They were enslaved by your sup-
posed betters, used as magical workhorses, then slain,
their brains and hearts dissecred for the insights Tremere
thought might be found within them — to no wseful
purpose, as best | could rell.

Tue HUNT

By 1121, knowing Goratrix's success in creating
the Gargoyles, they felt ready to pursue various hinrs
and references in the literature of vampirism. Accom-
panied by a few early Gargoyles, they traipsed through
the dark comen of Europe, sometimes posing as vam-
pires of other clans, {Here | rely again on conversations
overheard in Ceons, whose boundaries | may notcross. )
They pieced together more basic facts of vampiric
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existence. They discovered that they could increase
their power by drinking blood closer o that of Caine,
the first vampire. (Yes, Caine, the first murderer.)
Tremere immediately rested this theory, slaying an
older vampire in Rome and consuming his vitae. As
soon as he knew that o hierarchy existed, Tremere
feverishly worked to find its apex and topple whoever
occupied it. From 1126 to 1132, he and Etrius rracked
down the ancient vampires known as Methuselahg.
Whenever they found one, they carefully planned an
assault, summoning the other Councilors from their
posts to join in the kill. Through this means chey
increased the power of their own blood, in tum bolster-
ing the strength of their Thaumarurgy.

Tue NexT DEPRAVITY

In the sorry state Etrius and the others condemned
me to, my awareness goes no further than my own walls,
Bitiurges. | do not know what the monsters | once called
colleagues do when away from e, so the next chapter in
this sorry tale is only conjecture. From what | have
gathered, the hunt for the various elder vampires led
Tremere to wish to find a creature he called an Antedilu-
vian. This ching was a father of vampires, founder of one
of the great lines of the hellspawn, Tremere wanted its
power for himself, | can only presume so that he could
establish his claim to vampiric superiority.

Etrius and Tremere journeyved far and wide and |
have surmised that their journeys bore fruit in the
lands now controlled by Moslems. | have heard whis-
pered that they were seeking the resting place of Set
himself, vile god of ancient Egypt and a father of
vampires. Even if this were true, they didn't find him,
Instead, in 1133, Tremere summoned the Council of
Seven to him and | spied Goratrix report that his
master had uncovered the tomb of a creature called
Saulot. Bearing the third eye of wisdom, this anciens
vampire was father of a line of creatures called Salubri,
Goratrix left with hopes of new power. He did not
return empty-handed, or alone. The entire council
arrived, with the prostrate body of Tremere in tow.
Some were flush with new power, others raged against
the folly of hubris. Goratrix remained silent, but
walked with a new hate in his step.

| do not know exactly what happened, Bitiurges. [t
seems that Tremere drank the blood of Saulot and slew
him. He now has the power of the ancients, bur has been
prone to deep sleeps and mysterious shifts of personality
and even physical shape. Tremere was once a man, once
a vampire. Now he is a monster out of legend. No one
seemed ready for this result and 1 have heard some
whisper that they foresaw House Tremere's downfall
when Tremere committed this new crime.

Find out the truth if you can Bitiurges, but beware.




SINCE 1133

During a period of wakefulness in Ceoris, Tremere
laid our the future development of his self-named clan.
LeDuc, master of the burgeoning Paris chantry, was to
travel to the Levant to pursue further clues as ro the
events that had unfolded. He would hunt Salubri and
their secrets, apparently. Goratrix would step down as
Lord of Ceoris and head o France to take over the
Parisian hall. Steadfast Etrius would ke over at Ceoris,
secing to it that Tremere's rest was undisturbed.

THE Fury oF GORATRIX

Garatrix contained his apoplectic rage until he
reached his chambers, where | saw him vent it in the
presence of Malgorzata and Jervais. [t was he, Gorarrix,
who had saved the house by creating the Gargoyles
und driving back the night creatures! It was he who
had sacrificed his mystical essence to build Ceoris. It
wwas always supposed to be his! His strength would be
forever rent asunder if he did not occupy it! The
craven Etrius had out-smarted him after all. That
lackey knew that the real seat of power was right at
Tremere’s side. Whar contribution had he made!?
He'd surely coaxed Tremere into taking Ceoris from
him. What a slap that was! What a renunciation of all
Goratrix had done! Eerius had merely been there to
flatter Tremere, to attend to his comforts. Etrius had
done nothing, but won all!

Gorarnix seized a sword from the wall and said he
would walk down the corridor to the chamber where
Tremere lay and take his life as Tremere had taken
Saulot's. But then a change of expression fell upon his
face; | am sure it was more than just a trick of flicker-
ing candlelight. Sometimes, as | bring the moment
back to recollection, | think he must have been
overcome with love for Tremere, as the blood oath
demands. But then it is just as likely that he was loath
to call whatever curse had faced Tremere in Saulot's
tomb directly upon himself. So instead he told
Malgorzata that he would go to France and find a way
to make of the Paris chantry what Ceoris should have
been. Etrius would rule in name only, he said. She
would have to rule covertly, conspimtorially. Al-
though it was true that they wished to move at speed,
and that Etrius was timid and overcautious, she must
never forget the true matter of the struggle. It was
about two men, Goratrix and Etrius, and about the
loathing between them. Goratrix felt a hatred so great
that any number of others might take shelter beneath
it and draw strength from it. To grant one's loyaley to
a man, that is a mistake, Goratrix said, because men
fail you. They surprise you. They waver. But give your
soul to hate, and you will grow and gain strength. He

was really quite stirring. | might myself have fallen in
line with him, had my own being not already heen
long ago consigned to hatred — a hatred which in-
cluded him as one of its foremast objects.

AN Orp RivaLRY REKINDLED

Goratrix decamped to the Paris chantry, from which
he launched a distant chess game to thwart Etrius. Both
men used thaumaturgic means of communication 1o
recruit allies in the struggle. Malgormata kept Gortrix
informed of events transpiring within these walls. Un-
knowingly, her reports kept me well-apprised, as well; |
listened to them with the mordant detachment time has
taught me to cultivate.

Iwatched as Malgorzata, more charming than Errius,
swayed the sympathies of many neonates 1o Goratrix's
conspirator faction. Goratrix moved carefully, for Tremere
now showed lictle tolerance for the continued prosecu-
tion of the feud. In 1140, ane of Goratrix's most effective
new pawns, Misia Gies, attracted Tremere's anention; |
am still not sure what she did. He summoned her here.
Months later, he finished with her and sent her back 1o
Paris, her consciousness utterly expunged. Goratrix, |
would imagine, saw this as a warning from his master and
ceded the battleground 1o Errius.

The way Goratrix thinks is so well known ro me
that sometimes | believe | hear him whispering in my
ear. Until a more propitious time for confrontation
arises, he will wait, building his power. I do know that
he has Embraced, or pethaps made ghouls, courtiers ro
King Louis VIl of France. He tells Malgorzara he finds
mortal politicking intriguing. At first, it seemed re-
freshing: After all, mortals could act quickly because
their life spans were short. Then he discovered that
other courtiers were playthings of vampire clans only
vaguely familiar to him. He entered that world, and
there forged links to vampire clans. He found particu-
lar success with clans called Lasombra and
Cappadocian. You rub shoulders with their spawn,
Bitiurges: Giscomo Guicctardini and Margarer Vasa,
frequent guests of House Tremere, are in fact vampiric
envoys to Clan Tremere. They first stareed coming
here in the early 1150s,

Ettius could not allow Goratrix to ourdo him as o
schemer. In 1155, he proved his mettle at intrigue by
recruiting the fiest defector from another vampire
clan: Dauud the Copr, formerly a follower of the
Egyptian snake god, Set. Etrius also aggressively re.
built and defended the outlying chantries. The mortal
mages clamored for him to reclaim the chantries
richest in vis.. Although he assured them he would do
s0, he instead built chantries ar straregic locations.
They were fortresses in all but name. He hired merce-
naries and bandits who used the chantries to harry the
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['HE ENDLUESS WAR CONTINUES

The tedious seesaw fight with Transvlvania's other
varmipire Clons grinds on. 1169 was an especially bad year
hor T"Hn:-q-_- assaults, and H?h WAs WOrse T}ut was
when anew Tzimisce champion, loan, took commund of
their armies. | have learned little of this loan except that
he s o skilled general. During his first campaign, he
anashed many of the outlving chantries and roored out
infiltrarors and spies.

Now he continues to make slow, steady advances
igainst the Tremere. It is worse than they tell vou.
You know that the out h‘l.'l'l].{i. hantries once more lie in
rubble. You do not know that the original wards have
I'a i'."l ll: 1% !i'.L' |l-]l."|'\| '||'l..|b:|\ !II. Ih]f 'l'.“.'l]rll['["j,‘ e T}'LE
Hermetic rituals of your fellows, that keep the enemy
trom swarming through my front gate
ow you, where he much of the time suffers
the rormented half-sleep the vampires call Lorpor,

Far bel

HUKISE OF TREMERE

Tremere dreams and prophesizes. | spend much of my
time perched near his frothing lips, attempting 1o find
the sense in his mutterings. He declares thar his clon
will one day look back on this desperate time from a
position of unimaginable strength, thar the entire
world will pay unknowing homage to him. | can see
the doubt in the EVES of even the boutlick Errius

When loan retreats, Tremere's vampires resume their
intriguing against one another. They're rats trapped
ogether in a cage

You too are in this cape, Bitiurges. Now that you
see thar, you must act. It is Very I.i[!.;, but P-_-rh.rr'\.
not too much so. Your h.u'nl Frows tired, and [ feel
you fighting my control. | have overstayed my wel-
come. Perhaps tomorrow night, | will come back,
and tell yvou more. Of course you should not ler
anyone see this until we have decided what you
shall do with this knowledge.

— ?antiﬂnﬁus
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T( ) TH E FIEN DS eight leagues east of the source of the River Arges, high in

those same mountains. This puts it also east of the il
The of Aleandru Basarab, ServantoftheVowdes ~ Mountains Mindm and Negoiu. It is, say, 70 leagues, as the
My E::d liege, crow flies, from Bucharest, which is to the south and east of
You lenow that | am nok a man of words. | ask the senbe imx‘?ﬂhw;::Mﬂ ::;:;_“iﬁ
you senit mé to write with flowery words, so my poor way of ; by = !
speaking will not offend you. You want me to tell you how  fimes instead of leagues. Now this is where the calculation
others may get inside the keep of the damned magickers. | becomes difficult, for the termin is rough and Iaden with
speak honestly and say all that | know and hope that youdo dlllﬁl;'umﬂ- Let us reckon, fh&'wtlﬂ a small party mraveling
not mistike my forester’s blunt speech for disrespect. with hones and weighed down with the general equipment
| have no doubr that there are ways to get inside those needed for safety and survival ina place so inhospitable ro life
gates, political ways, ways of honeyed words of which the and limb. Were you o W"_‘wl‘""‘i from Bucharest, naturally
book-educated may drip into each other's ears, There be  NOtable ogoasthe crow flies, butavoidingthe most hillyand
ways of deceprion, no doubt, of mking on other guisesso ' m'fﬁmt“! lands, you would 5P'm?1 11 days in joumey-
that the cursed witch-men let down their dmwbridge and ~ INE M. Were you to come from Buda-Pest, youshould take
welcome you in with arms outstretched. | know nothing ~ aWwaterjourneyon the Dunav River, which yourservants may
of those ways. | am a man of the woods and of the  knowas the [h““I'”'_ You should expect a two-day joumcy
mountain and the rivers, and know only how you might until you reach the village where the women cannot speak
approach Castle Ceoris by means simple and material, So  €xcept to utter curses. The village has no name which the
thiese | will now L“- dorwn o your sorile lere. I'H.'JFIE there will dhare Ml’hmk‘m bt I:.l‘l-.l‘J"H.' map 1 have
G - T marked it with anevileye. Do ruu..lrinlh anyof the ;Jl'l.' 1:;1 watter
- they give you there, but you may safely sup from the dinners
LTTING HERE they cook in their large pots in the village circle. From there
Along with the words he writes | will send chismap. | you begin a land joumey of four score leagues. It will rob you
mark now where Ceoris is, inrelation o the restofour land. — of | 7 daysof traveling time ifyou are lucky, more youare not.
It lies within the hosom of the mountainswhichyourservants.:~ The trek s all uphill, from the lowlands of the Dunav to the
might know as the Transylvanian Alps. It stands roughly  mountains whene Ceoris waits. One of your servants once
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told me Ceoris was nearly 6,000 feet up from the level of the
sea, though 1 do not know how he arrived ar that figure. Were
it possible 1o travel up the River Arges, the joumeying time
winild be shortened to less than a day. Alas, the river is nigh
impassable in its upper reaches and heavily patolled by
Gargoyles lower down.

(Should your servants be traveling in winter, which
| say they should do only in circumstances dire, they
should double the rimes for ravel overland. Water travel
be the same as | sald just now, and safer to boot, for it is
sccomplished by sleds on the frozen rivers.)

(GUARDHOUSES

The accursed wizards keep many guardhouses
through the area. They construct them of pine wood.
They are made to be put up quickly and then aban-
doned or turned to firewood. By my reckoning, it takes
them but half a day, whar with two dozen or so of their
mortal workmen laboring away to erect one of these
posts. Thus they may continually move their posts
about in an effort to confuse us. | could mark the
Incations where guardhouses have in the past been, but
1o what end? By the time you gaze upon this map, they
will be ih different places. So instead | make a dotted
line, a limiting point. | have never seen a guardhouse
outside the limiting line that | now draw.

| can but guess at the force you should expect when
stumbling across these temporary guardhouses. Thirteen
is, however, awitcher’s number and the magickers seem o
wse it in the organization of their servinms. You should
probably expect at least ane complement of minimum 13
war- ed axmen, half as many steel-eyed archers
(with eyes as night-adept as owls) and a broad of Gar-
goyles which may number as few as three or as many as 13,
(You do not need me to remind you that there will be no
Gargoyles by day.) How many of the axmen and archers
are still pure mortal in stock and how many have supped
of the blood of the wizards, | cannot say. Only rarely have
[found the demon-couplers themselves at these posts, and
never at one more than a league distant from Ceoris itself,
When they are present, one must fear the fire they cast
from their fingers, the earth they move beneath your feet,
the wind that cuts flesh like an oft-blooded blade and the
water that rises up in the back of your throat, drowning you
from within. Though in truth | must say that the appear-
ances of magickers themselves have been less frequent of
lage than in decades past, and that their fury abates quickly
after one or perhaps two shows of their fearsome magic.
On twooccasions, when stumbling upon the guardhouses,
| saw creatures pour from within that were 5o awful in
aspect | swore they must be demons from the blackest pits
of Hell. Yet your servant, she with the laugh that rurmed
wine to vinegar, said them to be Gargoyles still, though
they had neither skins of stone nor a wyrm's wings.

We have from time to time overrun the guardhouses,
and | have studied them closely. Their floors measure ten
feet across and eight feet deep, the walls perhaps half a hand
in thickness. They are but simple constructions, granting
those within the advantage of height over their amackens

They stand three stories in heighe, I'd say forry hands high
withal. The top story sits unroofed, so thar Gangoyles might
emsily fly from their perches atop it. Battlements hide the
archers, whose murder holes give them ample room o fire
at any who try to storm the guardhouse

The second story provides shelter and warmth to
them among the watchers that need it

The ground level s given over tothe storage of weapons
and provisions. There is no need for flooring there, and the
witch-men do not provide for ir. Never have | found
anything worth looting in these places. They are nor prizes
1o be taken, but places of trouble, to be shunned.

The keenness with which the guards watch is as reliable
as a woman's virtue, which s to say one night is very
different from the next. Should the magickers be alarmed,
or otherwise have reason to be wary of assault, it is most
difficult for a party of any size to creep past one without
notice. | have done ir, but would not tnst any to creep at my
side, for they have not my experience in the exercise. Also
it is difficult to pass by them in times when game is scarce,
for in hungry seasons the Gargoyles are eager to nose out the
faintest scent of prey. And make no mistake, we are but
drink to those beasts, whether we be of mortal flesh, of the
secret nobility or lie somewhere in between. But when the
Gargoyles are fat and the sorcerers occupied with other
marrers, the fighting men may pay better attention to their
dice games and japes than to the snapping of twigs in the
forests surrounding them. With a skilled man's furtivenes
you may creep past one, two or even three such guandhouses
in the course of a day's jouncy.

| cannot say how many guardhouses the enchanters
keep on any single day. There is no way to know, unril the
day we overrun the place entire. | can attest that | have
neverseen mote than three guardhouses over the course of

an entire trek from the Dunav's banks to Ceoris's brink.

AMBUSHERS

Guards may wait in ambuscade, secreting themselves
behind boulders, in gullies orup in trees. Rarely do they do
this unless you have made your presence known to them
by dint of some unnamural commaotion. The patience 1o
establish ambuscade without the reliable hope of aparty 1o
fall upam exceeds what these foresters can muster

PATROLS

Your servants must also be wary for the patrols thar
beat the brush around the castle. | will mark on the map
a second line showing the line of safery. North of this line,

A FARAWAY CITADEL

one must listen alertly for the presence of patrols. South of
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v omly rarely go. The patrols themselves offer little
threat 1o our best partics: The patrollers arc always mortal,
sive perhops for o leader who has drank the dark wine.
Mevier hove | seen o patrol number gresver than foue
thouggh T'do not count the times when the hag men beat
T :'HH.‘- oy REATCH Of BN esc .I| e |-r-|II.'u':I:.|I.j.|:l1,_ "E-I".q_'lu'.l'u'
can see just how muany slaves the magic men commuand,
s guan] a the sight of their mosed power

Mure vexing than the moral patrollers are the Gar-
oy les who freely mnge there in search of food. Wishing wo
ser the monsters feed on namure's provender and not upon

cit cwn limited stores, the hagamen loose them in the
woods arourd the castle o haunt. Some hint .1rnm*, bt |
have more often seen them in packs of five or six. i caugh,
you should adopt the munoer of a lackwitred villaper

riyed tioo far from safe honring promrds. The Gorpoyles
L1 ;rL.f commanded o CONVey Inferestng Prisoners to '[i“_-.
costle bor mguisition, s fate offering dangers far greater chan
b IOster's |'|l.|1'|::'|.'1' You have a chance of ESCApIngE a

Linmgoyle’s teeth, but not the grim mercies of Ceoris

Byprassing PartroLs

Your servants maght wish pass through the patrols

ot by fighting or hiding from them, but through decep
pon ].1"'.' U'.FI.'I-\.LH. ™ ”'IL[H.H.'I'..I.". b | 1':.-_ By |-|._L]-|"|| [0 SO
their castle, must be able 10 paiss tl mm;:i: these lands
vrimolested. They do so by presenting atoken, most often

anamulet inlaid with a symbol of arcane portent, but other
Thmes ain "'.l.ll;' |'.!.“1'L|I,:|.;' H“'Tl'l'p' 'J-'I'.h r!ll' utiermmnce % n
watchword. On more than one ocoasion have | folbowed
aparty journeying openly towands the castle, and through
stealthier means have secured the token needed for pas
sage. A single token grants safety w an entire party, for fow
come to the castle unottended I'n_. servants and sjuires,

-I-E“-' ["'"”H'.'I" l'.l Ivt'i-‘“‘."l‘["‘ 1“"‘:'[ A0 EVETL ||.'|:'.I'| F']U\ i
them willing to sustuin a nuse for longer, The moral fighrers
comee i o, airrive and die, with the frequency of springtime
flies, Their numbers are gl l.'ll-:hu,'l'l lil.iT nok sl ko ¢ e
.-Illl“th':'l i hl:;i'lr You I‘i':u;\- TRy r.-lll W i \-t|'|.|.“ punTy il
patrollem, setze thetr armor and insignia, and amempt 1o pass
s newly recruited minions. Through such deception one can
leamn much of doings in the castle, for, with tngues slowed
by ale, the commoen fighters speak too freely for their own
oo, Yiou must be prepaned 1o execute witchman orders, and
are thus at risk of }!—Il‘lu..ll.umtﬂ nti |.|.ll|“|_:k st wraranly
You might also find yourself fighting against others who seek
b intruche into the magicken’ domain. So thus you oy fird
"\:-l“'f”“'“'h'“ll["f Lll.‘l‘"'iliu'l'lll.?l.il'hi11]‘-“"!”.|h|!Ih-l.k' |}'h.'1|r
within the environs without seeking entry 1o the castle
When we loosed thae thing vou sent w, the thing which
flowed wpon the ground snd scorched it and minde the sound
that made CRT RS ’r*l-.--.‘d.w-:ula-.lu '|".' s il !lm s Wi
Crept up mcrely to the IIFI of the chasm that surounds the
castle, with no inrention of iy further




Th Iuk:ll | hive succeeded with this mrick O OCCASIONE
vaniouws, you must use it but -‘p.mm:h'. None Prowe miore
suspicious than minions recently fooled. Even harder to
deceive are Garpoyles or the wrceren themselves,

Traps

Where the witchems canmo poerod, their living min-
s I-|I1I i F'l1-- “‘l"ll ‘l‘" L} Flli Wrlc tl i!;l"l'l'L |dli\.— tll L] § l’l;"'-“r'll'l:"l,
which may bring blades or cascades of rock from thie trees,
or senid  spearhead into your hears muscle. The blanket
of needbes and leaves which thare the forest floor durmgall
the seasons may also conceal weakened pf inks WO YT -
mg pits. The unforrunare who falls into such a pit may
tind upon o row of shapened stakes or flooring of rocks

HauaNTs

Gargoyles are not the only strange beasts to haunt
!|=-l. Wik -.|- .lhIIIIl..I i :I.'LHH | ||,|'- 5 Iw.lhi 'p\"|!i'| my W
ears the EToars of soldiers ]nug L.Il.'.hi m Il'hlhq_" dark
woods. Our own men becomes the allies of the enemy
in death, awaking great fear in those they have left
behind in the living world

Then there are creatures even stranger. Beastswhich
are half one thing and half another. | have seen a many-
leggred insect as larpe as a bear, with scything limbs,
which had fallen on one of my men and was feeding upon
the opened guts.. Others of us have seen creatures like
shieers of skin shaped like men, or a towering beast which
locked as if it had been made from the guts and gore ol
i humidred victims

Onee n woodsman of stout demeanor fell inwe a
wizard's pit, where he encountered a creature he de-
scribed a3 o deer's head propelled by the legs of o
silverfish. It sucked the juices from his eves ond fouled
him mn;h*.‘ll'l. with some kind of ichor. Three doys ufrer
| rescued him, [ did him the favor of sinking a knife into
his kidneys, for he had Ponc imad

HERE |
My Missive ENDS
Pl -l v b
My lege, this is all [ kovow of the [';ntl:u.t\f. iU eoris
.1r1.1 llll.‘1l' Lj.II'IL'i'I"I J h.l'q.'l." _-u_'r"..l:'|.i Vi ilﬂr,ill'\ |||_-[|' In'
nearly five yeam. | now humbly ask you to ler me rerum
(0 my hotne and my kinfolk. Please send another man
ysl can brust as you have done me so | may show him how
my taskes are done. My bones grow weary, and st night my
dreams are thack with blood

Your unguestoned servant,
ALEMAN DAY
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Sharmist thou fo showvo thy) barr
gerous brovo bey right.

YOber1 evils are risost feee?
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REPORT OF THE
CASTEILAN

Masrer Errius—

| know you have no need of the flattery a lesser lond
would expect from his loyal factotum. You have always
been a man to demand the facts, w value clarity over
frippery, and 1o see in brevity the wisdom of the ages. |
shall therefore do as you have charged me, and answer
vour questions with all due frankness. But because the
words | put down on this parchment are laid our with a
comrade's forthrightness, | must bid you to take great care
in the disposition of this document after you have read it
It is not to be dreamt of that | would think of you as
iresponsible, or thoughtless as to the dangers thar might
resule if <ome of those described herein were 1o Iﬂ'f‘ hil.l'lﬂh
upan it. You know that is not so! It is merely that there are
some within the walls of this hallowed center of leaming
who might fairly be described as vipers stimring in their
nests, restlessly seeking a foe to strike at. Knowledge is ar
its sharpest as a weapon when kept well-scabbarded. Our
knowledpe as to the truth of their motives must be
withheld from them until the night comes when we are
best prepared to seize them from behind the head, pinch-
ing the hinge of the jaws as one must do to catch a viper
while staying unbit. The writhing of these snakes reminds
us thar reachery springs from newly-gained power as
nuturally s caks from acoms grow.

Herein | shall say how Ceoris works, and what must
be done to improve upon its perfection. You have
charged me with making craft of your art, of taking your
principles of understanding and applying them to the
nightly direction of this chantry. In this report you shall
judge if | have succeeded and whether 1 am worthy of
reward for my efforts.

How WE SHALL
PRospEREH SAINST
THE ANCIENT

Surely the greatest advantage we enjoy over the
creatures from whom we have liberated the secret of life
etemal is our new thinking on the hierarchy as the
natural expression of all order, While verily our Tzimisce
toes love to strut and swagger as they profess 1o loed it
over all creation, they are too ancient of mind to have
applied the new science of reason to the relationship
between mastery and servitude. They perceive rulership
over others as their birthright, as a thing that will
naturally accrue to them because it has always been so.
They do not stop to consider the constituent elements of

HOUSE OF TREMERE

rulesship, to determine how the means of rule might be
extended and bettered. No god or authority determines
our destiny. We rule because we must; were we deprived
of power over others, too many would seek our destruc-
tion. Only through sharpness of mind, through a profound
unlocking of the hidden methods and structures of the
world around us, can we do what is necessary and impose
our will on those who would otherwise bring us down,
The moment that our understanding and diligence fails
us will mark the beginning of our downfall. It is said that
the Cainite mind ossifies over time, that its patterns
become set. If this is so, we must make the future now so
that the world will be ours even a thousand years hence
when the veil of dotage shrouds our thoughts.

What Ceoris is today, the rest of the world will
become in days ahead. All shall be sorved by cheir worth
and categorized by their duties as they are here.

LorD OF THE CHANTRY

Tremere, he who is master of usall, has in his wisdom
chosen as the guiding symbol of our quest the pyramid,
redolent of the esoteric mysteries of ancient Egypt. As
the Egyprians placed their pharachs, who they thought
were manifestations of the godhead, at the wop of their
pyramid, we place a single Lord and master at the head
of each chantry. At this chantry of chantries, you are that
master, sagacious Etrius. Answerible only to Tremere
himself, whose slumbers have, alack, grown oo long of
late, you sit wisely atop our pyramid, looking down on
the rest of us. When a post here becomes vacant, it is you
who reaches down and selects a successor. Though we
below you may take apprentices, perhaps grooming them
to perform our roles, the final decision lies in your hands.

THE CASTELLAN

From your lips to my ears, milord Errius. It s [, as
castellan of the chantry, who enforces your edicts and
attends to niggling, nightly matrers. You are thus free to
pursue your researches and further the goals of the House
in this roubling time. I do not see much of you of late,
milord, and thus | dare to believe that | have ably
discharged my duties.

| shall now list the many tasks | must commaonly
fulfill, so that — should some rerrible fate befall me —
you might appropriately ruror my successor. Ar least, |
trust that is why you ask me to list them. It is | who
supervises Ceoris's defense. Each evening when | arise,
Esoara, who caprains our guard forces, comes to my side
to give me his report. If either Ceoris or our villages have
been attacked during the day, he tells me whar has
happened. We may have lost peasants, soldiers, ghouls,
Gargoyles or magi. Buildings in the village may have
been bumned down. Supplies may have been looted from
our village storehouses. If any of these have happened, he




tells me what he will do to carve regret into the hides of
those impudent enough o wrong us. [ hasten w specify
that on most nighes, none of these things have occurred

The day has passed without moment. Perhaps there ts o
I LR i,"fu.‘!u.'l!li [ I! 1.1'.‘q.t|"'|.1nl.'. .‘\. M-'j'\l“-.'F 1.u_'|_'|,|.1 H“ﬂ“'“"r:- o
aGargoyle has become too mad to be trusted with furthes
puard duty. Esoarn knows | ke preat interest in motters
f obedience. Our thrulls must fear us, and 1 am the face
of that leor, When there is a beating to deliver, | stand wo
watch aswhip hies flesh. Esoorn’s serpeants wield the lash
b .IJL'jl[]‘.. it would be o shame not to -.Tl.ldi. I:qu:lr It

COMMANDING THE SLAVES

Should Escara report difficulty with the Gamgoyles,
it is Virstania | seek out. Many rimes have | insisted to
her that my role as castellan demands respecy, and tha
"EI'.' "|.|-|"|r||.] 'N'I.'L e ol o I"T'l."lt'llt il I"IIHI" |.'||' narmative ol
her sctivities and those af her margoyles. Perhaps if you
spoke to her, milord, she would sccept the necessity of
vbedience. The pyramid cannot stand if i foundation
|'l"1t‘\ .1L'|.'|- .|-I"|'||' LN ] [III.'Ir LWL TS ]Il}ll'rl 1.‘["1!““\ I}'h“'
i of now | must go to her each night in her damp and
tunneled catacomb. If Esoara has told me of some prob-
lk'“'- h\ll]l one of our Nl.ln.'-u. ! Mmust repear the 1‘||.;1|;:v|_- 4]
|"-'| 0 |.J f-'“lll'.[i'l. 1'!.-|I.I‘.' I.:..‘h'\-"-! [[E} .H.{l."'[lF'ﬂ[“_.' I Oy II"I{'\-’I_‘
vexing treks, but ‘twas clear her capriciousness angered
him, wnd 1 did not wish 1o force our feToCious -.'h;lmrlmn

to stoop to base and fawning diplomacy.) Virstania's
11I\|'\IHI!~!III:u'.'..'.![..la!l1'lurg-.r|l:|:5-:--,|r',| sl fe TRIVE Yy
troubling you with such Pty |-!.-.:||:-_ st brksom
Tlll.""vl.' CIeatures are owr Iq'tr l.l.q.'.”'q NS it I1.| i gy

that so sorely beset us, | will freely admit. Yet she clucks
and coos over them in a manner | would call matemal
were the very iden not wholly absurd, Woe betide me
] "']'llll.llui il.l'l- Ll (8 lL'". hur 1h.|! e Ol h'l'l i '!|.|;|_-.| . ||,_|- (Tl 1 .|
til.‘.q..li‘s'l.ili‘l'lll"r': .I'.‘I'I-l.' NCCUSEs I'*-u' i ool X MEEC TRTIE OF Tt
understaniling or... Mot all of her creatbons are as well
I'rl.l-.]q: s Ii'lq.' |!H-|r1."l.'4.'~. Tl‘u ¥ are guite |1:.|.|:_ S Tl '.F (5]
and |I"IL'-I|':-|I."!]L'-I| '."I‘L'JIL'I':I.J.' Lo Mo |Ij.-|_[| Y T :-_"P-,-.
“LH C l-iL':I:I :L'l'r-.|t'l!t'lt: I'.'h-- urn o sy thie worst of thi m
Then L tell Vissuinia they were felled in the fighrwith vhe
Trimisg e. Matters are intolerable as 1|'u_ v stamd, milord
I beg you to help her again rightly see th pyramibd's light

THE RECRUITMENT OF MERCENARIES

It is ofteny my task to approve the hirng of new men
at-arms. Before our present troubles, | prang chot | never
considered how hard it i o find o steady steeam o
doughty mortals to fight and die for one. bt is especially
hard in this forgotten comer of the world, Owr v i e
throw up ]*1.1'1.![“ one young man per scason with the
strength and emperament to nak life and limb i our
defense. Yet we lose dozens of men per vear. Clenrly, we

miust attvact mercenanes rom elsewhere. Moch of miy




communication with other chantries concems this vex-
ing question. In any city boasting a Tremere chantry,
certain rumors float. One might hear the word in the
wont taverns, in the slums and bawdy houses — wher-
ever vermin swarm. Only the roughest, most despised,
most hopeless hear in these rumors a siren's call. The
tales say that there is a place far away, nestled 'gainst the
Transylvanian Alps, where gold flows like woter for
those desperate enough to come and serve its terrible
masters. From Paris, Madrid, Byzantium and even Cairo
they come. They mutter and scrape and say they've
heard el of a fortress full of pold and silver and of hard
barans who need it protected. Cutthroats, madmen,
rapists and berserkers, most of them. Without our arcane
gifts, these men could not be safely herded into a cage.
Many of my hours are given over to the workings
required to strengthen their obedience and temper their
bloodlust. They must strike as savage beasts, but only
when we ordain it and only against our chosen targets. A
very few of them are truly cunning and well-favored by
fute, s well as brutal and desperate. These we ghoul or
propose for the Embrace. Esoarn, of course, was one such.

Escara's scouts comb the land for chances to strike
against our foes. We need more Gurgoyles. We need
fewer Tzimisce, Nosferatu and Gangrel. When they see
a likely chance, Esoara comes to me with maps he has
drawn. He tells me how many men he will need, how
long they will be gone, and what supplies they will
require. | decide if the reward is worth the risk. | say yen

of nay to any assaulr.,

Foon anp SuppLies

Yer the management of war is but one of my chores.
| must see that Ceoris is amply supplied with food for the
mortal and blood for the immortal. The villages we
conitrol provide for Ceoris's simplest needs. From them,
we get ment and bread and ale. The village women weave
the clath upon our backs and spin the thread with which
it is sewn. The men hew our wood and take the odd bivof
game with which ro spice our mortals’ tables. They carch
fish in rhe rivers and pick berries in the forest. These
delicacies fall first to our unaware fellows, then as special
rewards for warniors who fight well for us. Other goads
come from afar. Ghoul-run caravans bring parchment,
inks, arcane essences, alchemical supplies and rare tomes
from other chantries. They (and a few mortal merchans,
well-rewarded for their necessary courage) drop these
shipments at the villages, then tum around for the
dangerous journey back out of enemy territory. Our own
servants mke a car every month or so to the villages,
gathering up what they've stored for us. If a mage,
breathing or not, wishes ro have an ingredient essential
to his workings, he asks me to secure it. If he does not get
it in the time he deems agreeable, | suffer his reproaches.
A magus's capacity to ignore the practicalities surround-
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ing his existence seems nowhere more evident than in the
attitude of certain of our fellows. She seems to know we're
atwaronly when battle rages at our very gates, When the
encmy temporarily withdraws, the threar vanishes from
her uwareness. She once more thinks herself master of
world in which the difficulties of moving goods across the
continent are but someone else’s concern. When | rell
such haughty scholars about enemy pacrols, difficule
termin, weather conditions and the limits of communica-
tion, | see their attention depart from me. | suggest thar
perhaps their next researches ought to figure ways 1w
instantly transport goods from thousands of miles away 1o
one’s doorstep. But such comments naturally fall on ears
by indifference deafened.

| oversee our martal servants, so that our diy-waking
fellows need not worry their heads with the warmth of
their blankets, the flavor of their meals, or the timely
emptying of their chamberpots. Thankfully, those taken
into the blood appear less concerned with material
comforts. They can find their own way to the feeding
chamber, at least.

BrLoop MASTERS

Those of our mages initiated into the blood mystery
— the term Camite, | avow, still writes itself only reluc-
tantly upon this page — make up the next level of the
pyramid. This is not, alack, to say that they acknowledge
the rank | hold over them. | fear that you have not made
it fittingly perceptible 1o them that, as castellan, | am
more than their dogsbody. Each places herselfl on a
pedestal only slightly less elevated than yours, milord.
They do not shy from making requests — nay, demands
— of me, but do not obey orders, even those | pass on
directly from your lips. When I require them to participate
in the chantry's defense, | must argue and explain and
justify and wheedle. if we are to win thiswar, | must be able
o command certain basic obediences without taking the
time to coax our arrogant peers. As it stands, they accepr
ordersonly from Tremere, whom they fear without bound-
ary, and you, whom they still believe to have your master's
ear. Yet it pains me to point out that there are some here
— Malgorzata and Jervais, to pur names to the matter —
who obey you only so far as appearance demands or
vigilance ensures. Aye, if they know you watch them,
they do as you ask. But what they can cook up behind your
back, milord. .. Let us only say that their hearts are still
with Goratrix, They mean ro dagger you down the instant
they can do so safe from Tremere’s reproach. And as far as
obeying my ordinances. .. they do not fear me enough to
wait until my back is tumed before they begin to mock me.
We will never have a true pyramid of authority until you
make them either love or fear you. | intend no offense
when | say that the former is already impossible; they are
incapable of it. They must be brought to heel, milord, and
a true hicrarchy made.




If there is comfort to take from this unhappy circum-
stance, it is that our blood-made fellows show as litcle
love for one another as for you. They intrigue as if it is a
substitute for breathing. The librarian Celestyn, perhaps
your most reliable inferior save for myself, found a
month’s worth of notes burned. What crime led to this
punishment! Why, the night before, he'd refused to
intervene in an argument between Epistatia and
Mendacamina on the probable arrangement and narure
of the celestial domes. Bath became more offended ac
goodly, unintriguing Celestyn than they'd been with
one another. Either of them could have destroyed his
work with no morive better than simple spire.

Two months back, Therimna tried to poison Paul
Cordwood with an alchemical draughe, 1 am sure of it.
What the potion was meant to do, | cannor guess.
Therimna's apprentice lay open-throated at the end of
it Yet the two reached some sort of nccord and neither
will now say a word against the other, at least not to me.

I know | belabor the paint, but our fellows seem
determined to slay one another before the enemy can do
them the pleasure. We need to rally together every
night, not just when we face artack. Who knows what aid
Celestyn's destroyed research might have done us? He
smiles, shrugs and says it was of little consequence, buthe
is too anxious o avoid conflict. Sometimes one must
precipitate it in order to end it

Scholars casily make rivals of one another, but the
blood mystery seems o have sharpened this proclivity,
transmuting it from nuisance to threar. This gaping hole
in our pyramid must be filled with discipline from above
and obedience from below. Miloed, you must act.

MorTtarL Mnei

The blood-made mages' humor cannot be improved
by the need to treat mortal mages as their equals, Do not
mistake me for a member of Goratrix’s faction. | do not
clnim that they should all be Embraced forthwith. And
I avow that | have no easy deception with which o
convince the unaware morrals to accepr the sudden
elevation of the blooded above them. Still, everything
abour our former peers grates upon my senses, though |
be but the most mild of our hidden cabal. The longer
they accept our deception, the more foolish they scem
and the more trying it becomes o countenance their
blind arrogance. We never appear by day. Our pallor
exceeds even that of the typical scholar, for whom
sunlight is but a reminder that he's strayed too far from
his library carrel. We speak in a code in front of them,
exchanging meaningful glances and furtive gestures.
Indeed, we did have to behead Jacobus last year when he
stumbled upon a feeding, But the others — they were oo
occupied trying to wring the last drams of vis from the
land to rake notice of the flaws in our hastily-constructed

tale of his demise. | should not be infuriated that our plan
effects iself 50 well upon them, but by the rears of
Croesus, | am! | once thought these fools to be my peers
in leaming, cunning and ambition! Mag of House
Tremere, masters in the making of the Order of Hermes!
Thar they be fooled so easily galls me. And as | said, | am
the mildest among us.

The paradox doubles in upon itself when you consider
that the mortal mages are infinitely more pliant and
obedient than their secret masters. They greatly fear the
vampires hammering at our gates, especially as the power
of vis drains away from them. We blooded are nothing if
not cocksure, and they instinctively defer w our sense of
assurance. They accept me as castellan, as your eyes and
ears, and follow my commands with as little argument as
can be expected. Malgorzata awakens in them theirprimal
instincts 1o submit, as if they see in her the incamation of
some primordial and capricious bog-goddess. They see
Virstania as their savior for making the Gargoyles. They
do not ask themselves how she came upon the vampiric
secrets needed to construce them,

Therein lies the truth, [ judge. It is not so much thar
we are fooling them as they are allowing themselves to be
fooled. They smell the coppery tang of blood in the air.
They see what drips from the walls when the moon is
wrong. The screams from below do not escape their ears.
But they fear to broach the subject, comprehending that
their fate is entirely in our hands.

MENDACAMINA'S SUSPICIONS

For the sake of completeness, | shall here repeat
the opinions of Mendacamina, mistress of our torture
chambers. | urged her to speak her own mind directly
to you, which she resisted for reasons she said that
you would know.

Mendacamina warns me not to overestimate the
mortal mages' credulity, The avowedly Christian mages
who came here from the ruined chantry of Umor Mons,
led by Tosia and Omnifer, cleave closely to one another
Mendacamina claims that they are berter-informed than
they seem. All around them, she says, are signs of whar
they would see as our corruption. She points 1o the low
moaning sound which issues periodically from the sealed
doors to the abandoned laboratories far below us. The
blood which flows like tears from the statues of the great
philosophers in our disused foyer. Mendacamina says
that they ask too many questions regarding the Gar-
goyles' provenance.

We must tread carefully around Tosia's cabal, it 1s true.
Even with diminished supplies of vis, they can do us grear
harm should we anmgonize them. In particular, Omnifer's
mastery of creo ignem gives one pause. But we mast take care
that we do not, by obviows and excessive vigilance, foster
suspicions which do not now presently exist.
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threaten superions, arouse suspicion in the mortal magi or
allow the Tzimtsce ro leamn about usare too grave windulge.
One emvor is misfortune. A second warmants castigation.
The third means death at Therimna's hands,

Wuo WE FLEDGE

Once we fledged none but magi, but now we more
greatly need keen warriors, stealthy foresters, and men
well-placed o spy upon ourfoes. The first two sorts prove
casiest to find. Esoarn, captain of our guard, keeps open
his falcon eyes. He picks favorites, charging them with
plum tasks. Those who please him greatly he submits to
me as practicable apprentices. In these he looks not only
for proven successes against our foes, but quick and
ingenious minds. They must be clever enough to devise
sudden solutions when faced with trials unanticipated
by the ondes they've been given. When an aspirant
earns Esoara’s trust, | bid him to visit me in my chambers.
| ask him questions to test whether his cleverness is in
nature subservient or rebellious. ask him if he has given
any thought to the true nature of his masters. [f he bows
and scrapes and clucks his rongue and claims 1o have
allowed his head 1o remain untroubled by such things, |
dismiss him as a clot-head or base dissembler. He may
instead say that he knew chat this day would come,
hinting that he knows of us. His breast pumps with fear
but he wishes to join our ranks withal, he says. L know the
one who speaks such words as an over-clever schemer,
possibly sent by the foe. | seck the middle ground, the
one who shows he has thought but not too much, that he
is cunning but not against those above him.

We also Embruce those who nest in the bosom of our
foe, of can inveigle their way to it. These dwell not
within Ceoris; they nest themselves behind Tzimisce
walls. It is Paul Cordwood, our master of spies, who
chooses which of these to fledge. How he chooses them
is a matter he does not share with me. His childer are
made away from here, on his long travels through the
nerrth, in the cities of the foe. When Cordwood is here,
he receives many messages. He reports to you; you know
what is in them. | do not. It seems to me that |, as
castellan, should know their contents, for they may tell
of likely dangers to this chantry. Cordwood hints to me,
when he must, but treats me not as friend but rival. On
several occasions his wamings of the enemy’s approach
have come roo late. With greater preparation, we could
have dispatched scores more of the foeman’s vassals. Yet
he intrigues against me, accusing me of trying 1o amass
more power here than is my due. He is a Tremere magus,
sworn to reason, | beg you, milord, to make him see it

MoRTAL APPRENTICES

The still-breathing apprentices of the morral mages
are the most questionable stones in our great pyramid. Ir
is still left to each mortal mage to select his apprentices.

Few come from hereabouts. Our former fellows rend, as
we did, ro pick apprentices met on travels. They look for
initiative, imagination and a thirst for knowledge: all
things most deadly to our deception. Not yet leamed in
the techniques of ignoring all but their researches, often
flush with lusts and other curiosities of the flesh, they are
too likely ro probe where they should not as they blunder
about in search of experience. We have had to see to the
sudden disappearances of cleven apprentices in the last
five years alone. In making war agninst us, the Trimisce
do us one service: They provide an ever.credible expla-
nation for anyone's sudden demise. If we merely suspect
trouble from a mortal apprentice, we wait until his
master sends him beyond the fortress walls 1o Ltm‘lplc e
some errand. If the need for haste is greater, | demand the
apprentice’s amtendance in a war party. Their masters
inevitably come to quibble and entreat with me. All
must be ready to venture beyond the walls in waging this
war, | tell them. However we design to separate appren-
tices from their masters, Therimna waits for them.

It is the mortal apprentices who offer the foe his best
chance of breaching our walls by deception. We do not
know the extent of the Trimisce's knowledge of us. How
difficult would it be to plant a pleasing servant in one of
our naive fellow's path! They would train him in the
right words tosay, the correct prostrations to adopt. They
will ane day try, you can be certain of that, milord.

I propose that you instruct the mortals in new rules
goveming the bringing of apprentices to Ceoris. No
apprentice may come beyond the furthest watchtower
without first answering questions posed by Esoara and
myself. The Tzimisce have surely prepared their cuckoos
with false tales of their lives and of how they came 1o meer
our mages. We shall look deep into these neophytes' eyes,
to see the souls within. We shall ferret out the intriguers
and make of them fountains to slake our thirst. Uneil this
rube is done, milord, it is a5 if we have flung our gates open
for the foe 1o enter. Even Paul Cordwood agrees with me
on this; he says it is the fmt stratagem he would use against
us, were he the enemy's master of spies

SERVANTS AND OTHERS

Five score servants attend us in Ceons. Though once |
thought such lowly creatures unworthy of atrention, now
that [ am castellan of a fortress at war, ook upon each with
withering scrutiny. Our servants largely hail from the
surrounding villages and serve with lintle enthusiasm. Per-
haps one in six came here as brde or child w a foreign
mercenary. These former camp followers, most of them now
widowed or arphaned, prove both more sensible and more
loyal to us. A small few Paul Cordwood has Embraced; their
talents lay in realms greater than the emptying of chamber
pots and the peeling of parsnips. The mortal servants of
counse provide us a reliable font of fresh, vigorous blood, 1o
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supplement the wasted vessels languishing in our feeding
chambers. | must aver, however, that we feed upon them
too readdily. When at our most improvident, we leave them
oo weak to perform their duties. Beneath day's searing
light, a surprising number come to actually resent their
stune i our blood stock despite the pleasures our touch
causes them. | can only attribute their sullenness o ances-
tral recollection of their centuries under cruel Trimisce
overlords. More than one resentful servant has cultivated
an attachment to a mortal mage in order o confess of our
doings. In such cases, we must dispose of servant and mage
alike. The servints appear dispensable, but cannot be as
readdily replaced as one might suppose. We need peasants in
the villiagre o till soil forus and to guard our stored goods. We
cinnot ke many more farmers, then. And the
followers do not come to us frequentdy enough., 1 urge you,
milord, to issue edicts to the others resmicting unchecked
feeding upon the servants, General ill-trearment must also
be forbidden. Last month Mendacamina disemboweled a
serving wench merely for disturbing her during an experi-
ment. Such behavior is wasteful and reduces the eagerness
of our other servants.

Each of us has taken the liberey of making ghouls of
one or two of the more |\rlgi‘|l -‘t"'l'!'{,‘l or fnlr-hairl_'d of the
servants, in accordance with our own proclivities. |
myself um served by a quintet of wise-eyed old thralls. My
ghouls are the head cook, lead washer, mistress of linens,
the master repairer, and a fifth, whose quiet omnipres-
ence nearly led me to omit him here: Hadu, our steward.
Though none are salubrious to look upon, they know
better than any of us what ranspires between these
willls. | speak 1o each more than once a nighe, and it is
from them that | know much of what | here report. The
old men and women are cunning and wise and have
provided me with much good counsel on local ways.
From their rutelage | can now predict the actions of
villagers and Tzimisce alike. One day | shall be forced to
fully blood them, bur it would be a loss to raise them from
their lowly vantage points from which they see so much.
PRISONERS

Then there ure the prisoners in the dungeons. They
are of course not of our pyramid at all. Some are human,
others of the Cainite fold. It is Mendacamina who
atrencds to them, drawing from them what we wish w
know. Some we keep as hostages. They do not fully feel
the thoms Mendacamina hides within her Kiss, forwhen
we someday return them to those who want them, they
must still be in good repair. Most are used in other ways
after their secrets stand revealed, If they are vampires,
they are given to Virstania to mransmute into Gargoyles.
Mortals feed us. Alas, many of the prisoners are fellow
mages, and the blood of such is like a rudely fermented
wine, too heady a dmught for the likes of us. We must
keep our senses clear to see the dangers all about us.
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OBTAINING BLOOD

Our need for blood is great. We need it to live, and it
powers our workings both major and minor. | wonderif the
ancient Fiends use even a tenth as much of this life-liguid
as we must do. It is Epistatia who organizes our hunts for
mortals on which to safely feed. Having wrested a number
of Gargoyles from Virstania's too- loving bosom, she makes
of them her forward forces in her scarches, which must
roam ever farther afield so as to escape the notice of our
enemies. They have fallen upon our hunting parties more
than once in the past decade, and each time we have lost
many precious Gargoyles and well-heeled men-at-arms
Last year Epistatia’s childe, Roman, was lost, and she wept
for consolation for many months after. (She received it ill
when | suggested that the incident showed the danger of
caring too greatly for those beneath us on the pyramid.)

Epistatia’s method is to take many mortals at once,
most often a dozen or so. This tactic lessens the chance of
discovery by the foe and eases the suspicion of ourunblooded
mages. The ruckus rised by the hauling of prisoners into
the chantry always arouses questions from our fellows, so
tis better to do it rarely. We keep them in the dungeon rill
they grow sick and die. | do my best 1o keep the wretches
alive, theirhearts pumping. Epistatia wishes to control the
schedule of feeding, but | say that is better left 1o the
castellan. Others, especially Malgorata's faction, say they
should be free to feed at will. This matter chreatens w
dominate the intriguingamongst us, for control of the fond
supply is power at its basest level. You must grant it 1o me,
milord, 5o you know the blood will be fairly dispensed with
no favor toany faction. As itstands, the vessels waste awny
oo soon, forcing Epistatia to once again risk the wilds to
find another dozen.

ExNvovs AND VEITORS

Despite the risks to our safety, we must occasionally
welcome outsiders into our chantry, the better to forge
links to the pre-existing vampire world. Their minds
clouded by coffin-dust, our new peers see us as callow
interlopers who regard their vaunted traditions with
both ignorance and contempt. We cannot make them
love us, but we can make some of them see how we might
all prosper by pursuing mutual interests. We cannot
expect to ever make amends with the clan Trimisce or o
soon befriend the Gangrel or Nosferatu. But the others
might be broughr to understanding eventually.

The envoys of two clans, Giacomo Guicctarding of
the Lasombra and the Cappadocian Margaret Vasa,
spend much time here, and are treated as visiting schol-
ars by the mortal mages. Of course there is no way o
make them submic to the pyramid, though the
unpredictability they imply sometimes troubles me.




We have received visitors from most other clans not
named above. Most are of low rank; evidently a mission 1o
Ceoris is assigned only to the dispensable. The Ventrue
have agreed to send us a warrior retainer in exchange for
certain information provided to their leaders in France, |
now negotiate an armngement to send one of our appren-
tices to advise a Taoreador in Florence. In return,
he will send one of hisfledglings, pledged toobey us. These
arrangements are not without risk — these are strangers to
us— but | agree with your wise judgment that our House's
furure depends on forging new alliances.

OTHER CHANTRIES

It is also my duty as castellan to oversee relations with
other chantries throughout Europe and the Near East. |
communicate with the chantries using rituale of my own
devising, which permit me to commune with other
castellans who have undergone a ritual upon visiting
Ceoris. Once that band is made, distance matters lirtle.

My goal, as you have instrucred, is to slowly trans.
form each Tremere chantry, so that it mirrors Ceoris.
Though, fave willing, they will not need the defenses we
have constructed here, they will each conceal the same
hidden pyramid of suthority. Accordingly, | use your
name to summon mages from other chantries to come
here. | see if they have in them sufficient pride to
overcome the morality that keeps them weak — if they
can be remolded so that they lose their qualms withour
noticing the deficic. If their moral defenses need further
erosion, | do not move. The coming years will bring
much opportunity to wring conversions from our former
fellows. During these visits, | must carefully warch
Malgorzara and Jervais, who like scavenging dogs circle
my prey, hoping to Embrace before | do. | have already
alluded 1o the disastrous consequences of this. Many
mages who would in time have properly succumbed 1o
me rebelled when surprised by Malgorzata's bite, and
thus made themselves fit for nothing but destruction.

When | succeed, as | did with Probitas of Vienna, |
allow the fledgling to accept his condition. Then | have
him send others to Ceoris to also meet the Embrace.
When more than four blooded mages safely head an
outer chantry, | permit them to begin embracing. Yet
vipers vex me here, for Goratrix’s whelps already fan out
acroas the land, secretly making their own pyramids of
suthority within ecach chantry, Alas, the continual power
struggle here is yet one more thing mirrored from Ceoris.
If only you could persuade Master Tremere to intervene
and purastop to this unreasoned self-slaughter! Only his
wotd will unite us to fight our foes and not one another.

The others spread the Embrace at a rate that will
surely sppall Tremere when you make him aware of the
circumstance. Once | armnged to meet a promising can-

didate, n certain Cuculus at Perugia, only to find that he
had already been taken by one of Gomtrix’s persussion!
Were our pyramid pure, its authority would move in only
one predictable direction. | know that you will see that this
state of affairs stands revealed to the proper eyes, milond.

[N PARTING,
A Proprosal,

As | complete this missive, it occurs to me to mention
an undertaking which has grown in my mind of late. With
each passing year, it becomes more greatly difficult 1o
conceal from visitors and mortal magi the atmosphere of
dread which permeates our walls. The hallways o often
echo with whispers and scratching noises, the source of
which can never be pinpointed. Droplets of what seems to
be bliood marerialize on the walls, or coze up between the
flooring stones — yet the substance is not nourishing, but
nauseating. Chill breezes waft even through sealed rooms.
Along with them come odd moods: One might suddenly

be seized by melancholy, or mge, or giddy laughter, a if

some intoxicating elixir has seeped through one's skin.

We explain these manifestations to the mortal mages
by naming them the night creatures’ malign sendings
(In like manner, we have explained the sealing of the
windows and the shutting out of all sunlight, saying that
this is the only way to ward Ceoris from night-creature
magic.) These things happen most ar night, but, from
what the ghouls say, have now begun tostrike even at the
height of noon. There is perhaps one major manifesta-
tion every four weeks or so, but the minor ill-omens
become all roo frequent. The ghouls say that a mood of
panic has slowly crept up on Ceoris's mortal minds. The
living leave their chambers only when they must, and
travel swiftly down the hallways, heads bowed.

Celestyn has told me of the ritual that consecrated
Ceoris. Surely the cause of these manifestations lies in the
unfortunate errors that marmed it. Perhaps we should inves-
tigate ways in which our foundations might be reconsecrated.
Though such a ritual would be complex and difficul, |
submit that it would more than repay its cost in time and
resources. Otherwise, the strangeness of our abode will
become so obvious as to threaten our entire pyramid.

I shall think on this more, and detail my proposal ar
a larer dare. | include it here merely as a parting thought.

I trust that this report has been all that you wished,
Narurally I shall make myself available to respond o any
queries that might arise from it

Your most faithful of servanes,

— Cnraferrum

Castellan of Chanrry Ceorie
A HOUSE DIVIDED
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I’ HE APPROACH
Visitoes of attackens must approach Ceons from the
e hierous, henvily forested foothills to s south. As noted
b honw, immaiora] wnds, ran, and fog sheeld che valley from
hiw sams roays most of the time Il.LlTui'-HI-k‘l‘l|'.ilmitlll.‘ﬂ\l'[l‘q."
vitllley. Crrops of thiree to six mercenomes challenge any
t upenly maveling through the valley and demand 1o
v the party leader’s token of passage, Any maveler with
eigitimate bustness in Ceons receives a0 token from the
Tremere whio iny ited him there. Know mg that the token-
Hoddem can be powerful, haughey and quick ro ke offenss,
the petrellers make ther demands firmly but without
elligerence, ol 'h{'lu'|||||:|.m.|.|:'n'-.,ﬂu'*,‘;ilrﬁllr..lll'.']ﬂr.tllr ()
b vt by besnmge the underbnush forimtmoders o shouch-
N Gly mgsinest one of the many boulders around which
e tranl to Cleons winds. They are more wary by night,
whien hunched, hulkimg Gargoyles stride amongst them,
iering thremeningly ar any mortals who dare © meet
their gace. (For a detalled J:.m.:l:l‘-m-n of the valley and s
dheferses, see | ||.4|'-|r: Fu-.- |

Phe el leads through the valley and up a steep
e line 1o the gaces of Ceorts, It s sufficiently rocky and
WITH III'. Ta e v I” hlll 1Ih: T ._!r_-1,-_'l'|:1'||:|"|;‘|..t CNemisE
fromn Builing siege weapons within range of the chantry
walls. At many points, froops must dismount and walk
sangelehile oround huge boulders Gangovles have rolled
cno the noadway, The huge rocks provide ideal smbush
pounts ot Ceorns” defenders

OUARDHOUSES

As described in Chapter Two, the Tremere main-
tn a number of temporary guandhowses throughout
their perimeter. Soldiers stationed at the guardhouses
mount regular patrols, watch for signs of movement, play
at dice and drink 1o drown their fears

AL any EIveEn hime, I|1-'L'll.' are mne sm.l.ltfhnll.'d;'.*, e
of less evenly distibuted throughout the sumrounding
we, Munning each are ten to fifteen axmen, five t ten
wihers and rwotosix Garpoyles. Lower numbers of puards
we posted ar times of low alarm; higher ones, when
heostilities are imminently expected. Esoam, the caprain of
Ceorts” guarnd, may be forced to assign lower numbers of
guards i recent enemy assaults have depleted his forces,

CEORIS
From A DISTANCE

The vast tower-like structure thae is Cearis, bristling
with towers and turrets, juts up from the min-lashed stone
of the arrounding Transylvanian Alps. Great gobbets of
unnaturally cobiesive fog veil the chanery from the world,
amcealing its outer face. Four days out of five, the ap-
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proaching visitor sees nothing bur a thick manele of gray
mist that occasionally breaks to reveal a fragment of moun-
tain cliff or crag. Rain-laden, howling wind lashes it, but, in
defiance of logic, does not dispel the fog. Instead the mist
billows and courses abour the structure like an unholy spirit.
Visitors who well know the nature of Ceoris” inhabitants
might comrectly speculate that the concenling weather is
the result of a great rinual working. Originally conjured by
Etmus and other of Tremeres inner circle during their
maortul days, it is now kept acrive through hlood magic.

Ceoris By Day

Even the mightiest of rituals can't constantly ward off
the sun's rys. One day in five, daylight struggles through
the perpetual cloud cover to drive off the rin and fog. On
those days, Ceoris stands revealed in all of its intimidating
glory. It is a vast shaft of black rock jutting up from a
manmade plateau. s surface, still bearing the pickax marks
left by the hundreds of laborers who slaved o hew it from
the mountain, is unmarred by decoration. Only dosens of
long, narrow windows, now bricked up and sealed over with
lead sheeting, intermupt the perfect sheemess of its vertical

surfaces. Visitors who choose to stare for long periods at its
surfuce sometimes begin to see shapes, such @ enormous
shulls or mocking Gargoyle grimaces, forming in the pat-
terns of pickax marks. This may be one of the ill omens that
periodically manifest themselves in and around Ceords or
simply a vivid imagining on the part of the viewer.

Towers AND TURRETS

Like spears in a rack, eight rurrets and rowers rise up
unevenly from the structure’s bulk. Although originally
as straight and direce as Goratrix's derermination to rule,
they have begun to list slightly, each in a different
direction. One in particular, the tallest on its eastem
face, seems especially precarious, as if readying iself 1o
plunge to its death into the chasm below.

The rowers and turrets exist merely to tempt airborme
foes to their dooms. None provide entry to the castle.
Maost are built to break away, crumbling o their consritu-
ent stones when forced to bear the weight of a party of
men. A couple of them burst spectacularly into consum-
ing flames when weight is placed on them. Despite their
desire to keep a low profile, the Tremere can't enrirely
restrain their thearrical impulses, despive the fact thar the
winds have weakened these once-greatarchitectural traps.

Errius’ CHasm

A great chasm, tom intothe mountainside by Etrius's
earth-moving magic, rnps the chanery. Fifteen feer
across at its narrowest point and twenty ar the widest, it
represents a serious obstacle to intruders. Guards sta-
tioned at the gatehouse command the lowering of a
drawbridge to bridge the gap. The heavy deawbridge is

sturdy enough to support several tons of weight.

GATEHOUSE

Ower the drawbridge, on the chantry side, sits astone
gatehouse that controls access to the structure. Soldiers
stationed behind a bactlement atop the gatehowse warch
anyonc lpprmching the chasm. Th:r\r L]HI"EI'LHI.' Visitors
with the traditional “Halt! Who goes there™ Even the
chantry's most powerful must stop and identify them-
selves, The soldiers fear to cross traveling magi but know
the castellan Curaferrum will see them flayed if coght
failing to challenge.

If the guardn decide that would-be entrants arc hos-
tile, the senior officer makes o quiet calculation: Should
they try o capture them or simply refuse them!? If he thinks
they can safely capture these possible enemies, he invites
them to come forward. Then, when they stand under the
garehouse archway, the guards release a pulley-wheel that
causes portcullises on both sides ro slam down, trapping
the suspicious ones inside. If they're equipped with some
extraordinary means of fighting back, like magical spells,
the guands can open a trap door and dump a cauldron of
caustic liquid down on their antackers.

Afrer capruring the encrants, the guards ¢lang a bell
in warning. If available, Esoara comes to personally
determine the disposition of the caprives. If he decides
that the guards have acted wrongly in detaining the
entrants, he frees them and ushers them to their proper
destinations within the chantry. Although he may prom-
ise todiscipline the guards, he will in fact reward them for
wgilance — better to momentarily discomfit an honest
entrant than admirt a donperous intruder. If Esoara is not
available (during daylight, for example), a dozen or so
guardsmen, led by a ghoul sergeant, amve o haul the
captives to the dungeons. There they wait until Esoara,
Curaferrum or another of the chantry's nuling circle finds
the time to interview them. They release innocem
entrants with profound apologies, false promises 1o pun-
ish those responsible and reminders of the extreme
vigilance the denizens of Ceoris must maintain.

The four to six men posted ar the puardhouse are all
seasoned anchers. During hostilities, they're reinforced three-
fold, and ed with :I'rﬂﬂ:!"l.'t[ll.l‘ to six Ganwles.
At m;hl: they see by lamplight. If attacked, they douse the
lights. The ordinary archers have no way of seeing tangets st
night and so fire at positions on the drawbridge’s lip,

Welcome entrants are quickly bidden to enter. The
guardsmen clang a great bell to alert the pulley operatorson
the other side of the chantry wall in the Grand Foyer. The
drawbridge rakes about five minutes to rise and, thanks o
gravity, one to lower, If objects exceeding two thousand

pounds sit on the bridge, it may be impossible to mise.

COURTYARD

The space between the gatehouse and chantry is just
a small field of rocks doteed l“‘l,.' the occasional sprig ol




wolfsbane, bur the Tremere are grandiose enough to
refer to it ns a courtyard. Keen eyes might notice an ill-
defined trail leading off to the left. The real entranceway

15 1o the right, but spells prevent the many feet that tread
upon it from forming any kind of visible trail.

Faise Triuw

The courtyard trail curves around the mountain
A Precariouns Hhulf n!.nn:lc abonat a 'I'unt widc, An in:rl:dcr
can carehully eke her way up this trail until she reaches
a 60-foor gap where the rocky shelf has crumbled away.
The trail continues after the gap. Should the intruder
manage to struggle her way past the gap, the shelf
continues to a small, barely detectable door ingeniously
crafted to look like the rock around it

It"sa trap. The door doesn't open. The door and trail
exist merely to coax enemies to risk their necks seeking
# non-existent back door to the chantry.

False ENTRANCEWAY

A graveled path, about thirty feet in length, extends
past the garchouse, through the courtyard, to Ceoris
proper. |t rerminates at a fifteen-foot high set of double
doors, banded in iron. These are carved with arcane
symbuols; they throw off a wan, yellow-green light. A third
portcullis stands between the visitor and these doors. [t
makes an eerte sound when the winds blow through ir,
casing ench bar to vibrare like the string of a lute or harp.
Those foolish enough to stand and listen may become
convinced that they hear barely perceptible moaning
voices. Listeners become convinced over time that the
portcullis voices say discernable things. Unfortunately,
thase things can drive an unprepared mind mad.

The doors have been permanently shut from within,
sealed by molten lead. A war party with a batrering ram
could ger through both partcullis and double doors. This
would lead them to the disused Grand Foyer and o
another trap. See p. 53 for more.

True ENTRANCEWAY

The small rear gate through which the chantry's
friends enter it can't be seen head-on. It's around the
comer, to the right. At the secret door, would-be entrants
must speak a password. Guests are given different pass-
words than residents. The guards here must be literate in
order to correlate a long list of passwords to their rightful
owners. They consult lists created by the castellan,
Curaferrum, which include questions to ask guests. The
questions ask for information which should be kn
only to the true password holder. The category of one’s
password reflects the pyamidal hierarchy of House
Tremere. The list, if liberated from its owner, could yield
a great deal of information about Ceoris's organization.
The bist 15 kept in o rther complex code, but Curaferrum
has had to teach it to the guards stationed at the entrance.

HOUSE OF TREMERE

The four axmen on duty bow awkwardly o greet
superiors and grunt in acknowledgement to fellow sol-
diers. Unaccompanied guests are asked to seat themse lves
in a small antechamber. The senior guardsman rings a
chime to attract a serving boy who then runs to fetch the
chantry resident who will serve as the visitor's host.

If the guards hear the gsttthmhmril nung in lb&uthlm'
tive warningpattem, they in tum abiggong that hangs
on the eastern wall. Cmnmk at other stations also ring their
own bells and gongs (including several placed in strareglc
parts of the chantry) and rouse the house to the danger.
Gongs in the barmcks and in Virstania's Gargoyle pens tell
the chantry's defenders to go out and engage the foe, Several
ingenious systems of ropes and bells allow a few guards 1o
raise the alarm throughout the great house withour relying
on magical workings.

InsiDE CEORIS

Although those who know the name Ceoris shudder at
its utterance, and it is cerminly a place to inspire nightmar-
ish visions, the chantry also serves ns o home to hundreds,
from Cainite thaumanurges to humble servants. Newcom-
ers soon make general observations about the mood of the
place and the interactions between its inhabitants.

GOVERNED By FEAR

The goveming emotion of Ceoris is fear. It hangs in the
air like a contagion. The vampires fear the machinations of
the Tzimisce, attacks by Gangrel and Nosferatu and, when
external threats recede, one another. Cainite anxieties in
turn infect their ghouls, who dread the day when they can
no longer nourish themselves on their masters’ intoxicating
blood. Lowly servants fear the rulers of Ceoris even more
than outside attackens. Mercenaries dread the next bartle.
Still-living mages fear destruction at the hands of the night
creatures. Those who suspect Ceoris's leaders of diabolic
activities worry that their suspicions might be exposed
before they discover the secrets at the matter's heart.

These apprehensions permeate the behavior of Ceoris
residents. Its inhabitants tend to speak in whispers as if
concerned that someone might overhear them. Tempers
flare easily; even a small misunderstanding berween
soldiers or servants can explode into a vicious brawl.
Sudden noises, such as the dropping of a fork in a dining
hall, jolt startled people from their seats.

Fear heightens other emations, especially among the
chantry’s human inhabitants. The everyday presence of
imminent death prompts them ro extremes of desire,
anger, sorrow and joy. Many periodically find themselves,
for no apparent reason, breaking down into mcking sobs.
A mildly amusing jest may provoke uncontrollable howls
of teary-eyed belly-laughter. A momentary flicker of at-
mmaction berween a male and female servant may prompt




them to leap upon one another fora bout of furious rutting
— despite Curaferrum’s violent prohibitions against such
disorder. Ceoris's residents, including the Cainite magi-
cians, believe that this heightening of passions is
supermatural in nature. They theorize that stray emotions,
perhaps sent by enemy magic, walft through the halls o
tear at the resolve of the mentally weak. This opinion
reflects their bias towards esoteric explanations and their
tenuous understanding of mere human nature. The mor-
tal population is under great pressure and about to crack.

The chantry’s perpetual lack of sunlight reinforces this
sense of dread, at least for its momal inhabitans. Its outer
surface wis originally covered in long, namow windows, but
these were all bricked up long ago. (Gomitrix ook the
precaution of sealing out the sun's rays in the 1080s, justifying
it as a protective measure tostrengthen the chanery's wards.)
The chamiry’s ondinary folk yeam for daylight and fecl
themselves withering under Ceonis' etemal night. Soldiers
covet daytime guard duty. Servants contrive reasons to go
outside during the day, oreven abandon their posts to fieel the
sunon theirskine, Most mortal mages, bookish sors indiffer-
ent to the henefits of the outdoor life, dismiss the possibility
that the absence of anlight could in any way alter their
moods. They do not see that it renders them snappish,
perpetly tired and highly suygastible.

AmMipsT ILL OMENS

Ceortswas bormunder an ill star. Even had its consecra-
tion gone perfectly, it would have been a dark place. With
the bungled ritual that required the murder of Ponticulus,
one of its participants, it has become a ploomy sbode
indeed. The rinual actions of the chantry founders trapped
their peer's spirit in the building. The passage of time has
amplificd his anguish, self-loathing, despair, bitterness and
mordant humor, so that they now physically manifest
themselves inavanety of ways. These include sudden chills
in the air, bleeding corridors and flooring stones {though
the bload provides no nourishment or thaumaturgic power),
whispering, laughter or moaning with no known source, a
pervading dampness, nightmansh images (often of decapi-
tation ) that bubble up into the dreams of sleepers, similar
images thar momentarily appear in mirrors and other
reflective surfaces, and the disappearance, materialization,
or movement of objects when no one is present. These are
not so much the williul acts of Ponticulus’ shade as the
echoes of his anguish and anger.

The gloom and foreboding that wafts through Ceoris
isevident to visitors, but those who end up dwelling here
for prolonged periods become inured to these feelings.
The place insidiously erodes residents' judgment so that
they come to casually accept its many signs of impending
doom. Victims of the effect still perceive the ill omens
but lose sight of the fact thar it is unnatural t live in a
place where they are commonplace.

&
-

CoONSTANT ACTIVITY

Ceoris is home to well over a thousand individuals
and hums with activity day and night. lts halls are full of
furtive-eyed servants moving quickly abour their tasks,
silently praying that they will neither artract the atten-
tion of the masters nor witness any of the eerie
manifestations that plague the place. Any of them carry-
ing an item too heavy or bulky to be held in one hand
must travel with a second servant to carry a lamp.
(Ceoris's wall sconces, which once held burmning rorches,
have been plastered over to accommodate the unreason-
ing vampiric fear of fire.) The lamps throw long shadows
along the corridor floors and send new layers of soot 1o
join the black encrustation thar cakes each ceiling.

Soldiers, their boots slathered with muck as they
return from guard duty, tramp down the halls, trading the
crude jests that form the common currency of warrion
everywhere. Others of their number, assigned to roving
guard duty, do their best 1o appear menacing and vigilunt
us they stalk down the corridors, hands on sword-hil,
Those ordered o stand before doorways slouch against
wills, keeping a keen ear out for the confident tread of
sergeants and masters. When a superior approaches, they
quickly adopt a posture of stolid artentiveness.

Now and then, a magician (Cainite or moral)
comes sweeping through the hallways, attended by an
entourmge consisting of ane or two servants, an appren-
tice, and perhaps others. The often unsociable masters
acknowledge only their equals (or betters) when they
pass others in the halls, and even then with the merest of
grunts or slightest of nods.

CHAMBERS
OF THE HousE

The following chambers are devoted to the business
of House Tremere. Here visitors find mages, blooded and
mortal, as well as their npprentices and the most trusted
of the chantry's servants. High-ranking mages walk
proudly through them, drinking in the admiration of
their inferiors. When before their beters, apprentices
bob their heads with appropriate deference. When not,
they stare wide-eyed and drink in the chambers' sights
and smells, dreaming of the time when they, too, will
march through them, puffed with a sense of ownership
and entitlement. The Chamber of the Blooded on the
fourth floor {see p. 56) is the grand exceprion, reserved
for and known to the Tremere Cainites alone. Of all the
chambers of the house, it is the most important.

Counci, CHAMBER

The mages of Ceons conduct their official business in
this large, cstentatious chamber. When the chantry meets in
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council, Emus and his misted lieutenants of the moment sit
ar the head mble. Tremere spends maost of his time in torpor,
sor the chair reserved for him is almost invariably empty. The
castellan, Curfernam, conducts the business of the meering.
When a spenker ackdresses the council, he leaves his seat at
either the officers’ table or in the spectators’ court and walks
the long floor anen as he speaks. 1t 1s bad form w look directly
at the officers” table while addressing the council, although
the people sitting there make all the decisions.

Tremere rarely appears these days; when he does show
up, i huzh falls on the participants — a matrer of the pravest
importance s about to be mooted. Seating armngements
betray the current progress of power struggles within the
chantry. Those invited to sit wich Errius are on the rise.
Sormeone who recently sat at the head mable but now haunes
the risers hus clearly suffered a sethack. As it stands, the
ulficensof the council are the casvellan, Curafermam; Virstania,
mistress of Crargoyles, Esoara, captain of the guard; Jervais,

atherer of vls; Paul Cordwood, master of spies; and
Mendacaminag, keeper of the dungeons. Malgorzata rounds
out the group, ssamod v Gosatrix's faction, even though she
ut present fulfills no official fimetion in the house.

Mortal mages and their apprentices attend council
meetings, as do some of the chantry's guests. Accordingly,
no real business is conducted there. The council is now a
sham meant to convince mortl mages and outsiders that
the business of the chantry goes on as usual. The officers

discuss the progress of the war against the Tzimisce and
announce new policies affecting the rights or conduct of
maoetal magi and their entourages. Any house member or
chantry resident may bring up matters of concemn. The
amount of discussion Etrius allows ona given matter shows
how important it is; on trivial matters, everyone is permit-
ted ample time to fulminate. Truly important decisions are
made by the chantry’s leading officers (i.e. the Cainires)
and announced to the assembled mages 2« faits accomplis.

Still, the ceremony that rings in council meetings
may seem most impressive to visitors. It reaffirms chantry
residents’ sense that they belong to a group with a grand
history, one which surely offers them the strength 10
survive their current crisis. Each conclave opens with a
procession. The council officers’ apprentices enter first,
swinging smoking censers and chanting an invocation to
protect the participants from magical attack. They take
up a standing position behind the head rable as their
masters proceed into the room, decked our in full cer-
emonial garb. Each officer wears an ermine-trimmed red
velver robe and a golden helm. Stag homs top the helms;
each boasts a full face-plate depicting a different allegori-
cal figure;: War (worn by Esoara), Benevolence
(Curaferrum), Art (Virstania), Mercy (Mendacamina ),
Flenty (Jervais), Vision (Paul Cordwood), Fealty
(Malgormata), Wisdom (Etrius) and Mastery ( Tremere, if
he happens to show up.) Still masked, the officers take
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their seats. The castellan then reads a stirring passage
from the Tremere Chromicles, a grandiose and wildly
slinted history of the house's early days. He rings a bell
three times, cueing the others to remove their masks,
Then the business of the meeting commences.

When council is not in session, the chamber remains
empty, except for the debates held there perhaps once or
twice a week. Two mages with differing opinions on some
mairrer, usually conceming an abstnuse principle of arcane
theory, argue it out in front of their peers. At the end of the
formal argument, onlookers pepper the debaters with ques-
tions. Each debater usually brings with him a few partisans to
ssk vexing questions of his opponent. Eventually the suppos-
edly neutml arbiter appointed w oversee the debare calls it o
a close. Spectators then mark pot shards with the name of
their chosen victor. An attendant collects them in a cloth-
lined hamper. The arbiter’s apprentices go through the
shards and count out the vore mlly in fronr of all concemed.
Listening to debatens is the chantry’s most popular social
activity. It is not unknown for sore losers to magically strike
out against their opponents — or audience membens who
asked embarmassing questions — after an especially humiliar-
ing defeat. In the old days, debates often prefigured power
struggles within the house. An ambitious mage could mea-
sure his suppore by challenging his chief rival. Victory by a
wide margin showed him he could move against his enemy
without fearof reprisal. A loss warmned him topull back. These
days, the importance of debates has receded as the Cainite
muges grow increasingly disinterested in them. Support from
the mortal mages means nothing 1o their power struggles.
They never seek debates now, though they may feel the need
to maintain the pretence of normaley when challenged by a
high-ranking mortal mage. They do, however, attend the
marches of others, especially when they wish w assess visiting
mages they don't yet know well. Curafernum and Malgorzata
are the most frequent attendees; each looks for prospecs
worthy of the Embrace.

The room, long and rectangular, serves as the keep's
official meeting place. The walls are lined in oak, save for
the southern wall, which has been covered over with
masonry. (This is the wall abutting the shaft trap, laid in
after the construction of the council chambers.) This
unsightly wall has been covered with a tapestry depict-
ing Tremere and Errius standing before the Grear
Pyramids at Giza in Egypt. Close examination of the
tapestry reveals that Errius’ face has been sewn into the
tapestry, to replace someone else who's been cut out.
(The face on the tapestry used to be Goratrix's.)

Two sets of tiered risers run along the east and west
walls. Each riser contains three tiers of seuting. The chairs
are made of cak, with staghom armrests, Stag’s hooves
adomn the chairs’ feer. Sigils and other arcane marks have
been idly scrarched into many of the seatbacks over the
years. An observer might assume that these are mighty

proecrive magics. They in fact owe their existence to the
bored indifference of attendees who'd rather have been
miaking calculations for their latest experiment than lis-
tening ro the petty details of chantry business.

At the south wall, in front of the tapestry, sits a head
table of polished walnut. It has not been defaced by any
idle mages. Before official business is conducted, arten-
dants lay a velvet cloth upon the table so that Tremere's
crest, embroidered in gold, faces the armendees.

Three candle-laden chandeliers overhang the cham.
ber, keeping it well-lit when in session. Curaferrum has
recently ordered than only one chandelier be used at any
given time to decrease the unease of his fellow vampires.

GrAND FovER

Before Etrius instructed the servanis woseal the main doors
(see p. 50, this chamber provided the visitor his fisa awe-
inspiring glimpee of Ceoris’ wonders. Now it is occupied only
by servants stationed here to operate the drawbridge pulleys.

A gigantic staircase dominates the room, leading up

ir of brass-bound cak doors, A bruss frame around
is styled in the shape of a bearded man's head,
50 pmplt passing through the doorway must travel into
his mouth. The figure is meant to be an allegorical
representation of wisdom, but the play of flickering
torchlight on the face lends it a sinister aspect. Mounted
on the massive staircase's marble banisters are two rows
of busts depicting the great sages of ancient times.
Among those represented are Aristotle, Pythagoras,
Archimedes, Simon Magus, Anaximander and
. They're carved in stone in the distorted,
highly stylized manner of the 10th century. During the
day, these busts show a multitude of tiny cracks, unusual
because they were recently made. Ar nighe, the busts of
Aristotle and Pythagoras weep tears of blood. The smount
aof blood is 100 small to provide nourishment, but |t
carries the heady tang of magus blood. This is the most
consistent of the ill omens described above,

Two massive pulleys, one on each side of the sealed
main doors, allow for the operation of the drawbridge.
Four guardsmen are always on duty here. When the
gatehouse guards clang a big bell, the men at the draw-
bridge pulleys know to raise or lower the drawbridge.

The chamber is kept unlit now, though an iron
chandelier with prongs for two dozen candles still hangs
up above the staircase. [ts lowering rope is still intact,
should anyone wish to put candles on it and raise it up.

ARCANE Trap

This map leads from the grand foyer (see above). s
doorway, framed by the head of Wisdom, once led direcily 1o
the council chambers. A fialse room has been partitioned off
from the chambess to serve as a trap for invaders. To muke the
mpseem more credible, the dooris holved from the msade. Any
groupsucceeding in battering it down and charging mside firds
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iself trapped. A second metal door, hidden in the wall above
the entrance, slams into plice behind them. As the inrudens
stngele o find the non-existent exit, o crimson mist appears
i if From nowhere and begins to strip them of flesh.

Masters Common Room

This chamber provides an informal meeting place for
the chanory's full-fledged mages. These moasters come hereto
hobnob with their brethren. However, they'ne a fairly anti-
soctil ot The room is rarely populated by more than a mo
of rages. Some take their meals here, bur the vast majority
of magi oeder servants of apprentices o bring food o them
whibe they work. Those whodogather here sit apart from one
another. Although they sometimes discuss their worck or
oceulr theory, the main twpic of conversation is the com-
plaint. Mages gripe about wrongs done them by absent
colleagues and speculate on the doomed progress of their
current work. Although circumspect for a few minutes
i miages visitng from elsewhere, the freedom o back-
hite swell mgrained imchantry residents and they soon forper
themselves, Guests can therefore gather considernble pssip
by siving circumspectly in the mastens” common rooem. They
won't, however, get a mue picture of gomgs-on in Ceoris
because the Cainite mages alinost never come here.

Well-made but long-mistreated tables and chairs lie
about the room in a state of perpetual dissmangement. Six-
foot candelabeas stand equally haphasardly throughout the

roomy; the mages drag them wherever they want the best
light. The fumiture, floors and even walls are bespattensd
with decades worth of stray candle wax. A series of friezes in
ivory depicting a variety of saints and allegorical figures
decomte the walls. The delicate figures have suffered over
the years, as irreligious mages have repeatedly covered them
in wax, and devout ones have angrily picked it off, lopping
off many canonized noses and fingers in the process.

CHAPEL

After herescape from the wor-ravaged Tremere chantry
of Umor Mons elsewhere in Trunsylvania, the pious
mortal mage Tosia insisted that achapel be installed in her
new haven of Ceoris. Although Malporsata and others
opposed the measure, citing the House's traditional dis-
tance from the Church. Tosiaappealed to Etrius, who, still
secing himself as a faithful if somewhat tamished servant
of Chinist, could scarcely tam her down.

The result is this small chamber, dominated by 2
painted icon of the Christ child and Virgin Mary scav-
enged from the ruins of Umor Mons. It sits atop a small
altar, behind which rises a large brass rood (free-standing
crucifix). Four benches face the altar, They offer only
enough seating for sixteen people, but the chapel is never
this full, even during Tosia's Sunday services. Ceoris has
no priest, so the worship services (also held each evening)
consist merely of group contemplation before the alwar,
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Of the Cainites, only Etrius makes a point of artend-
ing the services, doing so once a week, at most.
Mendacamina may be seen hovering outside in the hall.
waty, as if on the verge of entering the chapel. She always
stops herself, though, and then strides briskly away.

Because the conspiraton they fear avoid the chapel, it
provides a natural meeting place for Tosia, Omnifer and
ather mortal mages who suspect diabolism among the
chantry’s night-dwellers. They muy be found here, whisper-
ing together, after their daily shift on watch duty ends.
When they hearoutsiders approaching, they quickly change
the subject of their conversations to theological matters.

LiBrRARY

The heart of any chantry is its library, and this massive
chamber on the chantry's third floor is designed nor just
10 impress visitors, bur to overawe them, Althouph all of
Cleoris' magi could essily use the stacks and carrelsat once,
no self-respecting mage allows himself to be seen studying
in public. Instead, he takes the materials he's using back
10 his laboratory or private chambers for uninterrupred,
unobserved study, Tremere mages have always been highly
proprietary about their researches. They've been known
tos scquirre ] away important works for years, if not decades,
sometimes just 1o deprive their rivals,

Celestyn, the curlously affable Cainite in charge of
Ceorn’ library, wages a losing battle against the residents’

Apprentice
COmmon

efforts to denude his collection. His apprentices, who man a
long, heavily-scarred desk separating the rotunds from the
stacks, try to get users to sign a log book whenever they mke
an item. The withdmwing mage is supposed 1o list her name,
the mame of the item, Celestyn's catalogue number and an
estimated time by which the item will be returned. Becose
miagi never like others to know what they're working on, they
almest invariably supply false information if they deign tosign
the register at all. Library assistants are much more frightencd
of most of the usen than they are of Celestyn and iren't about
to confront their seniors. If a new assistant seems too sealos,
his fellows tell him abour poor old Sedulus, who disappeand
a decade sgo after demanding that Paul Cordweonod scoount
for the many items he'd taken without signing the regster
Sometimes, lave at night, the library air seems o fill with the
distinctive smell of acrid sweat and fried onlons, which in life
followed Sedulus wherever he went.

Celestyn himself is absent during the day, and often
gone from Ceoris altogether in search of new materials for
the library. He is thus unable llllijlhli..lr'l ine hisapprentices for
:ltluﬁ'i.rlﬂ themsclves tio be cowed |‘11, the others, His 1;.'1"1]111_':(
cataloguing system, its principles known only to himself,
falls o pieces whenever he is gone. He seems to enjoy
putting the pieces back together again each time he retums
It is like playing ut puszles, he says. He spends many a night
going from labomatory to labotatory in the chantry's lower
levels, knocking on doors and politely requesting the retum
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of vanished marerials. Celestyn, unusually diplomatic and
a known neutral in most power struggles, manages o do so
without arousing the ire of his colleagues. Even the most
belligerent of them is loath to harm him because he's afont
ofknowledge onall subjectsarcane and hashelped each and
every one of them advance her research.

Uhver o thousand tomes, scrolls, loose documents,
journals, maps, clay tablets, chunks of hieroglyph-in-
scribed mock and fragments of papyrus await the occulr
researcher on the high wooden shelves that line the
south and east walls of the massive library chamber and
on stand-alone shelves filling its southemn annex. The
study area s topped by a rotunda forty feet high. A
mosatc, depicting a complex dance of demons, angels
and elementals through the celestial spheres, adomns the
rotunda. Many of the tles are covered in gold leaf or
have been silvered. Beneath the rotunda are three rows
of wooden study carrels, each line accompanied by a
long, communal bench, The carrels are mostly deserted.

ApprenTices' Common Room

This chamber serves the dosens of mortal apprentices
wha live in Ceoris. In contrast to the masters' room, this
chamber 15 usually filled ro capacity. Apprentices drink
ale, heap contempt on their masters, lament their peneral
mistreatment and even engage in the occasional rapt
discussion of their ficlds of study. Masters aren't barred
trom coming here, but rarely appear. If they do darken its
douts, the room plunges into immediate silence. Nor-
mally, if a master wants an apprentice, he sends a servant
to fetch him. A personal appearance can mean only chat
the mage s funous with the apprentice and wishes to
deliver an immediate tongue-lashing, or worse. An infil-
trator who's established herself as a full mage wouldn't,
then, be able to spend rime here and gather useful infor-
maticn. In the guise of an apprentice, though, she could
quickly leam Ceonis' ins and ours. The apprentices don't
know that they serve in a nest of vampires, but they're
mote attentive than their mortal masters to the face thae
something is severely amiss at Ceoris. Their noses aren't
buried so deep in snudy that they're divorced from com-
mon sense, They notice things like the bleeding busts in
the Grand Foyer (see p. 53) and the wailing from below.
They know that their fellows disappear at a high rate.

This chamber s smaller and humbler than the
masters’ room. lts walls are of bare stone and irs fumirure
is of barely-finished pine. Though more modest in every
wiy than the master’s room, it is better mainmained. The
apprentices take care to clean up wax spills from their
mismatched candelubra. They've decorated the walls
with maps and occult diagrams raided from the library.

CHAMBER OF THE BLOODED

This dark and unadomed secret chamber serves as
Ceoris’ true counctl chambers. No particular ceremony
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attends the opening of a meeting of the blooded mag:.
Castellan Curaferrum nuns the meeting, though it is Etrs
who wields the authority. Tensions at true council meeting
are often palpable. Malgorzata sometimes uses the meeting
to test Etrius, directing her barbs at his man Curafermum.

Topics for discussion generally include the state of
Ceoris's defenses, the smus of outlying chantries, the
conversion of such chantries’ leaders and diplomatic over-
tures to other Cainite clans. The magi chart the progress of
artempts to infilorate the enemy, and share information on
Trimisce forces and movements. After discussing urgent
business; the hackbiring begins. Participants propose pet
projects which typically bring the responsibilities of others
under their control. For example, Paul Cordwood might
demand that Esoara cede him a number of his best merce-
naries for a joumey to Tzimisce termitory without explaming
how he will make use of them. Or Curaferrum might
complain thar Epistatia has been lax in capruring new
mortils tofeed fromand must be urged to onganize s hunting
party forthwith. When the chantry s hasdpressed by
enemy attacks, the formal part of a ue council meeting
takes up the bulk of its time, and the compering Cainires
postpone the prosecution of grievances. When they feel
safe, the bulk of a council may be given over o wmngling.

Visiting members of Tremere's fold are often taken
aback by the open calumay that fills the air. No one is made
o feel more welcome ar Ceoris than a visitor with no
declared alliances. Everyone wishes to befriend herin hopes
of using her to further personal ends. If the visitor has no
clear allegiance to a faction, both sides attempt to ensnare
her in their seracagems. Even if avowedly a conspintor or
conservative, she may be drawn into pettier dispures. It isa
the true council that the visitor is expected to choose sides
and join the fray. Doing so is dangerows; Ceoris’s Cainites
feel safer ammacking guests than long-time residents.

Cainire councils are held only on the first and third
Thursdays of each month. Etrius calls emergency sessions
affter assaults on the chantry before anticipated artacks and
when significant new information on enemy activities
presents itself. He has also been forced to call a number of
emergency meetings to attempt to enforce peace on feud-
ing Cainites, Because he leads one of the factions, he i
successful in these medintions only when the fight does
not revolve amund conflice between conservatives and
conspirators. All Tremere Cainites cumrently present at
Ceorts are required to attend any meeting of the true
council, even if they're visiting from elsewhere. Tremere
himself almost never appears, however. If he is there, it is
because he has urgent business and wishes to issue direct
orders to sce that it is taken care of.

The chamber’s tables and chairs are blocky and
utilitarian. The walls and floors are of unfinished stone,
hewn directly from the rock by Etrius’ magic. The door
is indistinguishable from the stonework of the surround-




ing corridor and thanks to a powerful ward is part of that
sonework for all intents and purposes. Temporarily
dispelling the ward, allowing the door to swing open,
requires a simple Thaumaturgic ritual that involves
carving a triangle in the palm of one's hand. Vampiric
blood is a necessary component of this rite (although
blood loss in negligible). Any of Ceoris's Cainites would
view the presence of an intruder with great alarm and
would go to great lengths to dispatch her.

BARRACKS
AND ARMORIES

These chambers are dedicated 1o the chantry's defense
and belong to the soldiers and their commanders, When
conscious and off -duty, the soldiers rough house, engage in
rude banter, drink, eat and otherwise attempr o distract
themselves from the probability thar they will soon be dead.
The rooms reck of curdled sweat. The soldiers are careless
of their surroundings; generations of them have carved
ribald designs into the stout fumishings or scratched them
onta the stone walls. Only the rooms managed directly by
Esoara truly reflect the commander's Spartan ways.

SCRYING CHAMBER

Paul Cordwood, master of Ceoris's spies, maintains this
chamber on the ground floor of the chantry. Esoara is also a
regular visitor, along with a few of his trusted ghouls. This
chamber is dominated by a precise (by the standards of the
day) mapof the region around Ceons, upon which Cordwood
and Esoara have marked the placement of various scrying
devices. These gruesome talismans, forged with the eves of
mnocent victims, allow certain Tremere tosee through them
from within the chamber, The other walls of the chamber are
lined with lead coffers containing vials of prepared vitae.
These humors are the result of the same ritual that creates the
scrying eyes. By quaffing the right one, the Tremere can see
through the talisman even if it is leagues away.

Drinking from these unique blood preparations is
necessary for the use of a serying eye, but presence in the
chamber is not. Cordwood uses the serying devices
planted by his spies from the privacy of his own cham-
bers, for example. It is helpful, however, 1o be in the
scrying chamber as the geometry of the stones of the floor
create a circle of power, augmenring the Thaumaturgy
that links pation and eye. See p. 110 for more informa-
tion on Now lts Sight Is Ours, the ritual that creates the
scrying eyes and accompanying concocrions.
CoMmAaND CHAMBER

From thissmall office, Esoara manages his soldiers. He

meets with his sergeants to get nightly reports regarding
the discipline of the men and their progress in his training

regimen. Sergeants also pass on any reports of suspicious

activity, A smaller version of the area map from the scrying
chamber (above) scarved into the east wall. Esoara paints
the current locations of guardhouses onto the map. The
roomn is spare and funcrional, in accordance with hie
respect for all things Spartan. His table and chair are well
made and sturdy but of unvamished pine. The walls are
adomed with weapons and armor pieces taken from en.
emies Esoara has himself disparched. Esoara securely locks
his door whenever he leaves the chamber.

BARRACKS

Soldiers don’t get beds o call their own. The dark
ened barracks are always full of sleeping men. When the
force is larger than usual, men must sleep in bedrolls on the
floor. Some prefer bedrolls anyway; the beds aren’t much
more comfortable and their straw mattresses are invariably
infested with fleas, lice and bedbugs. The chamber occa-
sionally flies into a commotion s 3 sleeping soldier bursts
out of bed, having been awakened by u rat moving about
inside his matrress. The soldiers keep their meager per-
sonal possessions insacks beside their beds. They also keep
weapons and armor heaped nearby should a general alarm
be sounded, calling them to battle.

Ceoris’s guard captain, Esoara, trics to maintain a
force of five hundred and fifty fighting men to protecr the
chantry. His preferred balance of forces is as follows: 330
axmeny, 160 archersand 10 woodsmen to act as scours and
patrollers. After o prolonged series of bartles, his forces
may be reduced by as much as half. Poor recruiting success
could also reduce numbers. The applicants tend to appear
in waves. Ofiten, at the end of n war somewhere else in
Europe, rumors spreads through the ranks of idle merce-
naries that there is great wealth 1o be had in working for
the sorcerers. When large numbers come at once, Esoam
has been known to hire on more mercenaries than he can
comfortably house, knowing that the next resumption of
hostilities will quickly whittle his forces down to & man-
ageable level. So at any given time, the entire roster of
fighting men housed in the barracks can range from 200 1o
600. Combined, the various barracks provide beds for 160
men. The soldiers serve in eight-hour shifts, manning the
guardhouses outside the chantry. Assuming thar Esoarn
has about as many men as he wants at his disposal, he'll
have 130 stationed at the guardhouses at any given time
Another 170 will be sleeping. Forty stand guard at various
points throughout the chantry. The remaming | 70 are off-
duty. While off-duty, they're expected to devote at beast
half of their time to training.

SERGEANTS' BARRACKS

Esoara has chosen about twenty-five soldiers to serve us
serpeants. A couple of themare recently- Embraced Cainites,
but most are ghouls, Esoara begins the process under the
guise of magical elixirs, and only reveals all the details of the
Cainite conspiracy in time. He does not fully trust the power
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of the blood cah. The ghouls who are in the know all wish
to become Cainites. The Cainives look forward o promae-
tiom s guard captains of other chantries. All of them regard
the mortal mages as prize fools and have difficulty conceal-
ng theetr amused contempt whcn unkm.i ﬂ'ulu{ l'l',' them.

The sergeants sleep in this gloomy chamber. Each
has a bed 1o call his own and a locked wooden chest in
'ﬂ'hll..h Ty sl !'I-H- |'|l:mxml SRS, Thl: wlli ane
unadomed and the torches in the sconces unused. As
status-conscious fiends on their way up the pyramid, the
sergeants are fiercely territorial. Anyone without proper
Jlﬂ'“"""‘ “'h"‘ venturms into thﬁ' Im"ﬂcks ':l.'lr Tl‘“ HET-
geants’ commaon room, below ) faces angry interrogation.

SERGEANTS CommoN Room

This small chamber allows the sergeants a place o
congregate when off-duty. They play dice games, throw
durts, sharpen their blades, repair their armor and drink.
Muostly they speculite on events within the chantry and
harch schemes 1o propel themselves up into its hierarchy.
An odd few of them may be, with varying degrees of
success, teaching themselves to read or even to leamn the
ways of magic. They're berter informed on the true nature
of events here than anyone outside the inner circle of
Cainites who run the place. The sergeants react bitterly
when intruded upon by anyone other than their rightful
commanders. Esoara they respect or revere, for he is either
theirsire, sire s sire or regnant. Most regard Curaferrum, to
whom they must also answer, a2 an annoying fusspot.
Although they'd surely fall on their knees in sincere
prostration if Tremere or Errius ever deigned tospeak with
them, the respect they show to the chantry's other leading
Cuinites is determined solely by the fear they inspire.
They regard vasitors with hostility and suspicion, reckon-
ing that they're cither spies or rivals who stand between
them and advancement up the pyramid. The way 1o win
a sergeant’s favor is to credibly promise him faster ad-
vancement than he'll win without the alliance.

The walls of the room are adorned with dart angets,
mounded stag homs and small rokens loored from the bodies
of especially hand-fighting enemies. The well-beaten, hap-
hazandly constructed fumiture isof mgped pine. The servanits
don't like to come here and the serpeants don't seem 1o care
whien their mom poes without cleaning for weelks at a time.

Tramvme Room

This Large chamber serves as a gymnasium for combat
training. Day or night, it is filled with men wrestling,
sparring ar swords, running or firing practice arrows at the
targetsin the archery innex. Medieval Europe isnot known
for the rigoe of its combat training methods, but Esoara
knowsabout the ancient Spartans and the lengths to which
they went o transform themselves into ideal warriors.
Through his sergeants, he tries 1o instill Spartan virues —
or at least Spartan ferocity and readiness to die — in his
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corps of otherwise lazy, drunken mercenaries. About a
guarter of the men-at-arms enthusiastically embrace the
training program, reasoning that it might mean the differ-
ence between life and death in a battle against a foe with
abilities beyond their ken. The rest engage in the program
only half-heartedly, putting full effort in only when barked
at by one of the sergeants, Assuming ideal force strength,
between B0 and 100 men, plus a couple of sergeants, swear
and strain here at any given time. The room's walls and
flooring are primitively padded with straw-stuffed burlap.
Rough training dummies and poles stand throughout the
chamber. Piles of blunted practice weapons lay haphazardly
about, the rcks where they are supposed to be stored when
not in use almost invariably bare. The room smells like
several penerations of unventilated man-sweat. The sol-
diers scarcely scem to notice i reck.

ARMORY

This room houses spare weapons. Wooden mcks
hold about a hundred axes and fifty bows. Archers skilled
as fletchers spend their off-hours here, making arrows.
There are usually no more than four of them.

Tue Mnper's SUITES

Every senior magician, blooded or not, claims a suite
of rooms. They sleep, conduct their research and social-
ize behind closed doors, Despite this, the floors devoted
to mages’ suites are hardly quiet. A constant stream of
servants and apprentices flows through the corridon,
doing their masters' bidding. Each mage keeps a servam
or two at his elbow, ready to execute errands on com-
mand — a mage who wishes to speak to an inferior sends
his dogsbody to find him. For hours on end these set-
vants, whom the magi would never dream of admitting
to their labaratories, are sentenced to wait ourside the
doorway to their masters’ suives. A very few kindly magi,
like Celestyn and Omnifer, might allow their servants to
squat on tiny stools or benches by their doors. Muost
expect their servants to show proper deference to their
majesty by standing until called upon.

Room assignments separate the Cuinites from the
mortals. This ammangement came about gradually over the
decades a8 individuals moved in and out of the chanery.
Although it was natural for the vampires to wish to be
close to one another, Curaferrum has become concemed
that the arrangement may too ¢losely mirror the chanery's
secret power structure. He would like to reassign the
chambers, again mixing mortals and vampires, but knows
that their occupants are creatures of habir fiercely at-
ached 1o their present rooms and laboratories. They'd
fight any forced rearmangement, so any change will have to
come abour as gradually as did the current situarion.

The suites themselves are generally similar. The
bedchamber is small, and usually piled high with books




and scrolls. Ie typically contains a writing wble, which
méy or may not have a few square inches of bare surface
showing, and a locked wardrobe for clothing, boots and
other personal effects. A washing rable holds a basin and
a pitcher; the more fastidious mages may actually make
regular use of them, A receiving room contains several
chairs, comfortable by medieval standards, and perhaps
asmall side table. The bulk of floor space is given over to
the mage's laboratory. Each labomtory contains one or
more long work tables, their surfaces scorched by count-
less alchemical spills. Magical equipment, from strange
contraptions of copper tubing to crystal skulls, may be
carefully arranged orstrewn chaotically about the mbles.
They compete for table space with scrolls and books.
Shelves filled with jars, each containing a chemical,
perfume or other magical ingredient, line the walls.
Some labs contain cages containing live specimens
ranging from snakes to songbirds to chickens.

Each suite has a sigil of power on its door thar bars
entry to all but a select few. Although no one is supposed
to create a sigil which bars Curaferrum or Etrius, many
dare to set them so that only they and their apprenrices
can enter without rriggering a magical arack. Some are so
protective of their research projects that they place sigils
(or other i\Chﬁl'\"g‘ l.‘TL'IP!} I'hn‘:l.l,ghm.l[ their labcratores.

Common features aside, each suite reflects the per-
sonality and activities of its occupant.

Thenmna's

Chamber

CELESTYN'S CHAMBERS

Celestyn's rooms are unusual in that they contain no
books on permanent loan for the library. It would be
hypocritical of him, he feels, to ask others not to squirrel
materials away if he did so himself, He keeps detailed
journals of his teavels under lock and key, written in a
complex numbered code. The journals fully describe his
transformation into a vampire in demched, clinical
terms, They do not provide much of interest on Ceoris's
politics, a matter of profound disinterest to their authaor
Instead, the uninvited render will find page after page of
nature di.‘ﬂ-tll[rl'll‘ln. historical qw.:ul.,anm and diagrams
of dig sites where Celestyn expects to find ancient relics

CUurAFERRUM'S CHAMBERS

The castellan's rooms show that his laboratory has fillen
into disuse. Too occupied by the running of Ceoris, he no
longer practices his craft. Wrapped in cloth and hidden inthe
false bortom of his wardrobe is 0 desiceated human toe. He

believes that this once jutted from the haughty foot of

Malgorzata. He thinks he can use it 1o curse, control or even
destroy her should Ceoris' power struggles demand it

EpistaTin's CHAMBERS

Epmarm':. rooms are decomted with mags she's muade of
the surrounding territory, The maps are amasingly sccurate for
the 1 2th century; they cover all of Transylvania and lare macts
of Hungary, Bulgaria and Poland. She's marked over twordosen
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locations with red Maltese crosses. These indicare villages she
deems vulnerable to mids, in her capacity as mistress of the food
hunt. She alwarys keeps at least three human prisoners in her
laborutory. Imprsoned in modified barrels, they wear the
blank, shocked faces of absolute despair. Even though they're
usually children, the barrels are 1o small even for them, and
they spend their hours in a perperual, paindul hunch. Epistatia
relenses them only to feed upon or for use in her experiments
in sl migration. Every so often she kills a prisoner and tries
to capture its soul. She thinks that the spirits of the dead can
be turmied into asource of powergreatereven than blood magic.
When inconversation with an ally or apprentice, she may idly
stndecver toa barrel and jaba sharp stick into itssmall opening,
just for the plessure of hearing its occupant yelp.
Esonra’s CHAMBERS

The war leader’s chambers lack a laboratory, writing
desk, books or any other accoutrements of the mage's
profession. He is a soldier, not a sorcerer. The pitted
surface of the wood paneling ts an artifact of his incessant
knife-throwing practice. He pursues this activity obses-
sively while thinking about Ceoris' defensive position,
T even W'h'l If E‘n[l““.ﬂlﬂlng ..!nnth.:r thmtw rﬁdﬂn[.
Like his office (see p. 57), the walls of his suite are
decorated with trophies taken from slain enemies.

Errius’ CHAMBERS

Etrius’ chambers reveal a compulsion towards order.
Every item is neatly arranged in its proper place. A light
smell of perfume hangs in the air. Over his bed hangs a
symbol at odds with the arcane and allegorical imagery
favored throughout Ceoris: a painted icon of the Virgin
Mary, her serene face surmounded by a gilt halo.

GoraTRIX'S CHAMBERS

The rooms of Goratrix stand disused since his exile
to the Paris chantry, but he still keeps chambers here for
his occasional visits. Blankets drape his lab table, with
migical equipment still in place beneath them. Servants
continue to dust the room and clear out cobwebs.

[ErRvAls CHAMBERS

The tvems in Jervius' chambersare imposing and outsised.
Where his fellowssleep insimple beds, Jervais thick martress
lies upon a vast cak pallet with elaborately carved posts and
headboand. His wardrobe s eight feet high, its doors inlaid
with a grim-visaged allegorical figured representing Might.
Locked ina lange chest in the laboratory is his personal cache
ofwes, which he keeps on hand for the bribery of mortal mages.
Stored in vials and jars, it is in the form of vis vacaas, a
colorbess, odorless liquid which is costly to refine but pleasing
1o the widest variety of mages (see p. 129 for more on vis).

Mawsorziara's CHAMBERS

These rooms betray their occupant’s love of luxury.
She sleeps under velvet-lined blankets; her basin and
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pitcher are made of silver; her candlesticks are gold. Tapes-
tries, the booty from mids against Trimisce strongholds,
cover every wall, save for those in her laboratory, They
depict the procesions and pastimes of kings. The most
impressive of them hangs beside her bed. [t showsa ferocious
king on rearing horse, spearing a gigantic, vicious-looking
boar, as his slavering hunting dogs ring around it.
Dauun’s CHAMBERS

Only the occasional bauble dug from ancient Egypt's
sands distinguishes Dauud's suite. Several faience neck-
laces, with scarabs or hippos, hang on a peg in his locked
wardrobe, A small obelisk, graven with hieroglyphs,
decorates his wash-stand.

MenpacaminAa's CHAMBERS

Mendacamina's chambers give off the lush reek of
decaying vegetable matter. Her laboratory overflows
with potted plants. Racks along the laboratory ceiling
hold hundreds of drying sprigs, branches and leaves from
over six dozen plant types, She has decorated her walls
with hundreds of small pieces of parchment, each in-
scribed with one of her own sketches of plant anatomy.

Paur Corowoop's CHAMBERS

Paul Cordwood's rooms contain s number of ancient
Greek plates and pors depicting either erotic scenes or
well-muscled men locked in battle. Laid out on his work-
table are texts documenting various conceptions of the
afterlife, from the Egyptian Book of Traveling Forth By Day
to various Greek works. In a locked and heavily warded
cabinet are written reports from his various spies through-
out Transylvania. They contain a grear deal of useful
information about the Tzimisce, Nosferatu and Gangrel
clans in the province, hidden within an even greater array
of false suppositions, crazed rumors and outright lies.

THERIMNA'S CHAMBERS

Therimna's suite smells like sulfur. Having already
filled her laboratory to bursting with all manner of al-
chemical equipment, she's crowded her own bedchamber
with additional tables to house her ever-growing collec-
tion. ltems include scales, burners of unquenchable fire,
cauldrons, mortars of all sizes and as many pestles. Miles of
copper tubing twist and tum through the chambers like an
encirclingsnake, wrapping around bedposts, acrossshelves
and up onto mcks hanging from the ceiling, Therimnacan
navigate through this vast copper web of hers, but anyone
else arempting to move around in her chambers is bound
to trip and run into things.

AppELLO'S CHAMBERS

Thﬂ-: f]mlbﬂﬂ l»'I.'HJk Rt thnugh i “"Il-l.'l I.'Klﬂ.l' ran
through them. Appello's periodic rages move him o
upend his laboratory table every month or so, throwing
books and equipment every which way. He picks up afew




things, but always leaves items lying about. Shamed by
his increasing lack of self-control, he poes o preat
lengths to avoid inviting anyone inside his rooms.

BmurGEs’ CHAMBERS

Bitiurges' rooms make this monal mage's academic
interest in earth sciences obvious. Samples of rocks, precious
metals and gems lay strewn across his lab table. A panoply of
colorful cloth skull-caps, each encnsted with a series of
valuable gems, lies heaped atop his wardrobe. The obes
insice are peacock-like in their color and omamenation.

OMmNIFER'S CHAMBERS

The most notble feature of Omnifer's chambers is the
half-chosen protorypical arificial arms that lie, in various states
of completion, on his labomwory mhble. Each is made of a
different substance, including clay, marble and led, Althowgsh
Owminifer never speaks about it, reluctant o make claims until
success iscertain, it is chear toanyone taking a look around that
he intends to make areplacement for his skowly petrifying arm.
Tosin's CHAMBERS

These rooms are second in ridiness only o Errius’,
Tosta has woven achain of wildflowers into an sdomment
!':‘rf II'II.: hLﬂd L'if I'I-l.."l' bcd Sh'r."ﬁ I'lﬂlnlll‘d her walls um a
soothing shade of light blue. A colorful tapestry over her
bed depicts the re-emerpence of Persephone from the
Underworld, as spring flowers blossom up sround her feet.

GuesT CHAMBERS

Several suites and smaller chambers on the fifth floor
are set aside for Ceoris' guests. Some of these are naught
but bed chamber and other rooms, while others have full
labs and are intended for visiting magi of House Tremere
That Dauud the Copt occupies one of the latter “guest
chambers™ (see p. 60), speaks of his renuous place in the
chantry. Currently, envoys from Cainite clans occupy
two of the simple chambers (see below). Storyrellers may
need more guest chambers to accommodare plaver char-

acters; they can place them on the sixth floor, which we
have left undefined.

GiacoMo GUICCIARDINTS CHAMBERS
These guest rooms are heavily decorated, sugpesting
that Guicciardini, an envoy of the Lasombom, means o
stay for an extended period. He's covered his walls with
tapestries and silver plates taken on raids against the
Tzimisce. (He undertook these in parmership with Paul
Cordwood. ) Ifentertainingin hischambers, he eloguently
discourses on the qualllhr' of these ]1|und|:-*ruf HEms

MARGARET VAasa's CHAMBERS

The Cappadocian envoy's rooms are, by contrast,
unadomed. Aside from a second raiment hanging in her
wardrobe, not a single object in her room so much 1
hints a8 to her personality or interests.

Kpello's
Chamber

Cmmvifer’s
Chamber

——mry

Bibwrges’
Chamber




APPRENTICE (QUARTERS
Apprentices live communally, eighe to a room. The
cramped, ancnymously appointed chambers remind their
residents of their lowly status, Apprentices therefore
avold spending time in their rooms, excepr to sleep in.
Apprentice quarters sme | of sweat and spoiled food —
many apprentices sneak bits of meals cut of the common
oom to munch on at odd hours. Each apprentice claims a
haumble bed and a chest to hold personal possessions. Most
lock their chests, but know that their masters can demand
to scarch them at any time. They don't adom the walls with
1||,|]:n. '-“'H-I 'i.-lln'll-l"l!‘ -“Uh-'ll fl'll'l'l d'ﬂ: |||‘.l|1|r'_|' L] d'l:'r hﬂw lhm
with their common room. It's too easy for Celestyn to spot
the culprit if she hangs something above her own bed.
Etrius has winnowed the untumed apprentices from
the Cainires. The Cainites dwell in the rooms nearest
the stais. Vampires' chambers are empty during the
night, as are the mortals’ by day; when awake, appren-
tices prefer to congregate in their common room (see p.
36). Occasionally an apprentice might come here for
Privacy l-I"'Il.'l"ll Ilt‘ ijﬂu hli oo Eo h H-I.'ﬂl'ld[“‘l’."d. An‘r
single, awake apprentice encountered here is likely to
resent anyone of equal or lower status intruding on his
bubble of quiet. However, if a master enters, any stray
apprentices must leap to their feet, eager to serve,

THE Back Stairs

Though the masters of Ceoris may have divorced
themselves from many mortal needs, their chantry must
still bring in food, feed its human population and dispose
of its waste. A veritable hive of servants works tirelessly
to keep the chantry running, in ways most of the place’s
mages and Cainites are only dimly aware of.

In these preas the lowly inhabitanes of Ceoris try to
escape their fear of the masters and enjoy simple human
pleasures. These are the only rooms in the chantry that
vecasionally echo with laughter. Their inhabitants group
together whenever they can, to jest and gossip and feel
i serse of safety in numbers, Whenever a figure of
authority intrudes into their island of ordinary human-
ity, they freeze and silence themselves, reminded once
again thar no place in their world is eruly a refuge.

SMITHY

This smuthy manufactures :md TEPOINE WERPOns and
irtemes of armior for the guands. [t makes shoes for their horses
and other metal items for peneral use in the chanry. Pos,
pans, forks prongs and other kitchen appurtenances are
another of the smithy's specialties. It also manufactures
jewelry and similarly delicate items of precious metal, many
of which are used or consumed in the course of magical
nouals. For example, the delicate gold setrings for Poaul
Codwood's serying devices (see p. 1 10) are made here by the
chantry's goldsmith, Ziphias Ash. Ash is a doddering moral
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whio can't see a foot in front of his face, but can perfectly see
the tiniest details on the head of a pin. He is utterly oblivious
o the goings-on at Ceoris. Paul Cordwood toys with the idea
of making him a ghoul or even n Cainite, simply to keep him
alive so he can continue his excellent work. The grosser work
with swonds or horseshoes is done by a recent moral recruic
named Tescu. He's big, burly, hairy, sweaty and extremely
territorial about his tools and work space.

Dinvg Haw

In this kange hall, furnished with long tables and benches,
maortal apprentices, servants and soldiers eat. The dining
hall must serve the 560 soldvers and 150 servants who live
in Ceoris two meals each per day. Given the shifts in which
both servants and soldiers work, the dining-hall s in near
constant use. This is the loudest room in Ceoris. It sone of
thie few places where the servanes and soldiers are permitted
toact like ordinary people. They tell stories, joke with one
another, trade insults and occasionally stare brawls. Al-
though perpetually crowded, they treat the hall as their
refuge against the hushed madness of the rescof the chanry,
The susurmus of its dosens of conversations reverberates
through the entire floor.

Mages eat in their personal suites, their food delivered
by serving girls. (Cainites pretend o have food brought o
them when the mages grow over-watchful. ) Occnsionally
one comes down to this floor in a rage, his concentration
interrupred by the muffled sound of dining hall conversa-
tions as they echo up through the structure. The sudden
appearance of a master is cause for fear and shame. Suddenly
the place flls into absolute silence, and the diners fix cheir
gazes down to their feer. Apprentices may be slightly les
fearful, butstill know that it is alwaysa bad ching for a master
to arrive. Any visiting dignitary entering the hall will elicit
asimilar state of alarm. Attempts to converse as equals with
the people here are doomed w fail The servants and
guardsmen know their place, and understand that familiar-
ity with masters always redounds to their misfortune sooner
or later. The odd guardsman or serving boy may hope o be
elevated wo apprentice status and taught the ways of magic.
Although he might speak up in answer toaquery, he too will
keep a safe social distance from any potential patron.

KircHeN
The kitchen fires bum nearly constantly, as docens of
serving women toll wo feed the chantry’s inhabitants. They
knead dough, boil soup, baste spitted boars or calves, chop
vegetables and stir great, gluey pots of gruel. The chief cook,
Zuha, serves as Curaferrum’s watchful eyes here. She repors
to him any untoward activities she happens to observe. The
appearance of any high-ranking personage in her domain
would definitely be cause for suspicion. Surely they would do
so only with poisoning in mind. Food not yet prepared
stored in the paniry, a room perpenmlly dusted in flour. The
chantry's needs for fresh water are served by an artesian well.




Knowingthat the well scrucial toCeonts' survival, Curaferrum
assigns a large guard complement to thwart saboteurs.

STEWARD'S (QUARTERS

Hodu, o gray-haired, skeletally-thin ghoul, heads
Ceorts' corps of servants. Answeringdirectly o Curaferrum
{(both his supenior and his regnant), he assigns duties to
each servant, metes out iron-handed discipline and gath.-
ers information on backstairs doings for his master. He
dwells in thissmall, musty cubbyhole. His prise possession
is his oversized bed. Compulsively obedient even for o
ghoul, be devotes his every waking hour to his duties, and
ts thus rarely found here except when sleeping.
SERVANTS QUARTERS

Servants live in large communal areas nor unlike the
guardsmen's barracks, The quarters are segreguied by
sex. The Tremere make no concessions for the fleshly
desires of their servants. Those who wish to couple with
spouses or lovers must do so furtively, Hadu punishes
only those whose assignations atiracy the attentions of
the masters. He is, however, under strict instructions 1o
report any guardsmen dallying with serving girls to
Esoara. Esoar prescribes lashings for those of his men
unible to contain their lusis.

Ceoris’ strict prohibitions against sexual conduct
were instituted by Goratrix and are enthusiastically con-

tinued by Curafermum, who sees lustful behavior as an
affront to good order. Of all of the masters’ nules, this is the
one the servants and soldiers are most apt to violate. Even
soldiers who otherwise admire Esoara bicteely resent his
rigid enforcement of this cold and impossible rule. Ser
vants and soldiers alike devote considerable Ingenuiry m
making their assignations without getting caught

Each room contains around elghteen beds. Servanis
keep what few personal items they own in rough sacks
stored under their beds. The beds are used throughour
the day as servanes sleep in shifts. Like those in the
barracks, the rough straw materesses are infested with
lice, ticks, fleas and the occasional rar.

LAauNDRY

&I‘I.Ibhln.[! women wish clothes ond sheets in the
taundry room. (The average garment in Ceoris gets washed
perhaps once every three months. ) Seamatresses repair the
masters’ damaged robes in a small alcove in that reom
Cl'ﬁmﬁjﬂll"lh mﬂﬂlﬂil’lﬂﬂn are stored in the aninex to the
north. Clothing in need of cleaning is stored in irs rwin 1o
the east. The women who labor here would be surprised
:md ktlm‘m:-.l [0 st nm—nfrhc MaAsSters OF rl.r" VIEIOTS enter
these rooms. The mdost Coamimon Il"l.ll:TluTrl-. hete are the
apprentices of Malgorzata and Tosia, who are periodically
disparched t berate and threaten the laundresses when o
delicate piece of fine clothing is damaged in the wash,




WisTe CoLLEcTiON AREAS

The dozen orsoCainites at the pyramid's apex may no
longer eat or eliminate, but the hundreds of servants and
sildicrs who serve them still produce sizeable quantities of
piss and shit. The lowliest servants in the complex are
those who collect the chamber pots and wheel their
contents on primitive gumeys down 1o a storage room.
The wistes are then collected in large barrels, which when
full are piled onte s cart. The muck-carriers then pull the
curt down the long comridor to the alcove they've dubbed
the “Amne of Ceoris.” This is a hole in the chasm wall,
disguised from ourside observers by the thick coat of
magically-enhanced fog that shrouds the outer face. A
heavy porteullis provides additional protection against
any intruders capable of making their way down there.
The ordure-haulers must raise the porrcullis before drop-
ping their load. If they happen to be obeying instructions,
they pause to listen for any sign of watchers up on the lip
of the chasm. Then they unlarch the back of their cart,
sending the hamrels rolling our the hole and down hune-
dreds of feer to the chasm's bottom. The shit-haulers are
neither bright nor atrentive, and are cerminly not armed.
Although no one has yet done so, the Arse of Ceoris
remains perhips the best (if most undignified) way 1w
smeak into the castle. Those willing to stomach further
indignity might don the servants’ crap-spattered vest-
ments after overcoming them. Even other servants treat
the shit-carriers ns invisible. Nobody bothers to leam
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their names or memorize faces. They live in their own st
of quarters and eat at a separate table in the dining hall.,
They enjoy access to all of the castle's living quarters, but
have been told never to bother cleaning chamberpots out
of the rooms of certain mages. These are, of course, the
Cainites, who no longer defecate. Thus, an intruder (or
mortal Tremere) wanting a complete list of Ceoris’ vam-
pires could ger it by asking the shit-men which private
suites they've been told to avoid.

THE THNGs BENEATH

Ceoris' lower levels hide its secrets. Some lower
chambers are hewn from the mountin rock, just like
those on the upper floors. Others are enlarged versions of
the original caverns thar first inspired Goratrix and
Etrius to butld their keep here. They did so because the
largest of the caves was rich in wis

Curaferrum keeps this area off-limits to all but the
miost trusted guests and discournges the mortal mages from
entering it. The magi know thar the lnboratories which
spawned the Gangoyles are here, along with other unsa-
vory locations such as a torture chamber and dungeon.
Aside from Tosta's group of Christian magi, they are quire
content toput the upsetting realities of these places out of
their minds. Nacurally, they are central to the Tosin's
suspicions; she imagines an enormous demonic cathedral
complete with bloodstained altar. Unbeknownst to her,




Omnifer and his reminers have made several trips to this
furbidden area, penetrating many of Vimstania's laborato-
ries. They even heard the mouns of the prisoners in the
feeding chamber (see below), but assumed them to be
furure sacrificial victims, not sources of blood.

The air here is damp, and projects a chill into the
maost vigorous bones. In the corridors, one might en-
counter vampires such as Virstania, Malgorzara, Errius,
Poul Cordwood or Mendacamina, along with their reti-
nues. The former two would be most likely heading ro or
from an experiment. Etrius will be heading rowards, or
leaving, an audience with Tremere. The business of the
larter two takes place in the cells and torture chamber.
All are especially on their guard down here and any of
them would be quick to interrogate those withour righr-
ful business in these forbidden hallways.

VirsTANIA'S CHAMBERS

Virstania’s chambers are drab and undecorated: she's
too obsessed with her Gargoyle project to concern herself
with petty matters of sppearance. Servants don't come
down here, o the comers of her chamber are draped with
cobwebs. The naked stone Aooring holds decades worth of
durr and griv. The sheets and blankets on her shably bed
haven't been laundered in years. The thin layer of slime at
the bottom of her wash-basin betrays her increasing
disinterest in personal hygiene. Her sitting room is used
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only for storage, its chairs piled high with books. None of

MysTERY OF THE CAVERNS
The caves agen't ninniral. They look like caverns
creaved h\' water Srokion I:luuuuh limestone, but oceur |
in the \'lﬂ.(‘ﬂhlﬂ“éifﬂfhﬁﬁn '._L'hid\ the region's moun- '
tins are made. No one in £ &8s i oquipped to make
this distinarion. Je"will be any centuries before
geological knowledge advanges to the point where |
even an educated Pemsor would raise an eyebrow at
extensive Covepn networks i valcanic rock
l.'t lon lei:&:‘lmmr Tremerednd Ecrius will |
understangd rhis basic ological prncple and begin |
1o wumicriﬁut,fdmfmim%wﬂs of Ceoris.
They will hesivanly guess that i was Kapala, o vastly |
powerful locsl demusndirecety respansible formany |
of the Nﬂi‘ﬂ;‘hlj‘tﬂhﬁ!ﬂn then, they will nor fully |
picce togethey the deuton's complete-involvement |
in their rmrf-lﬁmmtinn_'fn‘mu magiro Camites. For |
more on Kupala and its passible role in Tremere |

activities, see Transylvania By Night, p. 78and 126, |

them to endure her presence, they arrange to meet in the
Chamber of the Blooded (see p. 56).

The masr notable feature of her chambers is the long
comidor abutting the Gargoyle pens. A series of seven
peepholes puncruates its wall and a long, leather-padded
benich allows observers 1o sit and watch the crestures’
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her peers enjoys visiting with Virstaniag if business forces




behavior. Viestania does so for hours each day, marking
her observations down in a series of blank-paged, bound
books which she leaves in heaps on the benches. When
she wes them doing something worthy of note, she
reaches for the nearest book and begins to scribble. Thus,
the observarions of any given day could be scattered across
as many as half a dozen of her notebooks. A wooden shelf
hangs beneath the peepholes. Vintania has placed an
inkwell and quill pen under each peephole.

G ARGOYLE PENS

This series of connected caverns, enlarged by earth-
moving magic, provides o home to Ceoris' G le
complement. Their number now stands ar three hun-
dred battle-ready beasts, plus abour seventy-five
malformed individuals. Virstania feels too great a sense
of affection for them to do anything but let them perish
on their own. Healthy Gargoyles show a surprising
solicirude for their weaker kin, bringing them captured
animals — or sometimes enemy soldiers — to feed upon.
Strong Gargoyles fight amongst themselves onoccasion,
but never attack the crippled ones. About a third of
Ceorts’ Gargoyles gather here at any one time.

The chambers themselves are rough-hewn and
schomied only by piles of bones. Although you can find the
ockd human skull or bone among the piles, most are cartle
bones, stripped clean and cracked open for the marrow.
Every so often the Gargoyles clean up the bones, bringing
the piles 1o Virstania's Gargoyle apprentices. They then
sort the bones by type of creature and powder them with
mortar and pestle. Bone powder is a useful alchemical
ingredient, which Ceoris exports to other chantries in
exchange for salts and essences harvested elsewhere.

Aside from fighting, Gargoyle activities in the pens
are largely confined to eating and sleeping. Now and
then they'll capture o large animal, enemy soldier or
hupless villager o chase, torture and ultimarely kill.
They do this for the sport of it, and to teach the newly-
made Gargoyles, who are awkward when first spawned,
how to hune and slay. Virstania does not like to warch
them when they do this. She once forbade these torture
sessions, but saw morale suffer when the Gargoyles wried
to obey her. She now unhappily accepts the games.

Ceoris can't supply the Gargoyles' vast appetite for
blood. Each adult Gargoyle is allowed to spend about a
third of its time hunting. (Another third isspent on duty.)
At first, the creatures consistently raided the herds of
neathy farmers and ook deer and other game animals
from the surrounding forest. They soon depleted the
forests of game and drove the farmers they preyed on to
leave the region, Virstania raught them to cast a widernet,
and now some of the stronger specimens fly hundreds of
miles a night to bring back meat for the community.

The Gargoyles sleep in large piles, as if comforved by
physical proximity to others of their kind. They slecp
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soundly bur not quietly, emitting a cacophony of snores,
wheezes, shricks and grunts thar waking Gargoyles seem
to find comforting but other observers (Virstania ex-
cepted) are apt to find ear-rending.

The Gargoyles react poorly to unfamiliar faces in
their lair. They bow down before Virstania and shirk in
fear from Escara. Cearis's other Cainites give this place
a wide berth. Anyone else entering without Virstania or
Esoara would be immediately confronted. At first, the
Gargoyles wamn inrruders by hissing, flapping their wings
and baring their weeth. Interlopers who fail to slowly back
out of the lair face immediate artack by as many Gar-
goyles as can physically lay hands on them.

EYRIE

This exit allows Gargoyles to fly in and out of Ceoris
withoutwalking up through the castle. It isa long chamber
opening up into the chasm separating the chanery from
the surrounding mountainside. [ts length allows the Gar-
goyles to get a unning start as they work 1w mke flight.

Here the Gargoyles display their mophy bones: the
skulls of slain enemies armnged on poles. The exit is
currently lined with six poles, each displaying upwards of
twenty skulls. Many of the skulls show completely-smashed
in craniums or large puncure wounds from rusk-like Gar-
goyle teeth. Piles of finger bones lie at the bottom of each
pole. Virstania aids their rophy collection. She uses aminor
ritual of her invention 1o reconstitute slain Cainites’ skulls
from the dust they immediately disintegrate into.

The eynie is seventy feet down the cliff face. Six
Gargoyles always stand guard here. Their orders are ©

oy any mortal or vampire who attempts to come into

Ceoris through the eyrie, even if they look and smell like
Vinstania or Esoara. If attacked, the guards immediately
shrick for help, alerting the approximarely one hundred
adult Gargoyles likely to be elsewhere in the lair complex.

During the day, the eyrie is guarded by about a dosen
ghouls. These are crazed individuals who have been
made ghouls by the Gargoyles themselves. To qualify for
this dubious distinction, a mercenary must display low
intelligence and a rabid bloodlust. Curiferrum sputtered
apoplectically when he learned that Virstania had per-
mirtted her Gargoyles to take ghouls. He petitioned Etrius
for the ghouls’ immediate destruction, reasoning that the
slavish beasts could not be trusted with the right o
initiate blood caths. Malgoram, seeing an opportunity
to mend relations with Virstania and vex Curaferrum,
stood up to argue that the strength of the pyramid could
not be threatened by a handful of drooling guards in a
forgotten comer of the chantry. Ewrius infuriated
Curaferrum by merely taking the matter under advise-
ment and then doing nothing. Curaferrum would still
like to see the ghouls here destroyed and not replaced,
and may seck junior allies to further this goal.




SIMULACRA ANNEX

This small, unadomed chamber contains four beds, a
washstnd with basin and a wardrobe. This room provides a
home 1o Ceons" simulacr — Carpoyles created in the image
of Cainites (see p. 126). These fordom, doom-wmcked
creatures can't mix with the other Gargoyles. They register
o the creatures’ senses as either Gangrel, Tzimisce or
Nosferan. Most Gargoyles feel an instinctive, violent loath-
ing of at least one, if not all, of those three clans. Although
they yearn to join the others in the Gargoyle pens, they know
they'd be set upon and tom apart. So they while away their
time here, waiting 1o be given a dangerous mission by Paul
Cordwood. Pastimes which might alleviate the boredom of
a genuine Cainite, like reading, are of no interest o the
simulacrn. They just sit, staring at the wall, their faces
contorred in misery. Virstania mkes pity on these crearures
and used to come and visit them. However, she expected
them to be able to respond to her as peers and was distressed
when they could not. Her misshapen Gangoyle rice,
Fidus, has overcome his primal dislike of simulacra and does
his best to provide them comfort duting their short stays in
thischamber. Since he isonly a halfway-acceptable Gargoyle
himself, the simulacra find hiscompany encournging, but still
somewhar wanting..

Although there are four beds here, Ceoris mrely houses
that many simulacra at once. There may be none ar all.
Simulacra are generally created for specific missions and
immediarely sentout 1o perform them. Often they are caught
and killed. So there is a good chance thar this room will be
empty. If 5o, only a strange air of unquenchable sadness will
greet the Cainite who ventures into this chamber.

ExamiNATION CHAMBER

Virstania examines captured Camites in this long,
damp chamber with walls of rough-hewn rock. Her objec-
tive is to measure their potential as mw materials for new
Gargoyles. Ghoul guardsmen run the victim, blindfolded,
chained and hobbled, from his cell, through the guard-
house and down the corridor. They then slam him
backwards onto Virstania's examination table and buckle
restraining straps around his wrists, ankles and neck. The
leather straps are reinforced with steel wire. Virstania,
assisted by her quartet of Gargoyle apprentices, then
performs a series of measurements. She repeatedly pierces
the vicrim's body cavity to draw fluids for analysis in her
lab. Fimll-,- she places a number of artificial gemstones on
the vicrim's skin to measure the flow of magical energy
through the body. The gems rum various colors, depend-
ing on the degree of enetpy detected. As they do so, they
bum and scorch the victim’s flesh. As intrusive as this
examination is, it draws little blood.

VirsTamin's Stuny CHAMBER
This room looks like a smaller version of labortories
connected to the other mages’ private apartments. A shelf

full of books fills the eastern wall. Shelves on the ather
walls contain bs and jars full of various alchemical
powders, pastes and solutions. In this chamber, Virstania
measures and tests the fluids gathered during an examina-
tion. She mixes them with various alchemical powders,
puts them in solution to see what salts crystallize our of
them and then bums the salts. She catches the smoke on
parchment, then divines from the partemn the powers she
might impart to a Garpoyle using the subject’s dismem-
bered remains. The room smells like burmt mear.

CoNVERSION CHAMBER

Virstania and her apprentices disimember their
Cainite prisoners in this chamber before tuming them
into Gargoyles. Each victim must be dismembered ac-
cording to a separate exacting procedure, the derails of
which Virstania has already determined during the
prisoner’s stint in the examination chamber. To remind
herself of the precise incisions required, she makes a life-
size dingram of the victim with dotved lines marked on it
The blood Spatiens :1..‘!11:":1:'1]I in this room tha she muuH.',.'
slaps this vellum chare onto the wall, where the sticky
gore of past dismemberments holds it fast.

Thiis floor of this round room is permanently cooted in
tacky, mostly dried blood and is domred with small knots of
desiccared viscera, some as big as thumbs. Hair and clomed
blood clogs a drain in the middle of the floor, Wooden pegs
jammed into holes in the stone walls hold a succession of axes,
saws, mzons, pins, scalpels, scissors, pincers, pliers and clamps.

Tom scraps of old charts still stick to the wall in
various places. If a character happens to have infiltrated
Ceoris looking for a kidnapped comrade, it is not incon-
ceivable that he might find a chart fragment bearing the
lost one’s name still blood-pasted to these walls

SEEDING CHAMBER

In thissmall room, its dimensions mathematically deter-
mined to be ideal for the task, Vinstania and her apprentices
take the “converted” victims, now reduced to chunks of meat
and bone, and begin to reat them. Some parts are soaked in
chemical solutions. Others are tanned. Still other parts are
left to diy out, or preserved in salt. When all are ready,
Virstania takes them and sews them together. She then
places them inside a fresh, untreated cow’s hide, sewing the
whole thing up into a sac meant to mimic a utens. Then her
assistants haul the sac into the gestation chamber.

GESTATION CHAMBER

The walls and door of this reom are heavily padded in
an attempt to muffle the non-stop screaming of the creature
thar dwells inside. Dubbed Alvusia by its creator and
tormentor, this twenty-foot long, twelve ton creature is the
spawner of Gargoyles. (Virstania prefers to think of herself
as their mother.) Is most notable feature is irs distended,
dome-like belly, its taut surface woven with pulsing veins

THE BELLY OF THE BEAST




and -..|1'1i.| iries. A mw, reddened SCAr, tJLlr;uL_-».i =iu.-1 u.-'|i|'|
twine, runas the length of the belly, perspiring dots of green-
white pus. Whene one might expect clawed hands und feet,
there are only stumps, their surfaces cauterized and puck-
ered. Metal bands, sumd deep into the stone flooring, keep
Alvusia tapped on her back. Although she can'’t move
micre than o few inches, she nonetheles conseantly writhes
Her head, a six-foor globe improbably plopped onto a
'|‘F11-”'-. neck ing .s;'~!1111.‘ O SUPPOorting s W|_-||,:i|'r, 4] |lir|mn
back in sgony. Her yard-long, toothless mouth altemarely
e b 'l\l!]"'lu:"l-' for air or emios an r.lr-hh.l'll:q.‘rlnu wanl
Virstania plugs her cam agninig Alvasin’s screams: hes
Charpowle appeenitices profess to find the sound H'l.l{l!l['[":. It
is the -ulﬂ'n.l‘.]'u"_. wsoc fate with thetr months in the we unbs,
their mother's song,

When Virstania has created a seed — the sac full of
body parts, dismembered then sewn together in & new
urangement — she brings it to the gestation chamber
With afreshly sharpencd knife, she once ngain slices open
the scaron Alvasia’s belly, then bids her Gargoyles to deop
the corpse-sized sac into the gaping belly. She resews the
wound i Alvusia’s screaming renches o erescendo, Over
the next few months, she regularly returns to the chamber

10 perform various rituals necessary to the birthing pro-
cess. Finally, at a time Viestania can predict with
mathematical cermainty, Alvusia shudders, screams even
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louder and begins to give birth. Other Gargoyles gather,
pushing their way into the chamber to witness the miracle.
They keen in nerve-jangling. high-pitched harmony
welcome their new sibling into the world. It pushes tts own
way down ber massive birth canal, parting the walls of
flesh 1o emerpe, coated in greenish blood. The withesing
Gargoyles nearest the front rush forward o fall upon him,
ccstatically licking up the birth juices. This action bonds
the Giargoyle to the rest of the pack. Later they will teach
him to worship Virstania as mother, creator and goddess
The Gargoyles take their new brother wo their holdine
pen, as Vinstania beams in satisfaction ather new creation

SECONDARY GESTATION CHAMBER

Four rows of man \L'-ﬁif-‘ﬁi‘-‘tiﬁmln;lt‘rﬂ"mll o, At any
given time, about a thind of the casks have lids on them, These
are seaded with copious quantities of wax. Each cask has a
HEThES O ATCine xlj!:|\ C '.'Lﬂ'n_l on L, & u.-n_-” ju -1 L',-_“ PETIEmEn
markings in chalk. The chalk markings are mostly detes: in
Virstania’s hand, these remind her when the fetul Garpovles
insicke were first installed, and when they were last checked

Births using Alvusia result in better-quality Gargoyles,
and provide dhe rest of the Gargovle colony with a moch
more pleasing communal experience when a Gargoyle is
born than do these casks. As much as Virstania might ke
to lovingly prepare each Gargoyle the ritually perfect way,
her colleagues call on her to produce many more than the




few per year that would allow, So the bulk of the Gargoyles
are gestated in casks, their sacs attached to the undersides
of the lids, suspended in nourishing alchemical fluid.

Virstuniamight invite a mstedally wfollow heronher
rounds as she carefully « a cask or two and takes a
sample of fluid. She won't allow anyone 1o tear open the
s to see the developing Gargoyles within. Fetal Gar-
goyles can sicken and die if exposed 1o the air's “ill humors.”

To deal with possible intruders who wish to tamper
with the Gargoyles, Virstania places destructive wards
on the tops of each active cask’s lid. Only she wears the
counter-amulet that prevents them from going off. Be-
cause she wears a large number of similar-looking amulets,
even when sleeping, it is very hard to get the counter-
amulet from an unknowing Virstania.

In addition to Virstania, Malgorzata keeps a key o
this chamber. However, she rarely comes here these
days, having long ago lost interest in Gargoyle making.

SPECIMEN CHAMBER

Virstania forbids her creations to come to this room,
arepository both for preserved, dead Gargoyles and living
examples of her other experiments in sorcerous hybridiza-
tion, Stacked from floor to ceiling along the east and north
walls are dozens of wire cages, each containing a hideous
animal spawned from Virstania's experiments. They in-
chude fist-sized spiders with agonized human faces on the
tops of their abdomens, disembodied stag’s heads rendered
mobile by hundreds of millipede-like legs and a clump of
squamous, grayish tissue that can envelop and devour arat
in less than a minute. The caged creatures chirp, whistle,
hum, cluck and hoot when anyone enters the room.
Virstanin lovingly feeds them by hand. Few of these
creatures are capable of breed ing or surviving on their own
for any length of time. Some of them are very dangerous
predators, though. On several past occasions, when en-
emy armies forced the abandonment of all watch postsand
withdmwal into the chantry, Virstania released hordes of
these bizarre creatures to harass besieging forces. A small
number of them still survive in the woods. Ceoris’s own
guards and Gargoyles kill the things whenever they catch
them in the wild or place them at the bottom of pit traps
to await unlucky intruders.

Deep shelves along the south wall contain the salt-
preserved bodies of dead Gargoyles. Some have been
thoroughly vivisected, while others are still intact. Virstania
studies these in her efforts to perfect the Gargoyle form.
Many were stillborn, and appear grossly deformed. Some
specimens display malformed claws, multiple faces, strange
worm-like appendages or bifurcated limbs.

Its door is of solid iron. Only Virstania has a key, but
she is sometimes forgetful about locking it. She thinks
her Gargoyle apprentices remain ignorant of its con-

tents, but the boldest of them, Luma, once ventured
inside and carefully examined its contents.

BirrHing ANNEX

In this annex of the Specimen Chamber, a very large,
barely alive doe of the red deer lies, tied down on i back,
its belly sliced open and restitched like the Abvsta, the
spawner of Gargoyles. This unfortunate creature is 1o the
specimen chamber’s altered animals what Alvusia s 1o the
Gargoyles: a living incubation chamber.

IcHor CoLLECTION CHAMBER

This is another chamber the {'l:l.lm‘l'r'l:s knovw |r|1|:15_:
about. In the center of the room s a gigantic, manually
operated vise-like press. The device is big enough o crush
a man-sized object. Between the two sides of the press is
section of meshed flooring. Beneath the mesh s a larpe
trough used to carch the bodily fluids squeesed from the
creatures crushed by the vise. A channel in the rrough
leads to a spout. If the vise is in use, a silver bucket is placed
under the spout. Otherwise, careful inspection might
reveal a ring of a red sticky substance on the floor beneath
the spout: This resicdue is :qul!nw:-r from a now-absent
bucket. Leaning up against a wall are a series of heavy
planks. A perceptive investigator might note that the
planks are just the night size to place on top of the press to
prevent the escape of any unlucky soul facing the vise.

An observer sneaking into this room might well be
puzzled by its purpose. It seems an inefficient means of
blood collection. In fact, it’s used in the bizarre ritual o
extract a useful juices from an even more bizarmre creature,
the Gargoyle offshoot called the hexaped. See p. 113 for
a description of the rinal and 124 for the hexaped itself.

PrisoNers’ CELLS

The Tremere occasionally keep cemain prisoners in
reasonably good condition, to ransom them for the free-
dom af their own caprured clinmates, At present, though,
the Tremere are so hated and feared by their enemies tha
the opportunity to swap prisoners rarely presents iself
They keep prisoners primarily to extract information from
them. They may offer freedom to those who talk but are
not in the habit of keeping thetr word in such matiers,
Caprured Cainites, as vital ingredients in the Garpoyle
transformation, are a resource not © be squandered.
Mortal mages who suspect the Tremere's transformation
are too dangerous to be allowed to tell their rale.

The Tremere keep their important prisoners in small,
damp cells. Each is magically hewn from solid stone: There
are no loose stones to hide objects behind, and no chance of
digging one's way out. Designed 1o break their inhabitanss'
minds, they lnck windows or sources of light. Food for the
mortal captives is thrown into the cells through small slits in
their iron doors. Prisoners are not provided with plates or
bowls and must pick their filthy food off the floor, morsel by
morsel. Drinkingwarer is ladled to them through the slit; they
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st sit beneath the ladles like dogs to lap the water up.
Chuzirds are not permitted tospeak to prisoners, even toshout
abuse ar them. The doors cannot be unlocked from the
ingide. The only way out of the cell is todo what the Tremere
demund. Naturally, even the most intransigent prisoner is
taken from cell to torture chamber every so often.

Current prisoners are described in Chaprer Five.
FeepinG CHAMBER

Ins this much Lueper cell, from one hundred and fifty w
three hundred frightened peasants huddle in chains. These
are the victims of Epistatia’s latest food mid. Ceoris’s de-
oands for blood are inordinate even for a lurpe nest of
vampires because the practice of thaumaturgy requires enor-
mous quantities of vitae, Although Ceoris's Cainites try o
feed upon them in moderation, sometimes they grow over-
hungry and drain a victim dry. The prisonens also tend 1o die
from malnutrition or sicknes. Sometimes they try 1o kill
each other in order to end their misery. When the number
of prsoners dips below sixty, Epistatia organises another
bunt. The captives hive seen little of Ceoris, knowing only
that they were captured by fiends and are now fed upon by
them. However, because the feedings arouse feelings of
ccitasy in the victims, they offer the only moments of relief
trom misery these wretches ever experience. Whenever
anyone enters their prison, the vessels surge forwand heed-
lessly until brought short by their chains, each begging to be

Btairs Dionn

b to Lower Lovel §ive

B ]
L 3' Dertical
= Tunnel

Lower Level
Four

HOUSE OF TREMERE

sucked from. The pale, scrofulous prisoners often seek their
own deaths by putting themselves forward even near w
fainting from blood loss. Whether they knowingly seck
suicide or have simply lost their reason is a question Ceons'
vimpires regand with studied incuriosity.

GUARDHOUSE

Six guards are always stationed here: one ghoul, one
Gargoyle and four mortal soldiers. Despite the bone
rotting dampness of the area and the disquiering screams
of tortured prisoners, this bs considered a plum sk, It's
neither significantly dangerous nor especially strenuous
The guards station the Gargoyle ot the bottom of the stairs,
nearer the cells. With him out of the way, they can play
dice, eat, throw darts ar a makeshift board and generally
loaf about. Unil, that is, they hear approaching footsteps
coming down the corridor, nt which point they snap o
attention and hide the evidence of their shirking. Ji'l-n:
ghoul, of course, reports all to Cordwood, whao is secretly
content to allow the men to enjoy their task.

The puardhouse containg o bench, some dams, o
removable target and a few plates liberated from the
dining hall. Former guards painred a lascivious picrure
on the wall; it shows a woman in congress with a boar
The paint is now peeling off.

TorTure CHAMBER

This large and well-equipped torture chamber pro-
vides a site for Paul Cordwood’s lengthy interrogations. It
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Guard duty at the wis pool is another covered
assignment. The guards here get to loaf, sitting on
improvised couches they've made from stolen sheers
and old crates. They hop o when they hear someone
coming, though. They're usually bolstered by a Gar-
goyle of the fearsome iecur variery, a sub-type
uninterested in drinking the waters.

The warers faintly luminesce, casting an eerie ripple
partern along the domed roof and across the faces of all
who gaze on it. A thick, colorless mat of fungus creeps up
the sides of the cavern from the pool. It smells like good
red wine but is highly poisonous to thase foalish enough
to taste it. Jervais sometimes harvests it to slip into the
drinks of his faction's breathing enemies.

ABANDONED LABs

During Etrius’ early-11th century inquiries into
diabalism, he made a dreadful mistake, loosing a host
of demons into the level of the chantry which at that
rime housed the laboratories of n dozen mages. Seven
upprentices, two mages and sixteen servants were
devoured by the invading devils. Etrius and colleagues
rallied to drive the fiends back and cast spells of
warding o seal the door.

The demons presumably lurk there still. Etrius and
Malgorzata join forces every few years to saengthen the
sigils of warding which prevent their escape. Perhaps to

tsunt him, Malgorzata has openly speculated that Etrius
opened a doorway to Hell, As the demons have never
made it past the wards, Ceoris' leaders are content to let
the matter lie. The entrance to the abandoned labs is
heavily guarded. Mages and apprentices are warned not
to even approach the area. Ghoul or Gargoyle gunrds
stand skittishly at their disquieting post, under orders to
attack and kill anyone trying to meddle with the wards,
after sounding an alarm by banging a large gong char
hangs by their post, Even if the door is opened, wands
along the hallway are strong enough to keep the demons
from pouring past the doorway. The sigils scream when
interfered with.

The inhabitants of the other side are quier unless a
person comes within a foot or so of the sealed door. The
door beging to shake and rattle in its hinges, droplets of
slime condense on its surface, a sulphurous stench fills the
air and billows of acrid smoke rise up from the flooring,
The guard: orders instruct them o stop anyone from
gerting close enough to the door to provoke this reaction.

The labs take up all of the fifth underground level of
Ceoris. Note that the map represents the lab complex as
built by Etrius and Goratrix. For all anyone at Ceoris
lk.mm.‘. s new "["l!.lL'l'llh I'[I:I'!' hillr'l_"‘ sINce ﬂJffrl:Ll '[ht
floor’s dimensions. Anyone somehow making it inside
the abandoned lab is immediarely set upon by extraordi-
narily powerful demons.




TREMERE'S LAIR

Here lies Tremere, who rarely emerges from a form
of torpor with symproms that, to the constemarion of his
¢lan, seem unlike anyrhing else in their study of Cainite
loee. Alrthough unconscious and insensate, he thrashes
about on his elaborately corved oaken bed. He is always
attended by at least two Cainite apprentices, who see to
it that he does not injure himself in his tremors. The
aspprentices view this duty with intense trepidation.
sometimes Tremere, infused with unearthly strength,
lushes out ar them, cursing them as apents of Saulor. Ome
apprentice was driven into torpor by one of Tremere's
atmnck; a second was tom to pieces by a mere glance of her
master's j.Ii:L-:-T CyCs.

The apprentices are not permitted to speak ol
Tremere'scondition; over the years Therimna huas killed
several for breaking this admonition. Thus no one save
Etrius knows that Tremere frequently breaks from his
torpor to speak, that he does 5o in two distinet voices,
md that one of the voices :r]"c.il:- in A tongue none of
them recognize. Nor are they anxious to describe his
periodic changes in appearance. Sometimes his arms
recede into his rorso and his legs fuse topether. His
ilready-pale skin sometimes becomes glossy and grub-
white. New eyes bubble up like buboes on his forehead,
only to pop in an eruption of pus and caustic vapors.

Etrius spends much of his time here, studying
Tremere's condivion. He demands thar the artendants
write down any of Tremere's intelligible utterances.
Periodically he conducts a cautious experiment to re
store Tremere's comsciousness and volition he may
apply m poultice or speak an incantation. Visitors with
possible insight into Tremere's condition may be ush
erci into his chamber to observe it for themselves, but
I-Ill'_.' if ti'll:'!. ey Erius’ absolute trusi

Etrius belioves that he has successfully concealed the
full dewmils of T remere"s tribulations fram Malgorzat and
I'H.‘l !.JL'[II.PI'I- ol L‘H'T.HI'IH Iill,,'.].l:il:_ II; is |1|||l_.|h"n sl
bullies one of the artendants into reparting to her, and
she frasses the gist of his testimony o Goratrix in Paris
She is willing to ke the risk that one of her missives to
‘..;xr[.lfﬂ:li I'I!Iuh[ be l]'i'l:rlt.rl‘lq:d_ :‘H‘u; uluu_‘!']r;h !_h_._ i in
cuphemistic terms likely o confuse a reader not already
familiar with Tremere and his condition

The chamber's single entrance is sealed with an inon
door, Gargovles, selected for their incuriosity, guard the
door. The walls of the chamber drip with rivulers of water
seem to spring directly from the rock. Sometimes the
water runs red. The chamber s in no way decorated. On
those mre occiasions where Tremere recovent his volition
and wishes to converse with someone ather than Etrius,
he uses the Chamber of the Blooded (see p. 56)

THE BELLY OF THE BEAST
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Atop Ceoris’ ever-bloody pyramid of ambition sits
an clive circle of Cainites, most of whom were Embraced
during the | Ith century. They are the chantry's survi-
vots. Apprentices and guests prove less durable, dyingin
the place of the masters who manipulate them. Mortal
magi either obliviously pursue their own narrow goals,
of, with frighrened caution, seek to find proof to bolster
their suspicions about Errius and his circle. Beneath the
notice of the schemers, ghouls go abour their duties and
Gargoyles unknowingly construct a society of their own.

A WEBOF
AND

Although the two factions that drive power struggles
within Clan Tremere certainly make their presence
known, politics inside Ceoris consists, above all else, of
a web of temporary alliances between isolaved players
pursuing plans driven chiefly by bitterness and spite.
Even before the Council of Seven undertook the amo-
gant and reckless bargain that made them vampires, the
leading magi of House Tremere were as noted for pursu-
ing vicious internal rivalries as for scheming for power
within the greater Order of Hermes. From its inception,
House Tremere always exemplified the worst traits of the
scholarly mind, from a lofty disdain for the ordinary man
to a green-eyed loathing for colleagues whose achicve-
ménts outshone their own. For most vampiric magi, the
trunstormation has only intensified those flaws. Some,
regretting their irreversible error, fall into the depths of
self-hatred and leam to tum their spite ourwards. Others
tike greedily to vampinic existence, finding in the indul -
gence of cruelty a sense of power purer and more primal
than any they'd gnined from the working of magic. As if
this were not enough to ensure that the high chantry
would become a cage full of raes battling one another for
dominance, the siege against Ceoris by enemy clans
mukes each of these ferociously self-willed individuals
dependent on one another for survival — and for them
there is no condition more hateful than being beholden
to another. Their accursed interdependence brings fur-
ther heat to their festering grudges and jealousies.

Vawmpeiric FacTions

The two coherent factions at Ceoris are the con-
spirators and conservatives. Conspirators argue for the
immedinte Embrace of all mortal Tremere. Conserva-
tives espouse a slow approach that ensures that no
individual is raken into the fold before her acceptance of
it is certain. This difference in seravegy seems a flimsy peg
on which to hang a deadly, centuries-old conflict, and
must be understond as a battle of personalitics between
two men who despise one another with undimmed
fervor. They are, of course, Etrius and Goratrix.
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Etrius heads the conservarive faction at Ceoris, as he
does within the clan as a whole. His most loyal factotum
is his castellan, Curaferrum, who makes of sycophancy u
personal creed.

The conspirators would rather be open and frank
about their wish to Embrace, but must use guile to per
around Etrius's power and Tremere's interdicts. The lead-
ing conspirator is Malgorzata, protéeé and thiall of Gorarix.
She has sworn to keep his chantry ready for the inevitable
day when he will once again rule over it. She can counton
the absolute devotion of Jervais, the chantry's master of
vis, Through his aceess 1o that substance, Jervais enjoys
leverage over the chantry’s mortal magi.

The rest of the Cainites occupying senior posts in-
clude Esoara the war master, Paul Cordwood the master of
spics, Epistatia the huntress, Celestyn the librarian and
Mendacamina the torurer. They obey Errlus's orders
(which are generally conveyed by Curaferrum) without
considering themselves members of the conservarive fac-
tion. They follow Etrius because he is Ceoris'scurrent lord.
They would likely obey his successor just as readily. Most
safeguard their futures by occasionally siding with
Malgorzata, just in case she topples Etrius. Only Celestyn
is frankly more interested in his own research (leaming
Tzimisce secres) than in contending against fellow
Tremere. The restdeterminedly encroach on one another's
responsibilities, sabotage experiments and attempt to sub-
om others' apprentices. For most, chantry politics is a
question of achieving Eﬂmhﬂﬁimﬂwf against
whichever colleague has most recently offended them.

AMONG THE MBAaGI

Many of the mortal magi, especially visitoss from other
chantries, join in the internal ﬁvnlﬁ:l: without knowing
they intrigue with or against vampires. For example, the
deceptively clever Bitiurges recently joined with

ina to tumn a would-be protégé of Curaferrum
against him. He was pleased to eam a future favor from the
feansome Mendacamina and acted withour knowing that
the chantry interrogutor went on to Embrace the appren-
tice, whom Curuferrum had earmarked as his own.

A relatively new faction among the mortal magi,
unique to Ceoris, is that of the Christian sorcerers. They
take their lead from Tosia, 2 venemble mage who redis-
covered her religious faith after a humiliation at the
hands of Tremere. At her now-destroyed chantry of
Umor Mons, she surrounded herself with like-minded
magi. The younger members of her faction increasingly
worry about her fitness to lead them, and turn quietly o
her former apprentice, the cursed but vigorous Omnifer.
The Chnstian magi know thar something is hideously
awry at Ceoris, and, in secret conclaves, point to Etrius
as its author. However, they think thar he leads a cabal
of diabolists and do not suspect vampirism.




VISITORS

Despite Ceoris's reputation as an impregnable for-
tress, Etrius 15 in fact strongly motivated to open its gates
to useful cutsiders. He is especially concemned with culti-
vating possible allies within other clans. Gomtrix, he
knows, is doing the same, and he does not want to see his
faction eclipsed through his rival’s superior diplomacy.

ExpenNpABLE ENVOYs

High-ranking Cainites from other clans are reluc-
ant o enter Ceoris themselves (the Usurpers' magics
are still ill-understood), but send their more expendable
inferinrs as permanent of temporary envoys. Some send
musted agents, but others select fledglings, too-ambi-
tious rivals and violators of clan discipline. Sometimes a
Cainite who wishes to indirectly dispose of an inferior
assigns him 1o Ceoris, knowing that the chances of his
meeting his Final Death there are excellent. In extreme
cases, the envoy amives complere with a lerter transfer-
ring his feudal allegiance to the Tremere, who are only
wo happy w exploit pledges of unconditional loyaly.

Vulnerable and uneasy envoyscan find common inter-
ests and mary even coalesce into an informal coterie within
the chantry. One recent group of envoys included a French
knighr from the Venrrue clan, an Iralian Lasombra exiled
by his hostile sire and a Cappadocian researcher seeking o
extend her knowledge of death magic. The group disap-
peared during a trek north to the hold of Trimisce overlord
loan. Curaferrum recently sent out a brace of letrers casting
for n new set of envoys to replace them.

Manet or Orner Houses

Although visiting vampires are coveted, Etrius dis-
courages the arrival of magi from other hermetic houses
as much as possible, fearful thar they might uncover the
conspiracy. For their part, most non-Tremere magi pre-
fer to avoid Ceoris. When business muyst tke them ton
Tremere chantry, they prefer a less forbidding one, such
as sleepy Lion's Gare in England or the sunny villas of
Perugia (both described in Chapter Seven).

Suill, the occasional mage concludes that research de-
mands that rooting through Ceoris’ famous library, Tosia
tmkes care 1o warmly receive such visitors and o see to their
needs as guests. Those she deems trustworthy may be permit-
ted to share in her suspicions of Etrius and his followers.

THE DAMNED

TREMERE CRINITES

CeLesTYN, MasTer LIBRARIAN
Background: Celestyn began his journey through a

world of curiosities in 971, Under the naume of Calnor, e

was born near London to an eceentric lord's seneschal.

The connection permirted him an aristocratic education
His love of leaming encompassed all fields of know

including the occult. Calnor's attentive ears picked up
rumors of nearby magi; these led him to a chantry near the
boundaries of his lord’s holdings. He marched right up 1o
their doorway nnd asked 1o be apprenticed. Unable to um
down the silver-tongued lad or deny his thirst for esoteric
knowledge, a mage named Persigno took him in and gave
him the name Celestyn in recognition of his interest in
celestial bodies. Celestyn progressed rapidly and, by 995,
was engaged in g peripatetic existence, traveling through
Europe in search of ancient relics, lost baoks, and near-
forgotren myths. In 999, Errius, hearing of Celestyn's skill
inmanaging the London library, summoned him to Ceoris.
The magi, about to embark on their quest o find an
altermnative to hermetic immortality philters, had amassed
a vast but completely unonganized trove of texts from the
other Tremere libraries. Errius ordered Celestyn 1o as-
semble it into an approachable whole, Celestyn joined in
the research and also impressed his masters with his brave
{or mad) forays into Trimisce-held districts in search of
information. Etrius Embraced him in 1039,

Unusually open for a Tremere, Celestyn is always
looking for allies in his quest for knowledge. He may
meet up with clan outsiders dm‘inp: his l.‘:l.j."i.illl.'t and then
invite them o become guests at Ceoris.

Image: Celestyn presents the same hearty, fit appenr
ance he displayed when Embraced. His hair is dark and
blond, his eyes brown. His features are friendly if not
devastatingly handsome. In Ceords, he wears scholarly

THOSE DAMNED AND SOON TO BE
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robes; these are well cared for and even a little ostenmatious.
Oursicle, he adopts simple, nuged clothing that allows him
to climber through nutns or make hasty escapes.

Rulrplavinu Hints: You can't decide what exXcites
you more: finding an obscure bur illuminating passage
burked in a dusty old text or fighting off screaming wolfmen
as you flee from an ancient mound you've just excavared
Your Cainite transformation does not particularly burden
you; it gave you the chance to explore vampiric lore and
will allow you to survive for centuries of explomtion and
scholaship. Your current inquires rake you into the heart
of Tzimisce ternitory. Leaming their secrets has become
your chief obsession, one which you hope will lead to the
wir'send. Perhaps if there are no longer enemiesat Cearis’
gate, the slide into madness you see all around you will
reverse itself. The only thing that utterly bores you is
chantry politics, which you see as an utter waste of time.

Secrets: Celestyn has concealed from the athers the
extent to which his adventures have brought him into
contact with Cainites of other clans. He doesn't want to
be thought of as a possible traitor. Nor does he wish 1o be
pressed to squeeze secrets of Cainite wars and politics from
his parmers in scholarship. The French Gangrel Aristotle
de Laurent s o particular friend; the Byzantine Tzimisce
Myca Vykes (see Constantinople by Night), a dire foe.

Influence: Celestyn is valued and liked by both fac-
thors within Ceoris, IMhe tried to mediate between them, or
invailve hirmselfin their affairs, he'd soon lose thisstarus. His
recent incuiries (and battles) against the Tiimisce are
winning him o reputation even outside the clan.

Destiny: Celestyn leaves Ceoris for the last time in 1313
and vanishes, His colleagies assume he's been slain by the
Trmisce. Infact, he haschosen t explore the esoteric secrers
of other linds in pursuit of lore conceming Gehenna He
resurfaces in the lare 20th century, having educated himself
in the Chinese art of geomancy, which he hopes to use
influence the events leading up o Gehenna (as detiled in
Transylvania Chronicles 1V: The Dragon Ascendant).
Clan: Tremere
Sire: Etrius
Nature: Archivect
e meanor: ]1.IIJEL‘

Ureneration: Hth

Embrace: 1039

Apparent Age: late 205

Physical: Strength 3, Dexterity 4, Stamina 4.

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

Talents: Alertness 3, Athletics 2, Brawl 2, Dodge 2,
Empathy Z, Larceny 3, Subterfuge |

Skills: Animal Ken 1, Archery 1, Etiquette 3, Herbalism 2,
Melee 3, Ride 3, Stealth 2, Survival 4

Knowledges: Academics (Metaphysics) 5, Astrology 1,
Carography 2, Hearth Wisdom 3, History 3, Investiga-
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tion 3, Law 1, Linguistics (Arabic, French, Greek, Hun-
garian) 4, Mavigation 2, Occult 3, Science 2
Disciplines: Auspex 3, Celerity 2, Dominate 1, Forti-
tude 1 . T}wumturm‘ 4

Thaumaturgic Paths: Rego Aquam 2, Rego Motus 3,
Repo Vieae |

Backgrounds: Contacts 4, Influence 2, Resources 2,
Retainers 1, Status 3 (among Tremere)

Virtues: Conscience 4, Self-Control 3, Courage 4
Road: Humanity 7

Willpower: 7

PruL Corpwoon, MasTER OF Spiks
Background: Paul Condwood grew up as Harald the
Thin, the youngest and scrawniest of five brothers. His
father was a notorious thane who fought alomgside Fric
Bloodaxe, Nomse occupier of 10th century Yorkshire. His
brothers sharpened their martial valor by abusing Harald
with both tongue and fist. Herald leamed to make himself
small, to avoid the notice of others. He spent much of his
time wandering the forests in the company of an uncle
thought to be slow. The uncle harbored secrens. He
initiated the young man into the secrets of folk magic
{which Harald liked) and those of the flesh (which he did
not). Used to being put upon by those bigger than himself,
he hid his loatching for the man who abused him. The uncle
introduced him to other magicians who made his modest
scryings pale by comparison. These were the Disdne, o




house of nture magicians. They recogniced wlent, and
inducted Herald into their ranks. To show his disdain for
his kinfolk, he changed his name to Paul Cordwood.

Even among his new associates, he enjoyed lesser
status, The women he longed for creaved him as a
talented pet. The men ordered him abowt. His power had
grown, but he was still surrounded by others greater than
himself, who saw him as little more than a mﬂ.

In 1003, Epistaria, a mage from another tradition,
came to live among the Diedne. They didn't like or oust
her, but needed her to assist in run;cdg]ﬂt ritual Paul
wiasn't privy to. The young magus liked Epistatia, who
wreated him with respect and even asked his opinions
about things. Epistatia asked him all about the Diedne:
who was cruel, who was just, who was clever, and who was
foolish. Paul eagerly shared the secrets he'd leamed while
making himself an unobrrusive observer. Littde did he
know that Epistatia would use this information to touch
off a witch-war that ultimately destroyed the Diedne.

Epistatia ook Cordwood with her, inducting him
into House Tremere. Condwood became a minor figure
within the house, more interested in his research than
the intrigues that occupied Tremere and the lnner
Council. His main interest became the projection of the
astral consciousness from the physical form. His fellow
magi came to think of him as a harmless, even slightly
absurd fellow who could always be relied upon for an-
swers toesoteric questions. Some of them openly mocked
him, but compared to what he'd endured in the past, this
scarcely registered to him as mistreatment.

He came to Ceoris in 1004, Both Etrius and Goratrix
saw him as a neutral non-entity who might aid more
influential magi in their research as he puttered away in
his own lab, As the magi sought & means of bolstering
their failing arts, he fruitlessly investigated soul migra-
tion as a means of harvesting @ more potent equivalent
of vis from other celestial spheres.

In 1023, he became one of the first Tremere outside
the Inner Council to be Embraced. Again, neither Etrius
nor Goratrix could think of sufficient reason to discount
him when his name was mooted. When approached by
Tremere, Cordwood agreed, with some wepidation, o
enter the fold. His inquiries into astral travel had stalled.
Perhaps a perpetual existence on the threshold between
life and death might bring him new illumination.

The transformation changed him more than he'd
anticipated. The physical power of the blood, the rmging
hungers of the Beast, all these brought him a fire he had
fiever known. He abandoned his habitual slouch, and
walked with the deadly grace of a born predator. Colleagues
unaware of the Cainite conspiracy could not help but sense
the change; he exuded a quality of menace that forced them
to pay him heed. He began to speak up at council, swarting
down foolish proposals by the mortal magi. He parceled out
special contempt for those who wanted to send a peace

delegation tw end the war with the night creamumes. There
was only one thing to do with enemies: Exterminate them.

Over the following decades, his attention increas-
ingly turmed to the war against the Tzimisce. He angued
that the Tremere had no cholce burt learn more about the
enemy. They would do so by infiltrating their comp. With
aquierconfidence that surprised both Goratrix and Etrius,
Cordwood took control of the effort and remains Ceoris'
master of spies to this day. Alchough willing w explim his
efforts to Tremere or Etrius, he pursues his mission without
supervision or second-guessing. As he builds his network
of operatives throughout the province, he Embraces non-
magi with abandon. If it weren"t for the fact thar most of
his childer are quickly found out and slain by the Trimisce,
he'd have long ago single-handedly exceeded the urea's
capacity o support Cainives,

Condwood is alwarys looking for new recruits w join
his network of spies. He or his agents might contact other
Cainites to this end, drawing them to Ceoris.

1+ Cordwood stands just over six feet tall. The
crown af his head is bare; a silvery mane of hair remains.
His eyes are asteely blue, his cheekbones high and bony.
His shoulders are broad and his arms well-muscled. He
dresses in black; when outdoors, he wears a long, inky
cloak that seems to move quietly shout of its own accond.

Roleplaying Hints: Before you became a vampire, you
were weak and stupid. Everyone was right to mistreat you.
You enjoy your new sense of personal power. Now it feels
gm;lwmym use your body. Although you no longer feel
the desire to possess women sexually, you like the fact thar
youcan tum their heads. Nothing gives you greater pleasure
than knowing that other people fear you. You alsoenjoy the
challenge of infiltrating Tzimisce havens. Your old obses-
sions seem airy and useless compared to this new, dangeros
task upon which your fellows depend. Finally you have
become the man you always should have been.

Secrets: Only Cordwood knows the identities of
every Tremere spy in Transylvania. He also knows a
great deal about the Trimisce, Gangrel and Mosterat,
much of which he holds back from his fellows. He hides
the full extent of his disrespect for the fussy, mterfering
Curaferrum. One day he may need to eliminate the fool.
His agents tell him that one of the Cainites at Ceoris has
made a secret arrangement with the Trimisce. Every few
days, he changes his puess as 1o who this might be.

Influence: Hisminions include half a dozen Cainites,
two dozen ghouls, and about sixty mortal operatives.
Perhaps a third of the mortals know the true nuture of
their master and his enemes.

Destiny: Cordwood extends his influence ns the cen-
turies grind on, slowly mking the lead of all House Tremere
spying activities. He seemingly disappears from Ceoris in
the late 15th century, soon after many of chantry's Gar-
goyles break with the clan. The generl consensus is that he
is killed in the fighting or the ongoing Sabbar strugggles, but




rumors persist that he has either joined with Gomrix's
rogue Tremere or simply gone underground. Some believe
he still leack Tremere sples from a secret chantry.

Clan: Tremere

Sires Eplstatia

Nature: Loner

Demeanor: Autocrt

Crencration: Tih

Embrace: 1023

Apparent Age: mid 30«

Physical: Strenpth 3, Dexterity 3. Scamina 2

Social: Chartsma 3, Manipulation 4, Appearance 3
Mental: Perception 2, Intelligence 3, Wies 3

Talents: Acting 2, Aleress 2, Athletics |, Beawl 1,
Dodge 1, Intimidation 3, Leadership 2, Subterfuge 4
Skills: Animal Ken 1, Melee 4, Ride 1, Stealth 1
Knowledges: Academics 2, Investigation 5, Linguistics
(English, Norse) 2, Medicine 1, Occult 5

Disciplines: Auspex 5, Dominate 3, Thaumaturgy 5
Thaumaturgical Paths: Creo lgnem 4, Perdo Magica 2,
Rego Tempestas 2, Rego Vitae 4, Way of Passage 2
Backgrounds: Contacts 5, Retainers 5, Status 3
{among Tremere)

Virtues: Convicrion 3, Instinct 2, Cournge 3

Road: Dewvil 7

Willpower: 7

CurarFErrUM, CASTELLAN

AND Pyramip CLMBER

Background: Curaferrum is a relative newcomer o
the ranks of both magl and Cainites. With sterling
political instinces and unwavering energy, he has pur-
sued poweer within Ceoris

He wass boen near Minsk in 1098, us Yan, son of Symaon,
His father wasia farmer, but his much older brother, Franoyk,
hunl become an itinerant merchant. Yan's brother traveled
throughout Eastern Europe selling holy relics (a small frac-
thon of them authentic ) to wealthy noblemen. Viewing with
hoerot a future life among pis and chickens, Yan decided w0
tollow in his brother's apparently glmonous footsteps. As
they bullr ther list of patrons, they discovered that a cerain
nuimbet of individuals interested in saint’s bones and pieces
of the True Cross were also prepared to buy other exotic
items: cockarnce eggs, unicorn homs, and certain naturally-
occurring crystals. Afrer Frantsyk died in 1125 at the hands
of the guardsnen of o client he'd cheated, Yan put aside
fakery and exploited his natural mlent for locating items
imbued with what his clients called vis. In 1128, a client
rrdedd infoemation for a handful of Yan'svis-laden pears. The
chent mold him about a chantry in Transylvania, one ruled by
an honest mage-woman named Tosin, Thar chanery, Umor
Mons, would take all of the vis Yan could find, and would

reward him handsomely for it. Yan wenr to Tosia'’s chantry.
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By 1130, he'd convinced one of its magi, lusta, to accept him
ms an apprentice. He dubbed himself Curafernm.

In 1135, the Tzimisce overran Umor Mons. The survi-
vors trekked o Ceons. There, the ambitious Curaferrum,
newly elevated as a full-fledged mage, abandoned Tusta as his
patron and began o cultivate the friendship of Emmus. Etrs
had anly recently been installed s Ceoris’ helmsman, and
had few allies to rely on. Cumfernum presumed o advise the
sometimes-inarrentive Etrius on the finer poines of running
achantry, He found hinself answering a series of subtly odd
questions posed 1o him by the chantry lord over the course of
many months. Finally Emius, apparently satisfied by his
answers, broached the secret of the Tremere Cainites.
Curaferrum swallowed hard when he learned the tuh, bur,
seeing that it was the anly path to further power within the
house, chose immediately 1o assent 1o the Embrace. Eris
selecred as the fledgling’s sire a now-missing thaumanurge
named Pervicax. He appointed Curaferrum castellan six
years later, in 1146, Malgorata objected strenuosly ro the
appointment, but had no way of blocking it.

In the five decades since, Curaferrum has become
increasingly insistent on his privileges s castellan and
somewhat less savvy in maintaining and expanding his
power, The conspirator faction flouts him as much as it can
without provoking Etrius o personally intervene. Tosia
regards him us o thoughtless climber and regrets having
allowed him through the gates of Umor Mons. Othermortal
magi see him as an arrogant newcomer elevated beyond his
station. Mortal apprennces make him a figure of jest, aping
his haughty demeanor and fussy devotion to perty rules. His
arrogance and unquenchable self-confidence prevent him




from seeing just how lirtle his fellow residents of Ceoris
think of him. He's too cautious to conspire single-handedly
agamst his foes within the house; he'll only move against
Malgorzata and Jervais if Etrius or Tremere sanction it

He wants to establish himself as more than Ceoris's
castellan, and hopes to prove his broader political acuiry by
attracting a prestigious envoy from another clan to Ceoris.

Image: Curaferrum wears a humble brown robe like
Etrius’s, but adoms it with jewels and fur trim. He adds
an elaborare fur hat embroidered with mystical symbaols.
Though still young-looking, he maintains a long, full
beard, meant to indicare his wisdom and stature.

Roleplaying Hints: Order Is your watchword. You
believe in the pyramid of authority Tremere has decreed.
Your duty is to impose restrnint on the unruly, willful
denizens of Ceoris, who would be lost without it. They
are fools who would be dead without your enforcement
of Etriug’ wise policies. Someday they will all sce what
you have done for them, and will fall all over themselves
thanking you. Etrius is a most admirable master. You do
not care when you yoursell are mocked, but become
furious when he tsn't shown due respect. Or so you rell
yourself. You would never consider berraving Etrius or
TIT!TLCI'E;, L{8] |.,‘||.‘| 0 ﬂ'l’ﬂ.llll I'q:' ETOss ]wl;tpcnm,‘.

Secrets: A network of ghoul servants repornt 1o
Cuniferrum. Through them, he has learned o number of
interesting things abour the momal magi. He knows that
Tosta and the other Christian mag have been meeting
secretly and whispering rogether with apprehensive looks on
thetrfaces. He also knows thar Bitiurges keepsa letrerof some
kindd hidden on his person, and is curious 1o scan its conrents.

Influence: Curaferrum manages the night-by-night
activities of Ceoris. In this capacity, he wiclds consider-
able influence. Yet he depends entirely on Errius for his
power, having falled to cultivate inferiors whose loyalry
I-":‘I““I.:‘l (A l"I.IITI ;IILII'H‘.".

Destiny: Curaferrum is removed as castellan in
1250, when Goratrix and Malgorzata frame him and one
of his apprentices. Accused of complicity in an incident
in which a Gangrel warrior not only penetrates Ceoris
but nearly gets into the chamber of Tremere himself,
Curaferrum spends half a decade in the dungeons, under-
going periodic wormure. However, Ceorts falls into malaise
andd comfusion without him, and Tremere officially for-
gives his non-existent betrayal in 1255, Curaferrum
remains castellan uncil 1476, when Viestanio leads her
beloved Gargoyles into his chamber. They pin him down
and she drinks his heart-blood as a final statement of her
disdain for the clan hierarchy. Ardan of the Golden
Lane, former master of the small Prague chantry, takes
Curaferrum’s place in aftermath of the Gargoyle revolt.
Clan: Tremere
Sire: Pervicax
MNarure: Autocrat
Demeanor: Autocrat

Generation: Bth
Embrace: 1140
Apparent Age: late 50s
Physical: Strength 2, Dexterity 2, Stamina 2
Social: Charisma 2, Manipulation 4, Appearance |
Mental: Perceprion 3, Intelligence 5, Wits 3
Talents: Dodge 1, Intimidation 2, Leadesship 3, Subterfuge 3
Skills: Herbalism 4. Melee 1

: Academics 2, Linguistics (Greck, Romanum)
2, Medicine 2, Occult 3, Politics 2, Science 2, Seneschal 3
Disciplines: Auspex 2, Dominate 2, Thaumarturgy 4
Thaumaturgical Paths: Path of Warding 4, Rego Magica
3, Rego Motus 2, Rego Tempestas 1
Backgrounds: Mentor 4, Rerainers 5, Sratus 4
{among Tremere)
Virtues: Conscience 2, Self-Conrtrol 3, Courage 3
Road: Chivalry 6
Willpower: 7
Esonrn, WaR LEADER oF CroRis

Background: Escara was bom in o village ourside
Bistritz in 1116, His mother was a fourteen-year-old rape
victim, the diughter of a miller. She died in childbirth and
Esoara’s grandparents treated him as if he were somehow
responsible for their daughter's rape and death. They never
tired of cursing the grim-visaged, ax-wielding mercenary
who one night burst into the mill and ook their daughecr
from them. This mysterious figure, his hair wikd and his
armaor blackened by fire, grew in young Esoara's imagina-
tion. He decided that he would become o mercenary
warmior, inarder toone day find and fight alongside his fierce
father. As soon as be was old enoudh to Lift a bartle-axe he
left home in search of wars to wage. He asked fellow soldiers
if they'd seen his father. Each shrugped and gave him vague
clues that led him to wars even further aficld By 1137, he
was far from home and had become an expenienced merce-
niry. He fought with the Pisans at the sack of Amalfi inthat
year. In 1144, he fought for Alfonso of Pormugal, who ook
Lishon from the Muslims. In 1160, he swurnge s ax for
Frederick Barbarossa, and helped 1o rmee Milan.

A flew months later, in a Spanish tavemn, he over
heard a group of palsied and toothless men boasting of
their past evils. One man, the feeblest of the lot, listed
eachof hisrapes. Amang them, described i unquestion.
able detail, was the attack on Esoara's mother, The young
man was shocked. This was no mlghw horseman O an
nfernal, black steed. Even in his prime, he would not
have been such. By the man's accounts, he'd been a
cowardly and opportunistic looter, bandit, and scaven-
ger. Esoara thought about killing the man for
disappointing him, but couldn't bring himself to do even
that. He resolved to retum home.

His route back to Transylvania took him into the
thick of a midnight barrle between strange, bloody-faced
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warriors. Some of them attacked him, assuming him an
enemy. He defended himself, and, without realizing he
wiis doing so, rallied the beleaguered forces of the other
sde. As Esoara reared back on his horse, about w
decapitate s mounted foe, lightning flashed. He caughe
o momentary glimpse of himself reflected in a muddy
pool. He had become the terrible figure he had always
pictured when he thought of his father. He struck off the
foe's head and held his ax high, bellowing in a mixture
il -iL'.‘u[\.III and exultation.

The Cainite leading the Tremere forces, for whom

Escara had unknowingly hattled, had been slain before his
irival, The now-ranking leader of the Tremere party, one of
Curidermam's Lﬁumlx thanked Esoara and wold him that his
nusters would surely rewand him with a position. Reckoning
that fare had brought him ro this pass, Esoara agreed. He
followed the moops back to Ceoris, where he met with the
castellan and was made a sergeant. He quickly proved his
mirtative and skill. Curafernum made him a ghoul half a year
later, mnd pfved him with the Embeace in 1167,

As captain of the guards, Esoara has made himself an
indispensable element of Ceoris’ defense. He brings first-
hand experience of war-making to a group dominated by
mystics and ncademics. Although loyal to Coraferrum and
Exrius, he huas begun to chafe at the limited role he enjoys
at Ceoris. He wants to personally Embrace more warriors,
and wage an all-out assault against Trimisce strongholds.
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To Esoara's mind, his masters see the war as an intermit-
rent nuisance worth bothering about only when it reaches
their gates. He knows that the way ro deal with an enemy
is to destroy him utterly, and to take the mitetive sgamst
him. Jervais has mken to spending time in Esoara's pres-
ence, listening o these complaintz. Esoara s suspicious of
the man, but hopes to use the threat of his conspiracy 1o
prid his masters into more decisive action.

Image: Esoarn isa gigantic man with bear-like shoul-
ders and a massive, curled mop of greasy black hair. A
weedy, gnarled beard spider-webs its way across his jaw
and covers his neck. A great throbbing vein coils down
hisforehead, pointing to his beak-like nose, Hisdark eyes
sit in his skull like coals. He wears heavy armor, his
breastplate embossed with an elaborate design of a snake
weaving its way through a human skull and ribeage. He
carries his massive ax with him everywhere he goes, often
seeming to forget that he even holds it

Roleplaying Hints: Brooding on the past impairs a
man’s confidence. You are not one to lament the path you
have mken orconsider the ironies of your life. Fate brought
you to Ceorts and made you a vampire. Fate is not a thing
to be trifled with. It made you into a mighty warmior. You
were made to fight and to lead men. This is what you do;
in bartle you fulfill your destiny. Your only problem is your
masters’ (nability to see what must be done o defeat their
enemies. You will do what you must to convince them.
Then you will show them what a true warrior can do.

Secrets: Esoara was quite taken with Meerlinda,
Inner Council member and head of the London chanrry,
when he first met her. She flattered him ty .'h-'r.t‘l'.tll;.: his
counsel on military matters. Soon he found himself agree-
ing to keep an eye on Etrius for her and to report any signs
that he might be moving against Goratrix without
Tremere'sapproval. She presented the proposition to him
=0 that it didn't seem that it would be the least bir disloyal
of him to cooperate. Afterall, she has Etrius' best interests
at heart and seeks only o protect him from himself.
Meerlinda gave Esoara a silver sea-shell into which he can
whisper any revelations he might care 1o share with her.

Influence: Esoara runs Ceoriss military operation
but takes little interest in its politics. He answens 10
Curaferrum now, but would switch loyalties to another
duly appointed castellan without so much as a grunt of
disapproval. The castellan has nor renewed the blood
oath berween them and ir has faded ro o respect of the
position rather than the man.

Destiny: Esoara becomes overnll military adviser for
the Tremere during their batt le against the hermetic magi,
which commences in a few years. Although he often
leaves Ceoris to oversee sieges against rival chantries, it
remains his primary haunt. He fights valiantly when the
Gargoylesrebel and the Anarch Revolt sweeps the Cainire
world. He never becomes o thaumaturge, however, and




finds his starus slowly erading. In 1720, he leaves the
Vienna chantry and joins Goratrix's Tremere antitribu.
Clan: Tremere

Sire: Curaferrum

MNature: Barbarion

Demeanor: Defender

Ceneration: Yth

Embrace: 1167

Apparent Age: mid 40s

Physical: Strength 4, Dexterity 3, Stamina 3

Social: Chartsma 2, Manipulation 2, Appearance 2
Mental: Perception 3, Intelligence 2, Wits 3

Talents: Alertness 2, Athletics 2, Brawl 2. Dodge 2,
Intimidation 3, Leadership 2

Skills: Animal Ken 1, Archery 2, Melee 3, Ride 3,
Stealth 2, Survival |

Knowledges: Investigarion |, Linguistics (Spanish,
French, lealinn) 3, Seneschal |

Disciplines: Auspex |, Dominare 2, Fortinude 2, Potence 2
Backgrounds: Mentor 3, Rerainers 3, Srarus 2
{(among Tremere)

Virtues: Conscience 4, Self-Control 3, Courage 5
Road: Humanicy 4

Willpower: 10

Epstania, UsurpER HUNTRESS

Background: Epistatia’s magical researches have
left her with only shadowy memories of her eatly life, a
fact thar scarcely rroubles her. Sometimes peculiar im-
ages come to her in dreams, which might be drawn from
her vanished memories. Perhaps she wis o senator's
daughter during the lare days of the Roman Empire. Or
pethaps an oracle tending an ancient temple. No matrer,
She knows she has been a Tremere magician for a very
long time, which is all that marters to her.

For as long o she can remember, she has been
obsessed by the idea thar weak souls can be emporarily
displaced from their bodies, which might then be operated
from a distance by a magician's supetior mind. She thinks
perhaps she used 1o choose only criminals as subjects for
herexperiments. Unfortunately, rebels and outlaws tended
tio manifest strong, independent wills, which made their
souls difficulr o dlnhn.lﬂq:. About two hundred Yo ago,
she decided that the interests of knowledge demanded her
use of weaker-willed peasants and other supposed inno-
cents of litle value o God or man. Concealing her
machinations from the master of her chantry, she paid
rufftans to capture victims for her experimental use. She
continued thishabitafrermoving o Etrius' Vienna chantry
in the mid-10th century. Her notes tell her that Etrius
discovered her activiries in 990, He banished her from his
chanrry; she went to Ceonis to seek Goratrix's protection.
Goratrix involved her in the war against the magi of
Howse Diedne, rewarding her successes with peasants on

which o experiment. She bent her soul migration re-
search towards the effort to counter the decline in effective
Tremere magics. In 1011, she accused Paul Cordwood's
apprentice, Vincius, of purting the evil eye on her, ruining
a demonstration she'd staged before Ceoris’ assembled
magi. He was soon found strangled in his bed. Though
suspected of the murdes, noproof wiss ever brought agninse
her. Goratrix thwarted attempts 1o investigate further,
drtrmrnim._: that she abandon her researches 1o assist him
in his. He made her assist him in casting his consclousness
out into astral space. It was during these experiments that
she contacted the two entities who maught Goratrix key
parts of the ritual of rransformation — or soshe mamtains

Epistatia did not enjoy sufficient mnk in the house 10
warrant her PAIACIpation the ceremony of bec Lming
Bur, immediately afterwands, she became the first outside
the Inner Council 1o be Embraced when Gorurx blooded
her without Tremere's permission. Since she knew about
the I'IHI:!!.. hr.'umlynthul choiee would have been to mun bot
her, and she'd proven herself roo useful for that. Epistania
does not remember abjecting 1o her new condition

For severul years, the Cainites of Ceorts fessted indis
criminately. But soon they realised why there were =0 few
mmpires in the world; victims became scarce when huntesd
openly. Then the Taimisce came hammenng on Ceony'
doors. Epistatia volunteered 1o become mistress of the huni,
organizing rading parties to capture linge numbess of victinme
nsingle hunts. They would then be borne back 1o Ceons and
kepe in chains, providing blood for the rest of their livis




Simce becomimgmistress of the hunt, Epistatia hascontin.-
uind ber incquiries into soul migration. I, in the course of her
hunits, she encounters vampires she thinks might be wseful o
Clevns — or provide insigthis into the mechanics of the soul —
she might bring them to the chanery, willingly or otherwise.
Image: Epustatia is a short, ungainly woman with a
doughy, almost featurcless face. Her nose is thin and
stmnighit, ber eves slightly roo far apart, and her mouth soft
and undefined. Long yellow-white hair dribbles from her
head in long, uncombed skeins. She wears loose, formles
dresses of light brown fabric. Her features remain placid
ard unperturbed even as she commits terrible cruelties.
Roleplaying Hints: The only impormng thing is your
research, Anything done to further it is justified. Becoming
a vampire kept you alive in order to continue it, and may
vield important insights into the physical nature of the soul.
You tike on the huntress's duties becise they are neces-
sary. They keep you fed, and stop the other magi, who are
s type jealous and interfering, from disrupting your work.
The lives of the people you capture are scarcely worth
thinking about. You must not form attachments to your
collengues; loyaley leads to entanglements. Keep them ata
dhstance, and always look 1o the strength of your pesition.
Secrets: Although Epistatia admits to a fauley
memary, she conceals the full extent of her amnesia from
her fellows. Another fact she conceals is that she was first
contacted by the entity Stars Beyond in 1007, five years
betore the experiments that led 1o the becoming. It came
to her while she was attempting to remove and contain
a caprured subject’s soul, and offered her knowledge in
exchange for her silence. It provided some new avenues
of research, some of which were linked to the ancient
vimpires Tremere and Etrius hunted at the rime.
Influence: Even with the departure of her patron,
Choratrix, Epistatia retains an unassalable position within
the chantry. The Cainites of Ceoris might enjoy the
benefitsof theirnew existence, but donot like todwell upon
its comts, They are grateful that Epistatia relieves themof the
vexation, danger, and distress that human-hunting entails,
She cliims disinterest in the house'swider affairs, professing
newtrality in the stroggle berween conservatives and con-
spirators, In fact, she often does covert favors for both sides
in onder 0 protect her position. In this, she emulates
Tremere'sway of playing both factions against one another.
Destiny: Epstatindisappears in 1282, and is presumed
o have been taken by the moral magt, who are by that time
waging war against the Tremere. In fact, Epistatia has fully
succumbed to the effects of her amnesia, and has forgotten
her enrire extstence as a member of the house. She wanders
from town to wwn, periodically settling down, adopting
variows roles allowing her to maintain a night-time exist-
ence and feed without being noticed. In 1932, she becomes
the proprictor of a Justy five and dime store in Baltimore,
Maryland. She runs her convenience store 1o this day,
capturing the occasional homeless person or shoplifter w
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feed upon. Occasionally, curious images of a rermible
mountainside castle appear in her dreams.

Clan: Tremere

Siret Goratrix

MNature: Fanatic

Demeanor: Innovator

Generation: 6th

Embrace: 1022

Apparent Age: carly 60s

Physical: Strength 3, Dexterity 4, Stamina 3

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

Talents: Alertness 4, Achletics 3, Beawl 3, Dodge 3,
Intimidation 4, Leadership 3, Subterfuge 2

Skills: Animal Ken |, Archery 2, Herbalism 1, Melee 4,
Ride 2, Stealth 3, Survival 2

Knowledges: Academics 3, Linguistics (Greek, Aramaic) 2,
Medicine 2, Occult 5, Politics 2, Science 2, Seneschal |
Disciplines: Auspex 4, Dominate 4, Thaumaturgy 6
Thaumaturgical Paths: Creo lgnem 3, Perdo Magica 2, Prey
on the Soul's Fear 2, Rego Elementum 2, Rego Motus 2, Rego
Tempesus 3, Rego Vime 5, Way of Passage 4
Backgrounds: Status 3 (among Tremere)

Virtues: Conviction 4, Instinct 2, Courage §

Road: Devil &

Willpower: 7
Errius, Lorp of Ceoris

4th generation, nominal childe of Tremere

Mature: Tyrant

Demeanor: Conformist

Embrace: 1022

Apparent Age: early 30s

Bom outside Gothenborg, Sweden in 850, Etrius was
the studious, withdrawn child of a roughhewn Viking who
became one of the first Christian converts in thar land.
Etrius’ father served as protector and patron to Ansgar, the
German bishop who made the first official mission w
Sweden in 869, Ansgar made a great impression on the
malleable young Etrius, who found himself strongly drawn
to Chiristian doctrine. Even from the beginning, his faith
was idiosyneratic: His foremost belief was in his own
essential holiness. As a saint in the making, he often
forgave himself mransgressions he would condemn in ath-
ers. Reasoning that the first step to canonization was to
don the robes of the cleric, he resolved to become a priest.
This would be a difficult task in the still-pagan Sweden.
His father sent him on a pilgrimage to Rome. Mere days
into their journey, the pilgrims were attacked by enemics
of Errius’ father. Errius was taken as a slave, and evenmally
sold in far-off Constantinople. Errius knew that it was all
part of God's great plan for him. His purchaser was
Tremere, who immediately saw in him both a raw mlent

for magic and an aptitude for following orders. Tremere




made Errus his apprentice, the first since the stinging
failure of his nrremprt to ke over the Order of Hermes.

Errius remained at Tremere's side long after he'd
proven himself as a mighty magus. Tremere rolerated his
Christian rhetoric, occasionally needling him by re-
minding him of the Church’s antagonism towards wizands.
Etrius did not see fit to explain thar the Lord had surely
wanted him to become a magus. Why else would He
have arranged Errius' destiny as He had?

Etnus’ amogance grew as he magically halted his own
aging and outlived his contemporanics. He put the idea of
imiminent beatification out of his mind, having concluded
Goed hawl 3 purpose for him greater than that of o mere saine
By the mid-900s, he'd begun o acr as if any action he
undenook by definition enjoyed God's sancrion. In 962, he
reduced 1o dust an informer who sought to reveal a minor
Tremere plot torival magi. He justified it by saying that if the
disciples had been willing to kill for him, Chirist need never
have been crucified. Tremere smiled when he heand this,

When Errius first met Goratrix, while still an apprentice,
the rwo loathed one another on sight. Tremere had prepared
him o dislike his predecessor. Etrius saw in Goratrix all of the
evil he believed himself immune from. Goratrix considered
him a hypocrite of Biblical proportions. The more skillfully
Goratrix pointed out the flaws in Etrius’ self serving theol-
ogy, the more stubbamly Etrius chung to them. Errius, secing
that Comerix wished o eclipse Tremere, began to conceive
of loyalry to his master a8 the grearest vimue of all.

Etrius built the small Vienna chanory in 920, and was
its oft-absent but nominal master until 1022, During his

tenure he quietly broke the tacit hermenic ban against
involvement in mortal ]‘hll tical affairs by he Iping Genman
king (and later Holy Roman Emperor) Otto the Great
against the Magyar hordes at the Bartle of Lechfeld in 955
He did so as part of his program of cultivating contacts
within Austria's church and ruling classes. Although the
Magyars were even in 955 open to Christian conversion,
Etrius saw them as damnable pagans much like his own
countrymen. Also L|I.u'1l'u;f hiis '\-"wun.l yours, Etrius met
Mendacamina, becoming entwined with her in i doomisd
and unrealized mutual passion

In 980, he ook second lead in Goratrix's ritual 1o
consecrate Ceoris. He chose w plice Goratrix’s severed
member, humiliatingly, inside the mouth of the mage
Ponticulus, who had ro be beheaded after making a ritual
emor. Later, he questioned Gortrix's building methods,
nnd created the chasm that separaies chou iy froem o
tain. He spent much time ar Ceoris during its early days, 1o
the constemarion of his rival, Goratrix. [n 996, he upstaged
Goratrix by definitively proving thar magic was diminish-
ing. The two then compered funiously o find & way o
counter the phenomenon. His zeal to win drove Etrius o
abandon his master’s proscriptions against dholism. He
m'lcl'l‘l:rrtl'd L duphml: the forms |f|{vv:|-|,|.1|1|ur|nu MU
without sctmlly contacting demons. His expeniments went
disastrously awry in 1014, when he atrmcted o veritable
horde of devils (and may even have opened a doorway tothe
infernal spheres), forcing the abandonment of an entire
suite of laboratories 1o a demonic host. Gortrix overleap
him in 1022, working the magic that tumed Tremere and
seven of his house, inc |I..KJlnb: hoth Errivs and € WML, irtho
vampires. Etrius was appalled, and dured voice concem for
his immortal soul. His fellows exchanged knowing glances
and Errius fell silent. (His morl objections had no loagey-
ity. In kater nights, with Gormtrix pone and vampirism the
center of Tremere existence, Ermius would go so far as 10
claim it was he who formulated the great rinual.)

In 1024, the ghostof Ponticulus appeared before Etrius,
warning him that Gomirix had conspired with otherworkdly
entities to being about the ceremony of mansformation
Ponticulus urged Errius to lead the other ritual participants
o suicide, lest magc e destroyed throughout the workd
Etrius had long expecred Ponticulus’ appearance and acted
to enslave the ghost, bur failed. Ponticulus escaped and
went on to reveal the Tremere secrer 1o the Taimisce

Etrius returnied to his strugele against Goeatrix, urging
caution a8 they moved w Embroce new members. Those
taken without consent could not be tnusted, Errius angued. He
lmmd II'II.' “‘I’Flh"ﬂl{' “'l!l.L"IJ of Thlh I'I'Ltn 1"-‘ Cimp h||u: |Hl\.
objections in religious terms. As Tremiere stood buck, the rwo
waged intemnecine war against one another. In 1036, when
the struggle threatened to expose them all, Tremerne stepped
in and used it as the pretence 1o submit all seven of his Inner
Council 1w the blood cath. Emius s this as 5 good resuls

Tremere rook Etrius with him on his epic trek 1o
learn more about vampires and their wiays. By 1126, rhw
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two were actively tracking down and capturing
Methuselahs, so that the Council of Seven could then
join ncdablerizing them. Eorus’ pleas to exclude Goratrix
troom the benetits of their quest fell on deaf cars.

In 1133, Etrius assisted Tremere in finding and
daying Saulot. Some long buried conscience told him
'is-l- LU LY !h:' '|:T|I'n'h."!'! crime "'::‘ Il'l.lt III.' '\‘l'lillll\l "-Il.]l'!l. H‘L‘t_‘
!11 T WS AR RS D0 I G !iim-lﬁliln\jju[ﬂ't}'{:I'I'flil'l.'lx
would help him if Ernas did not. He held down the
I rinant Lndient Uriltiv Tn.:l':u:h: JL!nL s !"-]m:d. a“\lﬁ'
Linpering doubes vanished when Tremere awarded him
Cleors anad sent Goramx off to Pans

Vet s hie ook the chantry'sreins, he saw that Goratrin’s
fores werestillin place. Especially vexing was Malgorzata,
ascheming childe of the exiled master who was insatinbly
hungry for rank, The conspimtor faction continued to
ipnore his orders 1o go slow and Embrace only willing
gl The struggle continues o this night

lepvius, Harvester oF Vis

Background: Jervis' father served as a scribe in the
hameschold of a minor French noble. Jervais was bomin 1070
il echcaned vo follow his father's career. His father's master
enjoved] some exonc connections and in 1085, aranged for
Jervis 1o be placed & a scrivener in the Paris Tremere
chantry, The libriman there asigned him w copy vanious
texts, Jervais found the occult manuscripes he copied difficult
bt interesting. The mag there saw a spark of magical talent
in Jervits, though not enough oo bother cultivasting. Some
Dk By sl shuovwed him some kindness; most looked down
o him tn the haughty way of lofty magicions.

In 1068, Malpors=ta visited the Paris chanoy with
Coratrin, Jervais swooned when he saw her, his knees
buckling s he drnk in her beaury and rermible authority. He
approsched her and twold her he would like nothing more
thumn o pur himself fully ar her disposal. Malporzata, enjoying
his servility, ssw in him what the others had not. Jervais did
borve talent, buticcoudd only blosomunder the hand ofafirm
irwd unselding moster. Malporzsata kenew all abour this; at the
tmmie she wis a ghoul of Gomtrix. She took Jervais back o
Llvons to become her apprentice. Jervais” captivation with
his new mustress gave him the necessary motivaiion o
advanced in the hermetic ars. Soon he proved his Paristan
employerss wrong to have pessed him over. He showed a
special malent for esotenc caleulitions and made important
srides i techniques o uncover the magical substance
kmown as sts. At the very time when this precious “fuel”™ was
become mrer, e found new stores. He also studied ways 1o
collect these delicate fruits, pearls and other forms of vie His
reacdy icoess to supplies of the mpidly-disappearing material
minde the other magl beholden to him —and, through him,
to Malgorsata and Goratri, In 1102, five years after herown
Embrace, Malgorzi blooded him, with Gomatnx'sapproval,
A visiting Etrius gave Jervais personal reason to dislike him.
Emus guestioned Goranix's decision to Embrace Jervais
because it hadn't been approved by Tremere. Alchough
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Jervais was present, Etrius wouldn't acknowledge him or
address him directly. Jervais still nurses this slighe.

Since his Embrace, Jervais has continued to nose out
wis. As he doles it out to the mortal magl, he works towin
their confidence. His mistress allows her pleasure in
terrifying mortals to take free reign over her need o win
them to her side. Jervais presents the faction's friendlier
face. He hints to the unturmed magi that there are secrets
which, when revealed, will show her to be a benevolent
authority with their rrue interests always uppermost in
minil. It is Etrius, he explains, they should truly fear. His
inaction will doom them as magic slips out of the waorld.
lervais earefully pouges his listeners’ reactions o his
suggestions. Magi who seem especially contempruous of
Etrius become candidates for the conspirators’ Embtace

Image: Jervais, of medium beighe and build, squints o
at the world with shor-sighred eves. His squarish head and
jaw are fromed by o fringe of brown hair and o closely-
trimmied beard. Although he will acquire an aura of menace
as the centuries wear on, he at present projects the slightdly
imept ar of o kindly but put-upon man. Thas completely
belses his true nature s an accomplished political seducer.

Roleplaying Hints: Although Malgorzata remains
your poddess (you are still her thmll), your years as o
Cainite have given you increased confidence. You now
know that there are certain things, like persuading
mortal magi, that you do berrer than she. This pleases
you, and gives you hope for the future. The biggest threat
to that future is Etrius, who opposed your Embrace after
the fact. It gives you great satisfaction to undermine him




Your most fervent hope is that one day Malgorzata and
Goratrix will give you the chance to destroy him.

Secrets: Jervais keeps some information in reserve,
even from Malgomata. He knows of ar beast four caches of
wis within a day's travel of Ceoris, which he can mine
should some emergency require him to quickly bribe a
mortal magus. He also understands the ambitions and
fears of the mortal magi better than any other Cainite at
Ceoris. He even knows that Tosia and Omnifer suspect
Ernus of diabolism, but has yer to share this fact with
Malgorzata. He fears that his beloved mistress might act
mshly in encouraging Tosin; after all, if the Hermetic
Order discovers them, their inquisitorial wrath will spare
neither faction.

Influence: Jervais is well-liked by the mortal magi and
has significant power over them because of his access touis,
(He has ready access to the equivalent of about 40 stored
points and can harvest more. ) Ceoris’ Cainites regard him
as merely the dogshody of his mistress, but Malgorsata
contides him with important tasks beyond the harvesting of
vis. Several times he has traveled & her messenger 1o the
vamous towns of Hungary and Transylvania.

Destiny: Jervais is severely injured during the 1476
Gargoyle revolt and goes into rorpor for many years
thereafter. In 1653, he resurfuces, apparently having
miide his peace with Etrius with the disappearance of his
regnant Malgorata. He advances Tremere interests by
shadowing France's first minister, Cardinal Muzurin, He
meets his Final Death in 1931, set ablaze by Spanish
Republicans apparently acting at Goratrix’s behest.
Clan: Tremere
Siret Malporsata
Nature: Architect
Demeanor: Tyrant
Generation: Tth
Embrace: 1102
Apparent Age: mid-Hs
Physical: Strength 2, Dexterity 2, Stamina 2
Soctal: Charisma 3, Manipulation 3, Appearance 2
Mental: Perception 4, Intellipence 3, Wies 3
Talents: Alertness 1, Athletics 1, Brawl 1, Dodge 1,
Subterfupe 3
Skills: Animal Ken 1, Archery |, Etiquette 2, Herhalism 1,
Melee 2, Ride 2, Stealth 1, Survival 2
Knowledges: Academics 2, Occult (vis) 4, Politics 2,
Seneschal |
Disciplines: Auspex 3, Thaumaturgy 35
Thaumaturgical Paths: Perdo Magica 4, Rego Aguam 3,
Rego Vitae 3, Way of the Levinbole 3
Backgrounds: Contacts 3, Mentor 2, Status 2 (among
Tremere)

Virtues: Conviction 3, Instinet 3, Courage 3
Road: Devil 6
Willpower: 5

o
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MaLsorzaTA, THE CONSPIRATOR
Background: Malgorzata, under her given name of
Malana, spent her early life roiling as o serf for the Magyar
occupiers whao invaded Romania and stripped her family of
its noble rank. Her parents might have retained their status
had they been willing to convert from Orthodos we wship to
the Westem faith of the Magyars. Even though she, as their
sixth child, would have enjoyed anly marginal searus hod
the Magyars not invaded, Malpormm's parents fostered in
her adeep sense of grievance. They taughr her that her true
Jcﬁinrhad heen stolen from her, and that the pricsisof the
Carholic Church were part and parcel in the theft
However, when her parents sold her to a cloaked
foreigner who carmied himself with a sense of innare
wer, Malgorzata felr noe betrayal but vindication. She
E:WW that this man, Goratrix. held the keys for her 1o
reclaim the status and authoriry her hapless parents had
lost. For his part, Goratrix saw power in the girl; her
magical potential was so great he could smell ir scorch
the air around her. She leamed quickly, surprising
Goratrix with her hungry demands for his attention, By
the age of thirteen, she was o full mage. She combined
her own name, her masters’, and that of o local poddess
of evil magic to give herself the mage name of Malporzata
When he became a Cainite in 1022, Goratrix could
not conceal his transformation from her. She begged for
his gift of immortality. Though Goratrix did not imme-
diately give in to her fervent entreaties, he did risk
Tremere's wrath by making her his ghoul, vialating an
L‘l.iil.‘l laid duwn !‘lﬁ' the ru{'l' sHcerer. For decades she




begwed him to win Tremere over to her cause, finally
gaining the Embrace a tortuous seventy-five years later.
Although the blood cath made her unfailingly loyal 1o
Gioratrix, wantingstoked her bitterness towards Tremere.
She also learned to hate the founder's lickspittle, Etrius,
on whom Gorarrix blamed his master's cautiousness in
Embracing magi outside the Council of Seven.

Three years later, Gomtrix sought her help in ercating
the Gargoyles. She worked alongside Virstania and Epistatia,
but found them too willing to pursue scholardy tangents and
insufficiently aware of the immediate need for the weapons
they worked o create. Malgorzats hectored them, at times
even pently chiding Goratrix himself, so thar they kept
theireyes on the true goal. She alsosupervised efforts totrap
Ceorss' false towers, using her fire magic 1o create an
explosive surprise for any foe foolish enoogh to land there.

Her master’s 1133 exile to Paris enraged Malgormata,
reminding her of the way her parents were stripped of their
burthnghe. She wanved 1o go with him, but he insisted she
sty mn Ceons as his emissary. Reluctantly agreeing, she
swore an oath 1o hasten the Embrace of the house's magi.
Lioratrix has assured her thar this is what Tremere really
wants, and that for her efforts she'll win Errius” position as
chantry master. Her lovalty to Goratrix prevents her from
uesiioning lhl.' AECUMLY Hr thl!'i SIRteIment.

Errns’s diszance from the night-to-night affairs of Ceoris
prowide Malgorzata much space in which o work. She treats
his castelban, Curfernum, with open contempt, obeying his
edicts only when they suir her, Unfortunately, her plan suffers
from a megor drawback: The magi she Embemces withour prios
warmning often scom her and threaten to reveal the Cainite
conepiracy 1o other mortals. Therimna must then captune
them for conversion mto Cangoyles. The huniress makes her
plessure in this too obviows for Malpormta's tastes,

Malgor=ata mkes a special interest in any wayward
enviws who might come to Ceoris from other clans. She
attempts to draw them into her circle, hoping to thwan
Errius’ attempts to outshine her master’s diplomatic efforts.

Image: Malgorzata presents an image of cold and
commanding beauty. Hereyes are the color ofa clearand
winiry sky. Her deep brown hair is often decorated with
glitrering gold jewelry set with gemstones. Within Ceoris,
she wears sumptuous magician's robes. On journeys, she
dresses s o Hunganan noblewoman.

Roleplaying Hints: Goramx isyouronlyequal. Tremere
i a distant, capricious figure to be feared. Everyone else
your've ever met, from your wretched parents 1o the weak-
livered Etrius, s fool 1o be crushed beneath your feet. Power
s the only goal worth pumsuing, and uthers' fear of you is more
intoxicating than any wine. Show your love for Goratrix by
Embracing as many magi asyou can. When they are Cainites,
they will love youi fior the way you rule them.

Secrets: Malgorzata is fully privy 1o Ceoris' secrets,
including those of Virstania's Gargoyle pens. She also
keeps n secret for Goratrix: He says he's found a way to
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garden and began to collece varieties of healing herbs.,

greater power, which he will naturally share with her
when the time is right. She has taken to organizing her
own secret food raids, so that Erriuscan't use Curaferrum's
control of the chantry herd 1o starve her faction into
submission. She keeps them imprisoned in & mountain
cave half a day's journey from Ceoris' gates,

Influence: Malgorzata evokes fear in morntal magi
and Cainite colleagues alike. Although other ambitlous
vampires, like Therimna, Epistatia and Paul Cordwogd,
sometimes subject her to verbal jabs or intrigue to embar-
rass her, none dare attack her outright. She has a staunch
ally in Jervais, and enjoys the support of Goratrix who,
while distant, can never be underestimated,

Destiny: After his departure from the clan’s good
graces in 1314, Goratrix remains in occasional contact
with Malgorzata. She remains his ¢yes and ears in Ceoris
until the 1570s, when Tzimisce anarchs capture her
during a raid on the now fading chantry. Taken prisoner
and tortured, she reveals all she knows abour Ceoris
defenses and Tremere plans. Gorarrix himself, now leader
of the Sabbat's Tremere antitribu finds her several tortur-
ous decades laver. She looks to him for rescue, but he
turns his back on her and leaves her to linger. Quite
possibly, she lingers still, deformed and forgotten
Clan: Tremere
Sire: Goratrix
Nature: Tyrant
Demeanor: Autocrat
Generation: 6th
Embrace: 1097
Apparent Age: carly 205
Physical: Strength 3, Dexterity 3, Stamina 4
Social: Charisma 1, Manipulation 5, Appearance 4
Mental: Perception 3, Intelligence 4, Wits 4
Talents: Acting 2, Alertness 2, Athletics |, Brawl 3,
Dodge 1, Intimidation 3, Leadership 3, Subterfuge 2
Skills: Etiquette 2, Gargoyle Ken 3, Herbalism 2, Melee 2,
Stealth 2
Knowledges: Academics 2, Investigation 3, Linguistics
{Greek) 1, Occult 4, Politics 3, Science |, Seneschal |
Disciplines: Auspex 4, Dominate 4, Fortitude |, Po-
tence 2, Thaumaturgy 6
Thaumaturgical Paths: Creo lgnem 5, Perdo Magica 3,
Rego Vitae 4
Backgrounds: Mentor 4, Resources |, Retainers 2,
Starus 3 (among Tremere)

Virtues: Conviction 4, Instinct 3, Courage 3
Road: Devil 6
Willpower: 7

Menpacaming, Tue Iron Mapen

: Mendacamina was known s Sister Agnes
when, ns a young resident of a convent outside Vienna, she
first discovered her interest in plant life. She built a large




Although some in the convent saw her interest as directing
her eyes away from God, the Mather Superior encouraged
Suter Agnes' interests. Stster Agnes thoughe thar this was
because the potions and poultices she made from her herbs
ensed o number of ailments suffered by various sisters. In
fact, the Mother Superior, once a worldly woman, was a
confidant of the magus Etrius, whom she considered a holy
man despite his occule knowledge. In 945, Errius heard her
descriptions of Sister Agnes and choughr that the young
womin might possess magical talent. He armanged 1o send
her coples of ancient books about plants and gardening, In
the margins he inscribed notes explaining their mystical
ugnificance. Intrigued, Sister Apnes asked ufrer her myste-
rious benefactor, The Abbess reluctantly allowed her to
exchange letters with Etrius,

This comespondence between two lonely believers
and scholars led to a burgeoning love, expressed in excla-
mations of religious fervor and excited botanical
descriptions. A disapproving senior sister found Agnes’
cache of letrers, saw in them the emotions bath writers
refused to recognize, and took them to the Mother Supe-
riot, who read the letters und expelled Agnes from the
convent. She thought she would go to Eerius, which she
did. She also thought the two would admit their love for
one anather and marry, They did not. Etrius, tom by
shame for separating Agnes from God, suppressed his
longing for her. Agnes, certain that Etrius disapproved of
her base and camal impulses, dared not declare herself.

With no living kinfolk, Amnes hadno way of support-
ing herself. Errius found n motherly fellow magician at the

Vienna chantry to make Agnes her apprentice. Agnis
ook the name Mendacamina, and pursued her fascina-
tion with herbal magic. She and Errius circled one another
from a distance, ench afraid of being overcome by possion
Over the decades, their ardor seemed o cool.

However, as the century tumed, Etrius found him
self spending much of his time ar Ceoris, despite his
nominal leadership of the Vienna chantry, Emboldened
by distance, Mendncamina onice mone began 10 corme-
spond with him. The passion between them blossomed
again. In 1022, they met in Vienna and nearly consum-
muted their love, drawing back at the last moment. Firius
promised her that they would marry first. Then he went
to Ceoris, to participate in a certain ritual

Mendacaming received a letter from Ermus, sayving thar
he could not marry her. He would not expliin why. She wenr
to Ceoris to confront him. She wept as he rumed away from
her. She sensed that something had pone hideowsly awny
during the nirual. She continued toseek hiscompany. Finally,
n year later, he relented. He rook her into his arms and
Embraced her. When she rose from death, her feeling for
Ernius had been destroyed. Hate consumed her s she realized
that he had slain her capacity for true love. She became the
bitterest and most vicious of Ceons’ Cainites. She spurmed
Errius. She joined with Goratrix, helping him in his effors 1o
kill the manshe donce loved. When Tremens forced Ciorarriy
and the other councilons into blood oath, Goratrix found it
difficult to convince her to give up her quest for vengeance.
Seeing that the time to strike had passed, but reckoning th
it woukd one day come again, Mendacaming promised to sty
her hand. She made Gortrix suffer finst, thoush, nubbing in
the full irony of his having to plead for Errius's life

Goratrix soured on her as an ally but could niot deny
the power of her inexhaustible wrath. In 1042, he made
her the mistress of Ceoris' dungeans, and chief interro-
gator of its prisoners. When Goritrix was sent 1o France
in 1133, she retained her post. To this day, Errius is afraid
to speak with her alone. Although roubled by the
capricious violence she occastonally wreaks against ser
vants who displease her, he joins with the othes Camnites
in concealing her crimes from mortal magi.

Mendacamina wants allies to aid her in her pursuit
of vengeance against Errius bur has yet to find any she
can i..'uﬂli.'l'llfll:h' trust. She might befriend Junos visitors
to Ceoris nnd use them to further her ends withour
apprising them of her true motives.

Image: Mendacamina's skin glows with o madiince
that belies the dark fury atplay behind her olive eyes. Her
face is !h.'lpi:d like a f‘l:l'l't‘Ll Il:..lhlrl.lp L"i-hr dresses all 1
white, in a gown cut to remind the viewer of n nun’s habit

Roleplaying Hints: The person you once loved be.
tmyed and damned you. Now you see B in all of his
hypoerisy. He loved neither you norGod, only himself, You
will have your vengeance against him. But thar means
ating, biding your time, pretending that vou have some

D SOON TO BE




other repson for living, You pose as just another lore-

obsesied, scheming magus. You pretend that you care about
the fate of the house, your research, and the tide of the war.
Al of this you do 'nm.ph' [ 3] L‘.-::Ei\ the « -11]1-_-1.1 ol vour harred
within reach. Every time you kill an annoying servant or
drive o ped-hot poker into aprisoner’s yielding flesh, you see
Etrus” apomized features in place of your vicrim's.

Seerers: Unly Gorarnix knows how hard she eried ro
kill Erriue. Mo one knows that she merely bides her time
before meying it again.

Influence: Through her skilled inrerrogations,
Mendacamina has proven her usefulness o the other
Cainites. Even though she has no true allies in the
chantry, she's so patent ly venpeful and fuclled |'1'|,.' hatred
that they're all afraid o cross her. She has developed a
dustant fiscimathion for the former i‘ﬁ:lrl:{-, Diawmnd thie
Copt. It is not love, she tells herself, for her capacity for
thir emaotion has forever been eradicared. Suill, perhaps
MteT m ..'|“'_| NCOrs s ."l._'f“'. i |I'|“'ri'.'l'“l.l“‘ l“_' T“I“I" I"[{ we
himself truseworthy enough to become o friend.

Destiny: Tremere mokes her head of the Vienna
chanery in 1232, when her predecessor is slain by the
rder of Hermes. Mendacamina accepts the mortal
magi as substitute enemies and becomes their most
terrible pursuer, In 1240, she resigns her post o pursue
mag as a solitary huntress. She takes special pleasure in

destroying those who cloak themselves in a mantle of

putity. In 1284, she unexpectedly encounters Errius in
the Beauvais Cathedral. She tries to kill him, and their
bantle brings the structure crashing down arcund them.
Errius CECAPES, but she s Jl:\[ruu;d.

Clan: Tremere

Sire: Etrius

N.I'Iurl.': E'I-“"h“ [ [

Demeanor: Monster

Generation: Geh

Embrace: 1023

Apparent Age: late teens

Physical: Srrength 2, Dextenity 3, Smmina 2

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

Talents: Alernes= 3, Diadge 5, Intimidation 5, Subterfuge 5
Skills: Animal Ken 2, Herbalism 5, Melee 2
Knowledges: Academics 2, Investigation 2, Occulr 3
Disciplines: Auspex 3, Dominate 3, Thaumaturgy 6
Thaumaturgical Paths: Creo lgnem 3, Path of Wanding 2,
Prey on the Soul's Fear 5, Rego Motus 3, Rego Tempestas 2,
Hm: Viene §

Backgrounds: Status 2 (mnong Tremere)

Virtues: Conviction 5, Instinct 3, Courage 3

Road: Devil 7
Willpower: 10
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THERIMNA, THE EXECUTIONER

Background: Therimna, bom in Flanders in 882,
never expected to become a sorceress, let alone a vam-
pire. She did what was necessary to survive, and those
actions together brought her to her present stite. She
does not know what the next centuries will bring, but she
is certain that she will survive them

Her name was Irene, and she started life as che daughter
of a prostitute. Although she did not wish to be groped and
pawed as her mother had been, she was given little choice
in the matter. A retainer ot the court of Flanders” ruler,
Baldwin II, purchased her virginity when she was 11
Though young, lrene saw an opportunity and inveigled her
way into his hearr. She induced him to establish her asa
courtesan, in a luxurious manor, arended by servamnis. By
her reentieth birthday, she had bedded many of Flanders'
elite, rmid was well on the way to becoming a secret power
behind its affairs, Then she happened 1o meer and bed
Goratrix, who was hunting vis in the French provinee. Inene
cormectly poessed that Gomatrix wis an ancient magus, and
he correctly puessed that she would be an eager and tlented
apprentice. He took her with him when be left Flanders,
giving her the name Therimna

Pl'r lhl.' Tirme \i‘lfrli I"L'I'I]rl'll' 4] f!lll'llfliul‘tl I'II.1'E:L‘.
Therimna had also bedded Tremere 1o show Goratrix
she could easily switch patrons. Once she'd gained effec-
tive immortality through hermetic magic, she curtalled
her sexual acrivities, however, She'd gotren whar she
wanted our of sex and found a berter way of making her




colleagues need her: She became the House's foremost
practitioner of alchemy. She traveled from chantry w
chantry throughout the 10th century, honing her knowl-
edge. When Cearis was built, she set up a laboratory
there, and has rarely ventured beyond irs walls since.
When, in 996, Etrius demonstrated the imminent
decline of henmetic magic, Therimna was seized with fear
for the first time in many years. She worked without
surcease to find an alchemical means of maintaining her
youth but failed. In 1026, she began toage rapidly. By that
rime, she'd guessed that something strange had happened
to Goratrix, Tremere, and others. They no longer seemed
concerned with the secrets of immortality. She con-
fronted her old kaver, Goratrix, and beggzed that he share
whatever he'd found. She didn't like the way he reveled in
herweakness; not since she'd been a courtesan in Flanders
had he mustered this degree of power over her. After
making her suffer ind grovel, he told her that Ceoris could
scarcely do without its best alchemist and Embraced her.
Therimna feh relief, not homor or guilt, upon her
emnsformation. Her survival seemed sssurad, but whien dhe
Taimisce war worsened, she realized that her continued
existence was still in doubt. She worried also about the
discovery of the vampire conspiracy by mortal magi. She
began to keep a close eye on her untumed colleagues at
Ceoris. Although she occasionally assisted Goratrix in his
power struggles agninst Etrius early in the 1 1th century, she
didso with an eye tosecrecy. In 1042, she smothered o mortal
apprentice who'd startled Mendacamina and seen her fangs.
After she'd slain several others who'd proven too curious for
her liking, Goratrix made official her position as executioner.
Ower the past 150 years, she's killed nearly two dozen mogi
andapprentices for getring too close to the truth. The first full
mﬁmdmclmiwmalmbﬂlbtmnd Nuntius, once a
of hers. He succumbed 1o her lethal mercies in 1049.
In 1176, after advances made against the Tremere by the
Teimisce general loan, Therimna began 1o fret that the
Tremere couse might be doomed. Between the Order of
Hemues, the church and the various Cainite clans, the
enemies they faced were too strong. It was time once again to
switch patrons. She subomied Neny, one of Paul Cordwood's
best mortal spies, making him her ghoul. She sent him to the
Trimisce to open negotiations. In 1178, after the
of many messages, Therimna left Ceorts, supposedly hunting
an escaped apprentice. (She'd amanged for the innocent
fellow’s disappeamnce herself, t shroud the true nature of
her journey. ) She rendesvoused with loan and promised to
act a5 his eyes and ears within Ceoris. Since then, she's sent
him hundreds of messages. She provides him only with
enough information to guarantee her safety if Ceoris is ever
overrun. She pretends 0 have linde influence over, or
kmowledge of, chantry affairs. Whenever she can credibly do
%0, she misleads him. When she does gift him, she makes her
betrayals suit her own purposes. A decade ago, a mage
Embraced by Curnfernum intercepted one of her messages to

loan. This mage, called Gravis, began 1o blackmail her,

ing her services as an alchemist in exchange for his
silence. he took a trip to the Vienna chanery, she made
sure that loan knew the route and schedule of his camvan.

Just & few months ago, Paul Cordwood began 1o
suspect Therimna’s role in the 1185 disappearance of hus
man, Neru. In a gesture of retaliation, he killed her
unturned apprentice, Pugio. They then reached a tenta-
tive truce, She convinced Cordwood that she'd slain
Neru because he'd been about to betray them 1o loan.

Therimna recently took on the role of envoy to the
Ventrue in Buda-Pest. (The previous diplomat, Contionan,
wits captured and slain by the Trimisce during a retum
journey.) She makes semi-annual forays there o demand
supplies from its prince, the Ventrue Vencel Rikard (see
Transylvania By Night, p. 105). She also hadgers Rikand 1o
supply Ceoris with Cainite envoys, either from hisown clan
or from others who owe him favors. Etvius sent Therimna's
childe, Locus, to Rikard's courr. A studious thaumaturge bt
diffident politician, he frequently reminds her of his desire
10 be replaced by a more suitable candidare

In rerms of her magical research, Therimna has
found her vampiric condition to be real boon. No longer
concerned with her own mortality, she has opened up
new avenues with her alchemy, Thaumaturgic alchemy
(see Dark Ages Companion, p. 92} is her creation,
assuring her further status within the clan.

Image: Therimna's hair is patchy and discolored
from dozens of chemical sccidents suffered over the
years. The skin of her hands is perpetually raw and flaky.
She shows little concem for dress. Her robes are both
tatty from overuse and stained from the laboratory.

Roleplaying Hints: During the night, you are con-
fident in your manipulative prowess, and proud of the
way you've kept yourself alive for over three hundred
years. But when the baleful light of dawn comes and you
must creep into your cold bed, fear seizes vou. You can
think only of the countless enemies armayed against you,
of the threat of exposure, and of the fact that in joining
all sides, you've only made yourself more alone.

Secrets: Aside from heralliance with loan, Therimna
now attempts to make herself useful to both the Lasombra
and Ventrue. She supplies information on Tremere power
struggles to Giacomo Guicciardini, hinting thar she may
require Lasombra protection if the Tiimisce destroy her
clan. She has also indicated to Prince Rikard of Buda-Pest
that she might be willing to alter her allegiance, given
sufficient motivation. Both men have been cautiously
receptive, knowing she'll be of greater use to them in
Ceoris than as a fugitive from Tremere vengeance.

Therimna’s thaumaturgic research has also led her
in unique directions. Combining her alchemy as mastery
over Cainite blood, she has found ways to break the
blood cath that ties her to the Tremere pyramid. Her
secret alliances are a testament to her free will.




Influence: Thenmna isrespected, perhopsevenfeared,

but also disliked by her peers. Her duties as executioner

irud envoy provide her with ample opportunity o move

ownside the chanery, bur give her lirtle infloence widhin it
Destiny: In 1327, a scrying eye ['l.lu:d in Prince

Rikand's chambers by Paul Cordwood shows Therimna

betraving Tremere secrets to the Venorue. He aoemprs

o cgprure her upon her revurm bur fails. She seeks refuge

i Budn-Pest bur s cost our by Rikord o deende larer on

suppic ion than she spies against him forthe Tzimisce. She

DeCimmnes 2 wande e, AREINL N \'.ifllﬂl.‘i{._.iﬂllllriﬂ ‘.'lli"lnl"r

in overseeing their domains. By the 20th century, she

works under the name ol Ults Kovacs, rravelling from

CITY s Lu-ntult.m: .J.".h1 ESASEARATY Lita Ku\'.u's

prescrits herself a3 an ancient outcast of the Taimisce

Clan: Tremen

Sire: Ciorprrx

MNarure: Survivor

Demeanoe: Judye

Generation: orh

Embrace: 1013

Apparent Age: varics

Physical: Streneth 3, Dexterity 4, Staming 4

ity s

Social: Chirisma 2, Manipulation 3, Appearance 2
Mental: Perception 3, Intelligence 4, Wies 3

Talents: Acting 2, Alertness 3, Athletics 3, Dodge 3,
Incimidation 3, Subterfupe 3

Skills: Animal Ken 1, Archery 2, Herbalism 1, Melee 2,
Ride 2, Stealth 1, Survival 2

Knowledges: Academics 2, Investigation 4, Lingulstics
! 1'-“ 1 I'ﬁ F'll.””l'l"l'l ) .:. L 1\.1. L'llr i

Disciplines: Auspex 5, Dominate 5, Serpentis 1,

T|| ALY
Thaumanurgicnl Paths: Perdo Magica 4, Rego Elementum
2, Reypo Magica 4, Repo Vime 5, Thoumamurgical Alchemy
Backgrounds: Contacts 4, Status 3 (among Tremere)
Virtuwes: Convictlon 3, Instinct 3, Courage 5
Road: Devil 6

4

Willpower: I

Virstanin, MoTHER OF GARGOYLES

Sth peneraton, childe of Bronovog

Mature: Fanutic

Demeanor: lnnovator

Embrace: 1111

Apparent Age: mid-30s

Virstoii was borm in 1060, several hundied miles
southetiat of Ceorts, it House Tremere's Cophissti chantry
Fler farther was o warnior rerainer of the Tremere: her
wither, the chantry’s head cook. Virstonin has never
BT any fore Of soiety -1||1'-|.|J[r the u'urhlqllTr'r:!lh'n'
magt. She grew up speaking Latin as her fisse language,
and used discarded alchemical equipment as her play-
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toys. Virstania showed early aptitude for magic, and was
apprenticed o the chantry’s head, lubara, at the age of
thirteen. Her patuml undestinding of esotenc prine
I'||"|14_"'\ .lrhlr.i;:n,‘rlh'-nn-11i|‘:1u- '.lIII |“.l"|! |:II'T [ [ll'\l'l 'lLil"
apprentices, whose envy she LIIII-LL v earmed. Racher than
try o win thelr fmendship, she determined 1o avenge
their taunts by becoming the chantry's youngest-ever
full mage. She carmed this honor in 1080, Her carcer m
the chantry soon stagnated, however. The older mag
rreated her as & curi ECY, NoE /& 1."-“""-'1”..".!1."- F'Itr was still
younger than many apprentices. She found it impossible
to form friendships, or o shicld herself from the pety
infighting of chantry politics. So she decided w make
some compandons. She animated ¢lay figures and hybrid-
ized animals, hiding the oft-groesome living results of her
experiments from the other mogi. By 1105, she was a
Taying, friendles mage with a laborstory full of strange,
secrel animals. In thar same year, a

r_'lhll.'h.'.' .l"\'\.llih
leveled l'q.'-:rhral*. .|||:'||I.] SEN s surviving inhabitants run
ning for Ceoris. As she fled her rooms, Vistnia clasped
her favorite hybridized beast, a yellow mink with the
head of o sturpeon, to ber bosom. However, upon arrval
in Ceoris, the thing escaped. slithering through
puardsmen's legs and finally causing fits of hysteria in the
serving girl's quarters. Goratrix entered their chamber
anid cornered the thing, only 1o have it die o his feet
He did not scold Vistania. Instead, he pronounced
hier ripe tor un underaking: the creation of Gorgoyles. He




allowed one of his allies, Brunavog, to Embrice her in
LI Gororrix then sent him away and wook over her
tutelage himself. By the next year, he had her working at
his side on the project. Vistania scarcely concerned
herself with the spiritual burdens of vampirism; instead,
she blossomed again, excited wo finally enjoy the approba-
tion of a fellow magus. She put her hybridization technigues
tothe test, and in 1121, helped Goratrix to create the first
Giargoyles. She bathed them in the same unwavering love
shie'd given her freakish construces back inCephesis. They
fespy miled o her as |!1.l}*}' chicks to their me ither, and their
filial instincts made them easy to control.

When Gorarrix wasexiled ro Parisin 1133, Virstania
thought she'd lost her only friend among man or Cainire.
(That Goratrix retumed her feelings of friendship is
open to doubt.) Virstania retreated to the lower cham.
ke, continuimg her effort to [H.'I:'fl:l.[ her Cargovle race.
she brings them Into the world, assigns them to their
tasks, and officiates at their mouming ceremonies. She
encourages them to think of her as their Grear Mother,

As the yearns creep on, Vinstanin has come to care more
for the Gargoyles than her fellow Cainites. Her children
still need the protection of Cenrts, she reasins, and will for
many more years to come. Bur someday they'll be an
independent mce all their own, one that boch mogd snd
Cainites must fear. Luma, the most ambitious of Vistania's
Uiargoyle apprentices, has convinead her that both Esoara
and Paul Cordwood stand in the way of this hope and must
be undermined if not eliminated. Although Virstania
hersell has no appetite for infighting, she has extended
permission to Luma to watch the guard captain and master
of spies tn search of weaknesses to exploit.

CANires GuesTs AND ALUES
Dacap e Coer
Sth peneration, childe of Umar

Clan: Followers of Set {ic rue )
Nature: Loner

Demeanor: Innovator
Embrace: 907
Apparent Age: mid 405
D was bomn in Fustat, Egype, in 877. For centuries,
his family had been stalwarts of the Egyprion Copric
Church. They led their communities and served various
lslamic dynasties as senior bureavcrars. Dauud, a stolid
fellow nocustomed to obeying the expeciations of his family
and commumity, took his expecred position in the bureau-
crucy. At the time, it was riddled with agents of a Setite
named Unar, who sought o crumble the repime from
within, Umar liked Dauad’s instinctive obedience und
made him his ghoul. His will dulled by the blood cath,
Dauvd unthinkingly followed Umar's instructions formany
years. Finally, Umar Embraced him and began to instruct
him in the ways of Setite blood mugie. Unforrunitely,
Umar met Final Death a few years lnter at the hands of a

Salubri warrior. The loss of his master left Davd without
plans or volition. The u‘-ﬂ'\hr{-x-rﬂ'l miesmt hicche ro him: it
wis the dynamic, driven Umar he'd been glad to follow. He
could not conjure up a plan for himself: be looked back to
the '.i-l‘r'h before he drank Umiair's blood but could nor pecall
any hopes or dreama. Even before his Embrace, he con
chaded, he'd only been a shadow of a man

He wandered out of the Egyvptian capital towands the
desert, looking for something to arowse his stillbom s
sions. He founded several local cults of Set i small
villages, but inevitably grew bored. Periodically he en
countered Salubri, and did his best to kill them, 1o IhiT
Umar. Bur this alw felt empty o him. He consddered
slipping into voluntary torpor, but thowsht this a surren
der o his Aawed charsceer, He continued o wander
thi "-Ilih Ei."'p]"!,'mﬂh‘l imes jomning mixed coteries, |-.n|.'l| g
l'hl‘"': to it '\L'l'l.._ﬂl:ﬁ.q_'r it s ':l'i!"i I-...n-_:i.r I','..;n tHmne ti
rime he thoughr he'd found & new mention sme ng them
but in the end, they always disappointed him, and he
moved on to yet another cycle of pointless experiences

This changed in 1132, when, near the small town of
Dara, he found himself again half-heartesly commuanding
i bandit gang whio Prrﬂ'd on mraveles. Douod's culrises
alerted him to the presence in Dara of u pair of Furopenns
"ﬁv"h the mid of an interpreter, I!i'll",.-li been u,-_L_jni: o -
muation on the god Ser. Dainid found and befriended one
of the men: Etrius. Although Ecrius did not reveal his
Cainite nature, Dhvud understood what he was. More
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importantly, he wos coptivated by the ambition tha
bumed (n Emrivs' eyes. Etrius could be his new Umar,
giving him scrength and purpose! He wanred 1o thirow
bomself ar the moan's feer and hr'p,lq W ACCEpiance, i L'r;ﬂ
his composure. A man as great as Errius would not value
aspineless bootlick, Errus was invesngating something in
v, and would be back. Daoud waited for his chance.

!_'l”l,l-u li_'ll!""l_i_'l,! Tk lllr.! 'id_""n.'l.,"l'.\,ll TS (e l,}'ll:" Xt
decndes. Each time he paid a call on Douad. In 1153, Davud
rold Errus be was o Setite. Two vears [aver, Errius sugpested
that be join the Tremere cause and relocate to Ceoris, Scill
desperate to impress Errns as a0 useful mindon, Dioad
concenled the orue extent of his inword elation. Since then
e b .l.L{I:'I.H.IIlll'ﬂr“":lﬂ.i:l.‘l:'l.'ll Setite mysierncs IL1II‘H.'1.[I".'|.I‘|-|.1
project off tuming hermetic rituals to blood magic.

Dhanad vk 6 mole in the rarpeting of Saulor, which he
has yer to admie 1o Errius. During his peniodic arcacks on
Exvpoan Salubri, he slowly assembled a collection of Salubrn
documents, elements of which corresponded o things he'd
reand in old Serite inscriptions. He did further research, and
wiss rewinded with a possible resting place of the Sahubri
Antediluvian, ."':.mlu Wl ]n 1128, |1u LIJIH.\I! al Ililal infil-
trated o cell of Okirs priests hunting Set's tomb, Daud fed
them false information, pointing them instead o Saulot.
Me belbeves they in rum unwitingly led Tremere o the
Salubri progenitor. Diauud only realized the connection
berween this stratagem and his beloved Etrius in 1153, He
his ot ol Etrius about this, becouse he has necently begun
to review the incidenis which won him the documentz in
question. In retrospect, too many coincidences bind them
topether. Dousd now fears thar some force preater than
himself — Set, surely — made o pawn of b

Grcomo Gacanroms, Macister ENvoy
10th generation, childe of Ennico Guicciardini
Clan: Lisombra
Nature: Rogue
Demeanor: Survivor
Embrace: 1147
Apparent Age: early 20s
Cincomo Gutecianding's Lasombra fellows would blanch

[ l:l\l T }1.'1 ial 1‘}““1" j !{‘ I'w.'lll i'ﬂ.‘l t!j{.‘ s lh‘ = l“‘.'... i |

catcher, begearand all-around ne'er-do-well. Giacomo (then

bearingadifferentsumame ) followed in hisfather'sfoorsoeps,
keeping himsell barely clothed and fad on Naples® soreers.

Forced during a dry spell to reson to prostitution, he was one

|LI\ Ilim“"‘r'l'ﬂll_' ]h‘lﬂ.l"“lh"[ ‘ﬂ]lﬁ_l..l."kl“'l.l.ﬂ]"ll‘ n.'ll."“.l'“““..'“l

bamker with ties © Napls' republican govemment. He
contrived to make the young man Bl in love with him so that

b smvigshe e showered with costly gifte. A few vears into their

relanonshap, Beninmino coughr himsporting with a mistress.

Aviolent amgument followed. Enmmged by Beniamino's blows,

Ciscomo killed his lover, He had the sense toflee Naplesbut

was nonetheless captured by agents of Beniamino's father,

whio seemed peculiarly adept at macking his movements.

Giimcomao was taken before Enrico Guiccianding, Benlamino's
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furher. The wwering, self-possessed man seemed murder-
ously angry atfirst, but, ashe interrognred Giacomo, surveyed
the murderer with an increasingly wolfish eye.

Enrico, it transpired, was a vampire who had long since
given up on the hope of imtroducing his foolish wastrel of 2
son into the fold. This young, daring upstan on the other
hand — hisacrions showed troe promise! Ennco demanded
that Giacomo present himself as a newly revealed bastand
son. His ghoul servants secretly tutored Giriacomo in the
ways of the moneyed elite. After several yeans proving
himsell worthy of the privilege, Giacomo won Enrico’s
Embeace, and then learmned the ways of the Lasomben, He
senit his “new, true son”™ to Paris, for further study under the
wing of o higher-ranking mentor, Raymond the Lesser, one
of the powers behind Louis VII's throne. In 1152, when
intermesdiaries of Goratrix approached Raymond to make
overtures of alliance, Gincomo was dispatched to the Paris
chantry to test the possibilities. He cleverly mancged his
relationship wirh Gorarrix, telling his fellow Lasombra thar
the Tremere musted only hum. Ocherwise, his duties w
envoy to the Tremere would have been wmed over w a
miore serior Lasombim,

Gincomo continues to trade on his Teemere connec-
tions menhance his position within hisclan. He gets magical
trensuresand secrets from the Tremerne, doling themout tohis
sire’s alliex In rerum, he filterss mformanon on Cainire
politics to the Tremere, both in Pans and Ceoris, He spends
perhups three months o year ar Ceorts, wondening how
hamess the potential of blood magic and Gangoyle immies w
speed his own sscension through Magister ranks,




Larely it has occurred o him thar it might be a clever
thing ro help arrange for the installation in Ceoris of
some low-ranking envoys from other clans — provided
thit he can secure their true lovalty beforehand.

MarGarer Vasa, GRAVEROBBER ENVOy

11th Generation, childe of Wechsel

Clan: Cappadocian

Nature: _Tun|1;1:

Demeanor: Innovator

Embrace: 1145

Apparent Age: lote teens

Margaret Vasa, a native of Hungary, merited the
Embrace after surviving a plague that wiped out her
enrire village. Walking amidst the pox-ridden corpses of
her friends and family, she sought the ill humor that
would take her life too. It came in the desicented form of
Wechsel, n Graverobber fascinated by plagues, She
miked for death and he mave her unlife

In the 50 years since, Margaret has grown into a prom-
isingscholarof the clan. Wechsel'sobsessions with pestilence
aside, he was a good teacher and prepared her well for the
world. For herself, Margaret has taken her new existence in
stride. She was ready for painful death and has found immor-
Eadity and a new world of possibilities instead. She has begun
astuedy of the: animation of corpses and the ombu creatures
empowered by some of her clan. She has heand that the
Italion Giovanni have much to teach her in this regand.

A decade ago, Wechsel announced ro Margaret char
he hod taught her all he could and sent her to find hes

own course. She traveled to the temple at Erciyes, where
the elder Constancia agreed to become her new teacher
in exchange for service to the remple and clan. Margaret
agreed without hesitation; the chance to study with so
leamned a thanatologist as the matron of the clan's
greatest temple was impossible to pass up,

Constancia sent M.In::ln't tirst to Parts ro become
envoy to Goratrix and now o Ceorls iself. Her duty is to
learn the secrets of the Usurpers and evaluate their
threat. The Clan of Death distrusts the newcomers, but
the potential of Thaumaturgy is great indeed. Margaret’s
reports may well determine whether Constancia seeks an
alliance with Tremere in the nights o come

Margaret spends about a third of her time at Ceoris
now, assisting Paul Cordwood and Epistatia in their
experiments. She would like to help Virstania, but has
been barred by Curaferrum from detailed knowledge of
the '.I‘l.'lrﬂl'l\.'][‘i.

MorTar Maai

AprpELLO, THE HIDDEN DARKNESS

Background: For generations, Appello's family has
sent one of its non-inheriting sons to join the Tremere
chantry on Crete. The tradition began in the 9th cen
tury, after Tremere saved the family’s head. then a
humble fisherman, from a witch's curse. In 1130, the
tisherman's ranking descendant, now o well-heeled mer
chant, sent his second-youngest son, Philip, to become a
magician. Philip wanted a position in the family rrading
concern. Renamed Appello, he became an unruly ap
prentice who passed from master to master. His violent
temper and stubborn refusal to accepr their authority
made him nearly impossible to train. The chantry mas-
ter, Clementia, asked Tremere for permission to expel
APWHU ﬂilt'ﬂt"lhi’r. I’\III' wins retused on the i:'['l.lilil'ld" |],_4[
l‘\reukrng an ancuent I'T.-il.fl[h.ll'!l q_u“ld 11““-\._1 !T:.!:i lortunc to
the chantry or to Tremere himself. A displeased
L:li.‘ﬂl{'l"lllil.. with i"lt.ltll'lh'ﬁ and the occistonal Imprisen
ment, worked to tamp down Appello’s temper. Eventually
Appello conceded that his spirit had been broken, and
settled down to his studies. He became a mage of reliable
if not extraondinary skill. However, his temper still
flashed from time to time, and Appello made himseli
unpopular with each and every one of his Cretan col
leagues. In 1190, perhaps out of pigue, Clementia
contrived a justification for Appello’s ransfer to Ceoris
Since then, he's continued to work an his personal
rescarch endeavor — an obscure technique he calls
“measuring absence.” No one else undemstands whar b
means by this. Ceoris' magi and Cainites are united in
regarding him as a vexing eccentric who must be toles
ated for the sake of peace and quiet.

Image: The tall and muscular Appello lnoks vouthful
tlil.‘.ii.'lll'l.‘. his approaching domge, A cleft parts the prom




nent 'ul‘l““l- ol .I'H'\ |'l.|=“!'“|||“.' Iace. ““Ilt’ll I‘l'lTll[l"‘.‘L }1."'1
virice drops in register and develops a strangled quality.
Roleplaying Hints: You didn't want to be a mage.
They think yvou've forgomen whar they did w you,
beating you black and blue, but you haven't. Scill, you'll
show them all. Because you're not soft-headed like they
ire, you can see what othens can't. Once vou've proven
your theoty of Cosmic Absence, you'll destray them all.
Secrets: Appello has been incontact with acelestial
entity which identifies itself as All-Root. It has been
providing him insight in exchange for certain small
favars, the import of which is lost on Appello. He may be
msked ro place a crow's skull behind a drape or to lick the
pages of an ancient text and then manster the dust and
ink to a cloth, It has wamed him wo Ll.‘i:;" these commu-
nications secrer, especially from Etrius and Curaferrum.
Recently he was instructed to make a trip to Lion's
Cinte, the Tremere chantry in the English town of
I i Irtlullli n“' Ic i:ll.' met TI'I{;' Hl-li,"""l'!. EII’! Xy “'IILI}].-.“I Iwr‘ﬂ,"h‘
been contacted by All-Root during a sojourn at Ceoris,
She identified All-Root us the 11('[11! 4] Kl.rll;{.lil. and re-
Ll |li' i !].Irt' "'] e !th I'H.‘t'h- }"rt"]llli“-l[lllu 'll'\ W I'IEI'IIF 141
England. She predicted a great desting foe Appello,
promising him that he would one day venr his anger on
|I'L' CLIT W 'r[l.i. |“.||1.“'|” it -I"l' ]'E..l'.,{' I-l." tl'lf' “'l:ll'?i"l‘l.r‘lﬁ"f'h
ol H!Ii'.l}.l. E'.l.'ll (1 THETSN III'\. ;IIiI‘l.' Wi lljli_{ I‘.-q_' i rrlndnthl:'[ I1Lth|-'
culrists. Kupala now wanted to extend his reach beyond
the Tremere. He should look to new amrivals to Ceoris,
examining them for their suirability. He should with

-

chalk make o certain mark on the doors o their rooms,
marking them for Kupala®s touch.

Influence: Appello has little influence — yet

Destiny: Appello remainsar Ceorts until 1329, when
Tectusa, an especially rash member of the conspirmnoes
faction, decides on a whim to Embrace him. By this vime,
Appello has already ranstormed into 5 demonic servivor
of Kupala's, albeit one capable of maintining human-like
form. The actempoed Embrace slays Tecrusa, melting her
into commsive slime, and reveals Appello's ue pature
the others. He narrowly escapes from Ceoris and heads
west 1o England. He resurfaces as the abbor of a wealthy
monastery, as a financierof explomation durmg the Renads-
sance and, in the early 2 st century, s major stakehiolder
in & number of top communications firms.
House: Tremere
Actual Age: 82
Apparent Age: early 30s
Physical: Strength 2, Dexterity 4, Stumina £
Social: Charisma 2. Manipulation 3, Appearance 2
Mental: Perceprion 2, Intelligence 3, Wits 4
Talents: Athletics 4, Brawl 3, Dodee 3, Intimadation 3
Skills: Archery 1, Herbalism 1, Melee 2, Ride 2
Km.\wln!“n: Academics 2, Linguistics (Greek, Hebrew)
1. Medicine 1, Occulr 3
Paths: Creo [pnem 1, Infliction 3, Path of Warding 3,
Summwoming 3
Backgrounds: Conracts |
Vis supply: equivalent of 15 Willpower points
Willpower: 5

BimurcEes, A FooL For ALL TO SEE

Background: The strutting, foppish Bitiurges comes
from a long line of Tremere magi. He grew up in a chanery,
speaks Latin as his first language, and knows lietle of the
M iﬂ“l..' “'I.Il'L.1 !h..lr I“" IE.'I.Q“IT Tl.':l-l! ma !'\ W |h l !ﬂ l'h-l“i_‘\,"\
havens every five yeams or so, and has lived in every
Tremere chantry st one time or another, He's also lived as
n pecst inseveral chantries belonging to rival howses. This
makes him a splendid source of gossip, a pastime in which
he indulges with naughry delight. Although he plays the
fool and is uninrerested in laborious research, he enjoyea
reputation for working magic skillfully.

Imapge: Bitiurpes wears omnate tunics, colorful leg-
gings, nnd elaborate hats. He feels undressed unless he
hias at least three feathers pinned 1o his tunic or sticking
out of his hat. He punctuates his small, round face with
a large moustache and small goatee.

Roleplaying Hints: The wise man knows when to
E?‘I-'{'.' Ti1L‘ I-'|H.||.. ‘I.tﬂ,] LT'l.I.r“.- “Il.‘l'll {r1] lllqll"l".'r ot wihlr il
know mnd when to hold vour rongue. You know that
something 5 amiss at Ceorts, ond you intend to leam
whar it is without being slain.

Secrets: The shude of Ponticulus recently ook
conrrol of Bitiurges's body long enough to dictare 1o him




ademiled missive detailing the history of Cearis’ vampiric
conspiracy. (lts rext appears as Chaprer One of this
book.) Although Ponticulus meant him to take action
aguinst Tremere and his allies, Bidurges has drawn his
own conchmsions. He ]-;m';n the letter on his person atall
rimes =0 it will not be discovered as he patiently awaits
his own opportunity ro be Embraced.

Influence: H1Hi:ll';.fl::u'kl'rnuﬂturpn-ilng influence. He
hrs puessed the secrets of many Ceoris residents, He knows
who despises whom, and, should someone mke o dislike o
him, cin covertly engineer a plot against his rival simply by
Jr-.'ﬂ'lll:.{ discreet hint into the APPTOpETIate cars,

Destiny: In 1202, when the Order of Hermes discov
ers the Tremere secret, it is Bitiurges who brings advance
waming o Errius, In exchange for his service, he wins the
Embrace he has hoped for. In 1707 he apparently defects
to the angimribig, bur by 1917 is back smong the Tremers
He apparently dies in 1977 during an assault by West
Cierman police on a terronist hideout serving o his haven
House: Tremere
Actual Age: 40
Apparent Age: 40
Physical: Strength 2, Dexterity 2, Stamina 2
Social: Charisma 2, Manipulation 3, Appearance 3
Mental: Perception 3, Intelligence 4, Wits 3
Talents: Acting 2 Alertness 2, Dodge 3, Empathy 2
Skills: Evicpuetre 1, Herbalism 1, Music 1, Ride 1, Stealth 1

Knowledges: Academics 2, Investigation 3, Linguistics
(Old Akkadian, Babylonian, Arbic, Usaritic) 4, Occult 4
Paths: Divination 2, Enchantment 3, Ephemera 5, Path
afl “"ul:]lnu 4

Hm:kg;ruundh: Caomtacts 4, Resovrces 3, Retiners |
Vis supply: equivalent of 17 Willpower puints
Willpower: 7

OMNIFER, THE STRONG

Background: Omnifer was bomn in Swaba in 936, the
son of an armorer. Under his given name. Remnhard, he
foughit in King Henry the Fowler's Saxon Army. In 956, he
wissassignied o gusnd o woman granted free passage through
:"-ﬁil!u'lh','. That woman was Tosi, stll stingnng o thee
defection of Canalista, an apprentice she'd felt great affie
tion for. Tosin resolved to find 2 man to be her next
apprentice, reasoning thatshe could betersee through him
if he began w scheme agninst her Brusque and naive,
Reinhard was taken with his charismatic change, amd con
fl.'-‘-ﬁl."d L hl."l! IH!- th]ll’.l. ol Iilr Mnl..lu'l s !|h' “!||.' LT 1'.E1|
middling talent but great forthrightness in the young mun,
and offered him a new life as hiee PPt ice Fle strugmled
with religions qualms throughout the jowmey, but contin
ved on with Tosia after reaching the king's border

Thnm;:h not a clever -llll.iln!. he shiwed persever
ance; he finally became a full mage in 980 and adopted the
name Omnifer. He stayed by Tosia's side ar the
Transylvanian chantry of Umor Mons uneil irs final J
structionin 1 176, Shortly before the exody s heo xpericnced
a vision of the Virpin in the woods. She vold him that she
was granting him a terrible boon that would test his
strength. Ie would couse him pgrear suffering, but would
allow him to know o tmuth thar must be revealal
endured, he would be absolved of the sin of witcheraft
Bt'ii rl&.’l"‘ll"lllt'l l'qH!llf .I"J.. any -||1||,'\r||. WLH, H'u; YiENN |.1|=.||‘-
r\'-llt‘ti Tlu- 1I'I|.II.II.'I'H rn-u.I-E-_-..E h|||| T MAany yeurs, 'r-nq
I\n'*lhlll-l: came ol i, .”ILII:T.I:{II.I]E'. |||.'l'|.|r it ot ook bvis moonad
It came back to him two vears i, when his reb arm
'hu'-lll!l: IDL'li.‘aHIIf'I-L'h' stifl and perually e oy e 1
stone. lts ossification began at the fingertips and has now
worked it way up to his shoulder. He can't feel the
petrificd portions, but the skin and muscle directly abw
ting them are perpetually inflamed and radiate pain throug!
his bady. Although the part of ham that ailispesssionnt
miagus thinks thar chis may be o symipton of his tsimortal
ity magic slowly going awry, his faithful soul cells hinn than
this s a tl.'h:lal-tm* tril 'I.II.I'[I'I'I.I

f he

The i b SO gredd as 1o prevent Fevom Fromm sl Crng
mare TE'I.ili a lew howurs each h:l'._‘l'll He has taken o
wandering the chantry halls when he canno ey
Having seen the nightrime activiries of Ceorts firsthandd
he has concluded that something s verribly Wy
Tremere, Eorius, Curaferrum and perhaps uthers arn
surely engaped in diabalic worship. This must be the
truth the Blessed Virgin wanted him 1o see. Fle hos been
afflicted in order that they might be revealed

THOSE DAMNED AND SOON TO R




Oknntler rold Tosia, who hid suspicions of her own.
Towether they lead a group of momal magh secretly con-
cemed with the might doines of Ceonis. Tosia has wamed
them tostep carcully, Omnifier has sworn to do so, but finds
it iffhcult rot to share his darkest speculations with others,
v ligheen the bunden he labors under, His judgment is
clouded both by constant pain and the inability to sleep.
Image: Ohmnifer’s recrangulir, flat-planed face and
stronghy-set fentunes present an inage of stony determina-
o, Beadsof sweat gatherconstantly on his furremwed brow,
hinting at the pain he so resolutely conceals. Except at
CETETIR L ll CRCC SO, }'I'f." WCHn A = "LI“"".ﬁ ‘i'“'“.Fli'.,' Ilﬂ"i Il..ﬂ?
outfie. A dagmer ot his belt also suppests his soldiery past.
Roleplaving Hints: You mustn't allow anyone o
know the extent of your suffering. You were raised as a
man .ll'll-l men g-*t'lu.'.l! Illl'.rw{'.'lli.flf\'i;ﬁ- 1’1 LT 'ﬂ'l‘rr"' tl].ll
Tosia is oo cautious; when she's ready to act, you might
b‘l' oA TN 'L'l'lrl.ll.'l'r ||'|..II.|.I' llt stone .""; WiThE l"{'..l]' (L9 rl'l...“
your Il fadl the Virgin's test, and suffer damnarion,
Secrets: Anxious to bring the mystery of Ceoris ton
head Omnidfer recently sent & message 1o the Archbishop
of Vienna, a church official known for his permissive view
of the Hermetic Order. Init, he strongly hintsof diabolism
at Ceorts, but doses not 1;*1:'” out his accusations,
Infhusence: 'Without Omnifer, many of the monal magi
would be afraid to follow Tosin. They don't orust her o
make proctical decisions o keep her head in o erisis,

HOLUISE OF TREMERE

Omnifer'sforthrighimess, courage and military bearing calm

their fears. Although she is the senior mage of the group of

concemed morals, it is Omnifer they wm to for guidance.
Deestiny: In 1202, when the Hermeric Order casts o

House Tremere and bronds them as anathema, Omnifer

helps many mortal magi, including Tosia, escape Ceors'

Cinrpowles. Fle makes his way north and joins 2 small cobal of

mortil Tremere refupees who evennually mke the name

House Liban. Several decades later, his healch failing and his

cupse of ossification creeping into his chest, he mvels souch

to attempt to find Tosia. He falls before the Inquisition

instend and feeds a pyre in France. ( Formore on Howse Liban,

see Sorcerer, Revised Edition for Mage: The Ascension.)

House: Tremere

Actual Age: 26]

Apparent Age: carly 505

Physical: Smength 5, Dextenity |, Staming 3

Social: Chorisma 3, Munipulation 2, Appearance 2

Mental: Perception 3, Intelligence 3, Wits 4

Talents: Alermess ¥, Arhleries 2, Brawl 2, Dodge 3.

Empathy 3, Leadership 4

Skills: Herbalism 2, Melee 2, Ride 2, Stealch 2, Survival 3

Knowledges: Academics 3, Investigation 2, Linguistics

(Norse, Ambic, Gaelic, r"mruu[nll:tn, Fristan} 5, Occult

5, Politics 3, Science 2

Paths: Creo lgnem 5, Enchantment 3, Perdo Magica 3,

Way of the Levinbalr 4

Backgrounds: Allies 3, Contacts 3, Retainers 3

Vis supply: equivalene of 30 Willpower points

Willpower: 8§

Tosia, Tue Hoy MoTHER

Background: Bom over six hundred years ago into a
scholarly Athenian family, Tosin & the longestserving
Tremere mage outside the circle of Cainives. [n the carly
days of thee house, she stood alongside Goratrix as one of
Tremere's closest advisors, and she helped him in his
attempt to ke over the Order of Hermes after its creation.

Tosin was taught by her skeptical parents w dishelieve
it gos of all kinds. They were merely reprsentanions of
Twarnan hopes and fears, her father told her. She brought this
attibade with her into her life as a mage. But in 869, she
experienced a religious conversion. While investigating o
crypt near Jerusalem, she was seized by a vision. She saw the
dead Christ rise and ascend from the tomb. The more she
triedd to forget the experience or dismiss it as the result of
malfunctioning magic, the more it took hold on her mind.
She wrestled with the sigmificance of the vision for decades
before finally seeking out n priest and submitring to baptism.
During her yearsof spiritual erisis, she distanced herselifrom
Tremere and his schemes. Tosia didn't confront him; she
simply retreated into herresearch and made herse lf unavail -
uble when he prosecuted his vendettns aguinst various nival
magh. Althoush Christian mag weren't unknown in the
Haouse, Tosia kept her beliefs to herself for over thirty years




after her baptism. She quietly built relationships with othes
Christian Tremere. In 928, she supervised construction of
the chantry at Umor Mons, which harvested s from a
magical stream high in the Transylvanian Alps. She en-
wourged other devour Tremere to join her there, and by
950 the majority of the house's Christians called it home.
Etrius, too interested in currying favor with Tremere o
N the almaost m mastic extstence st Umor Mons T,
i wved a notable CRLCPiL

In954, herapprentice, Canalista, berraved her, Tosia
had kepr an encoded jounal of her spirinual reflections,
which included many unfavorable desc riptions of
'l'n.rn-.l-.-'n BT OVl Iht.' ceniunes. .';il:'l'.llhl'.l xhﬂr lhr
jounal, decoded it, and p;m-nl bt notes :1-|11'|1¢: 1o Etrius
He in turn gave them to Tremere, who challenged Tosta
tocertdmen, o magical duel. Tosia knew that Tremere, the
onginator of this form of sorcerous combat, wis bouind o
win. She declined the duel, ksing the respect of her
Christian followers. Although she remained the chantry's
titulor leader, its mog h‘u;ln to treat her ps a figureheid,
insread J-q:ll.-rl'lnu to the orders ol ks xi:'\tl.'“ill‘l. Canalista
nccepted o prestigious posting to Errius' Vienna chantny

In 956, Tosia took Omnifer as her spprentice. She'd
always raught women before, but had now decided they
couldn't be trusted. As the 11th century dawned, she'd
surmounded hersell with a new, younger group of loyal
is1s, iindd was again in command at Umor Mons. Then the
Trimisce ateacks began. Three times she hod o flee the

chantry as enemies approached its gates. A horde of
screaming bat-men (that is, flesherafted Trimisce war
ghouls) razed Umor Mons for good in 1176, Several of
Tosia's young allies died to permit her escape 1o Ceoris
Tosin sensed the curse hungting over Ceoris ot once, b
for many years thoughe it the result of malign sendings from
the night creatures. Only in the bt few years has the
tnsomniac Omnifer convinced her thae Coors' evil Jies
within. Neither suspects a vampiric trmsformation; instead,
Thl:"p' have uncovensd evidence of Frms! Eithad ieicurches
the tum of the century and smell the spoor of devil-woeshiig
Tosim restses Ominifer's demands for o guick confroneation, I
Tremere and Etrius are in o demon's grip, their power migh
be incalculable. She was humiliated by Teemere ance bebore
and knows the sethack she'll fiice if she lunges at him and
misses. She wants 1o be sure of victory before she soriloes
Image: The sin that most challenges Tosia is pride, as
her appearance shows. She's kept herself vouthful, if neot
young and nubile. Her warm, areractive features are framed
by a wreath of golden hair. Colorful velver robes display
her plump figure. On ceremonial accmsions, she permit
|‘u'r1'”-lnh'~| iy of ¢ Fl'.i'h'.mr:.ul'lx'll-ﬁ asilver cnocifin wormn
iﬂlﬂllhj hL’t rl:l.‘v.'k As |‘u‘|.’lnt'lu |1n'r||. -,_I\. o it oy
|t'1.|lrm‘1l'|-ull' ui!ﬁ'h‘llh o w-.-r;;.T. wia st diov 1ol [ATH (A L
ing time and energy w her rituals of rejuveninon. [
encountered at a time of anxier ¥ O P Cupation ahix
may suddenly appear much older than is her nomm
H-:ﬂqﬁ-lal!rinu Hints: Chirist expects much of vou. s
i l'llleL':I'l imerely to be VIrTuous: voui must be succeastul
in smiting his enemies. All depends on you. If vou an
l'['llll..lll..l.\\{'l.l LR | \!hi'ul.l'l ta }*i‘ \H:.|L, !||:'|1 the ciuse of
Christ among the Tremmere is damaged. You et then
tare act cautiously and within the bounds of Christion
lllll-l-lll-l"-r'. |l Tlrlrh.'l:r'» POWET Were [0 Tempr you To sl
fice your soul’s purity in your attempt mo bring him down,
he would cnjoy the greatest victoey of all
Secrets: Tosia has begun 1o see diabolism cvers
where. Errius, whom she once th naght pure, is ¢learly
leader of some Satanic undertukine, Her closest and
Oxmnifer, apparently loyal, stll suffers from a curse o
oasificarion she can’t help bur believe s derived from
=T I'll.ﬂ.:ﬁ Ll hl:-\- u1||] -'"I-Il{h. It s, B .|-|||, renniy
unholy. Seeking puidance, Tosis hus begun i corn S
dence with some scholars within the Chuech
Influence: Tosia is respected by the miortal meie wha
SEPCCT lII.I1‘| PII“II at Uleorts b

but in the wiy ome i
respect i battle-scamed old veteran who s no | WHET Ly i
the fight. They trust her spiritual pusdance, bur ol
Ohmnider for 5"-“1“'4 action. Creons'Cambres graderest imat
her as a theeat, having dismissed her as a force in Tremen
affmirs ever since her refusal of certdmen mrainst Tremen

Destiny: In 1202, in Large part because of reports
trom Tosia, the Order discovers the rruth abour Tremers
and declaves war on his House. Unfortunately for 1
Tremere spies know about the decision s sxon as (s
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riside ond she must flee into the nighe, She joins with the
other hermetic houses, but sees evil in them as well, By
1225, she has fled ta the church and joined the cmergent
Inwguisition, ready ro redeem hersell, Soon thereafrer she
hears word of Omnifer. Knowing him to be devil-spawn,
shie pladly senids him to the pyre.

House: Tremere

Acrual Age: 610

Apparent Age: mad-50s

Physical: Strength 2, Dexrerity 2, Staming 2

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

Talents: Dodge 5, Empathy 3, Intimidarion 2, Leadership 2
Skills: Eviquerte 3, Herbalism 5, Ride 1

Knowledpes: Academics 5, Investigation 2, Lingulstics
{ Cirevk, Hebrew, Armaic, anciene Egyprian, French) 5,
Medicine 1, Oceule 5, Science 2

Paths: Divination 4, Ephemera 5, Healing 4, Herbal
Ways 4, Perdo Magica 2, Summoning 4

Backgrounds: Allies 5, Conracts 5, Influence 3, Re-
wiurces b, Retamers 3

Vis supply: equivalent of 30 Willpower points
Willpower: 10

SERVANTS AND S AVES

GHoOULs
Hiana, Stewnrp or CEOris

Cihwoul of Curnferrnum
Nature: Fanaric
Demeanor: Caretnker
Actual Age: 50
Apparent Age: N0
Hadu was bom in a nearby village. He grew up
heating tales of the mage-men in the black castle on the
mountmin. He'd seen their servants come to town. Diressed
in tine clothes, well-fed, armed and asured, they were
everything he wanted to be. He looked at his grandfather,
whir'd ratsed him alone after sickness came and ook the
rest of his family from him. His grandfather, also called
Hadu, was \lnl[iﬁ.l and dirty. His cartle werne dying. A
L L:LJLﬂ"l rattled oround in his chiest , sure toclnim him sowmn.
Hadu loved his grandfather but did not want to end up
he had. He wanred 1o be a mage-man's servant. The next
time the men from the castle came to leave packapes in
the storchouse, he begped 1o join them. They gruffly
poked at him, pinching him to see how much meat he had
o hum, and lifting his upper lip to inspect his gums. They
liett, mak ing no promises. WﬁL].‘ltﬂ. thiey came for him,
and ook him to the werible castle. There he tembled
alone in a dark room until a forbidding old man entered
ard gave him his orders. He would stare by swabbing
tloors. Ifhe did well, perhaps one day he would ger a better
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tik. The mean man listed the many rules he'd have o live
by, Tt was easy for a servant 1o be killed here, he wid.

Hadu leamed the rules. In the eating hinll, he sa
with the youngest of the other servanis, He was nor bad
looking, and found a serving girl who would talk to him
Her name was Zuha, He came to love her, and soon they
were stealing time together. She told him one of the
visiting witch-men had ordered her to cléan out his
rowsm. | hen he'd made herdo other things. She'd found
wome parchments he'd hidden under his wardrobe
Hadu nsked to see them. [f the visitor was hiding the
parchments, they had to be interesting. Hadu rook the
papers to the new castellan, Curaferrum. He said the
parchments weren't important, but thar Hadu's deci-
stion to bring them showed intelligence unusual in a
mere serving boy. He made Hadu assistant 1o the
steward, an old, stooped man like his grandfarher. Hadu
did his job well. One day the old steward was gone from
his bed. Hadu didn't know why. He sought out
Curaferrum and argued that he could do all the things
the vanished man had done had, faster and berrer
Curaferrum made him steward. But he also made him
drink a potion inan opague flask. He warned Hadu that
he'd be changed, He would live forever, Curaferrum
promised. He would have to take three doses of the
philter, spaced out over as many nights.

When Hishu drink the ast dose, be fainted. When he
awoke, he looked at himself in the mimor. He was old and




stooped, like the man before him. “l had to make vou look
okl, so the others wouldn't be jealous,” Curaferrum told
him. They'll think you infirm and stupid, and loosen their
tongues i your presence. You'll take what they say and
TEPOVE it 10 me.

Hadu thought he should be angry, but wasn't. He
leoved Curaferrum now, When Zuha saw him wrinkled
and rheumy-eyed, she cried, but Hadu cared not. He
warned Curaferrum thar he mighr have ro get rid of her.
Curaterrum decided otherwise. He wanted his ghouls 1o
get along. He needed a new head cook. Other servants
had rold him the girl was as clever as he. He'd feed her
his potion, too. Hadu felt jealous. He didn't wane Zuha
toshare in this beautiful thing. But she did. She came to
him, her skin like a dried river bed and her breasts like
a cow's saggy teats. She told him she'd been pregnant
with his son when she drank the potion. Now it would
nol be bom I:I|.:I'Jr. |'|I,H It |nl1.|;|;: wemed o mMatTer.
Hadu thoughe LI this, and realized he did not care
either. He asked Zuha how she knew it was a son, and she
aid, “Becanse | feel him ingide me, more than ever.”
Hadu shrugged. Something about it troubled him, but
he would not ler i affect his love for Curaferrum.

ater Hixdu realized thae there were other ghouls of
Curoferrum's on the servanes” rolls, He didn't like this. He
would have o pet rid of them il he could do w0 without
disappointing the master he o boved. This all happened
over fifty years ago. No one seems 1o have noticed tha
Hadu hosn't gotten any older, or died, in the inverin. No
one notices him. He is like the tapestries, the fumiture, the
very stone from which Ceoris s carved: He s always
present but scarcely noticed,

Zamn, MisTrESS OF THE KiTeHENS

Ghoul of ( Arabermum

Mature: Fanutic

Demeanor: Child

Actual Age: 60

Apparent Age: 60

Much o Hlll‘l-tl.‘t ALY 1S [0 -Iul .1]'\'-';1.', s peart ol Hadu's
She wis hom o o serving giel in the castle, rised in o
neighboring village, then recnured o serve s her mother
had She fell in lowve with the bright-eyed mnd ambitious
Hadu. She was pregmant with his child when Caraferrum
mische I'll'l‘ |"|l1- r_"l'n i, as he had done with FHadu. Fuha fosrpon
to bowe Hadu and started loving Cursferrum instead. He
tiade her head of the kitchen st

Fifry yearsafter her fini mste of Cursfermum’s vitne, the
fetus still murples and kicks inside her womb. This is ot
suppesed tohappen when pregnant women become ghouls,
but Cevons is a place where strnge things happen. Zuha
i-‘l'l.;.' AR HTUW tlllm:ii to thie disc oo

Luiha spies on the other servants and makes sure they
ohey Curaterrum's commands. She is especially vigilant
with reew ser Vs, I|.|.'||.. ! |n,|y_|'|.[ }'-L- mﬁln,ﬁ. s froam ourside

. |
(O ARGOYLES
Fipas, THE SuraNkes Benst
1Oth genernnion Gargovle
N:Tun«: lnn- wator
nt'lhl."dl'u!r: |.1'r|.q‘1'
Manufacture: 1187
Fihes b ten years okl Fle's the youmngest of the Tour
apprentioes, baving impressed Vistow with hiscopomissand
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Loy Stone BEaumy

Uth wenenition Uianpoyle

Nature: Hebel

Demeanor: Tyrum

Manulacture: | 183

Lassrnan wars Dsonn fomirteens yeurs aec, Viestinin wishes
dhe could precisely duplicare the conditions of her mumu-
fcture oy et mone likee her. Loma s not only one of the
the mest charis
ervaabic. COMher Clarpoyles instmctively heed hercommuonds
The muales all wish ro copulare with ber but are too
1||.-_'||‘.1-|-n-.! Tik I WL || l.urh.-l il PR TITSELY

st preesivie I |,||:_:,.-..|‘-\.. Fruge ,;E\...

L s, wathomst Viessoamin s knowledee, inveigled
twior recently-spmmvned Gareoyles, Crysiallus and Ame
pudlan, i Blowd ook wirh beer. Each was creared using
the somme rirual mcehosds as Luma, and i aspittinge imape
her Loma now serves as onge of Virsranan's assistones. OFf
the Bowar, shee s the lemsr interested in performing menial

tasks for Virstania, She submis to the indignity to leam
miore about her mistress and the secrers of her rce,

Lumi i a slender ereature with the serene, linvely
| W (el il GERN RREOL BETER {ill,'l,'k LA ] ili'l |I“'||.:I "H.'II“H'IH\['.
curving claws and razor-tipped wings somehow add 1
her uncarthly beauty, Her alabaster-like skin glows a
fuint yellow; the effect is only visible in the dadk

SAXUM, MASTER OF SLAVES
sth generation Gargoyle
Nature: Autocrat
Demeanor: Delenader
Manatactured 11213

Saxum is the quictly dominating leader of Virstani's
Crargoyle apprentices. ( There are thiee of them, maddinion
tor himzell.) He is the oldest surviviege Garpovle, having
been creaved in 1123, (The original, Choundice, went
missing in 1127 and s presumed destroved.) As well ps
pesastmig Virsennig in her experiments, Saooum wcrs s Cure
povle leader, passing her mstructions to the others. He
breaks up fights, parcels out food and conveys complaing to
the Great Mother. His koyaly & to her, not the Tremere

Saxm s ian |.'n-m|11.m, HII‘\'IIIH_"IH.IE'IE\I,‘ hasic Ganpovie
type. His facial festures are strongly chiseled, almess heroi
His stony skin is simooth, ke marble and his musculature
impressive. His wingspan is longer than many of his type, at
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ten feet from one fully owstrerched rip 1o the other. He
proudly wearsa gold-tnmmed robe given o him by Virstania,

PRISONERS

The following poor souls languish in the prisons of
Ceoris ns of 1197

ITErRA, WRETCHED USURPER

Tth generation Tremere, childe of Malgorzara

Nature: Archirect

Demeanor: Judpge

Embrace: 1197

Apparent Age: late 30s

Itera & 4 visiting mage recently embraced by Malgorsan.
Shie wrote o letter to Probitas, hexd of House Tremere's
Perugiachantry, waming him of s vampinic plot at Ceoris. She
dhd not suspect that Probwtas had already been tumed or thae
the conspimcy extended beyond Ceons. Ermius wants Itera
keptaliveasareminder of Malgorzat's folly. Malgorsata wants
her desd. Curafernum has removed Maloorzta's ghoul pands-
men from the dungeons to prevent her from having Item
kilkel. This infurates Malgorats and may provoke a new
spare of Factional intrigue in Ceoris,

Marra, CHarLATAN Spy

Srh generation Ravnos, childe of Vassily Talvos

Nature: Survivor

Demeanor: Rogue

Embrace: 1175

Apparent Age: early 105

The Ravnos who calls herselfl Mara was caughr after
whilrting Ceoris in the guise of a serving girl. Curaferrum
foumd her lying wounded in fromt of his door, injured by the
sighl of warding he'd placed on ir. Mana was blinded by the
blet. Cordwood now feeds her enough blood to regenerare
her eyes. Then, as soon as she's recovered dim glimpses of
sight, he coolly blinds her with a hot poker. He's done this
three times now, and Marta s almost seady to milk. She's
claimed so fiar that she wanted 1o penetrane Ceoris merely for
the micksterish joy of it hecause she'd been told it was
impregnable. But in fact the Tzimisce wardord Viadimir
Rustowitch {see Trmsylvania By Niﬁl’ll.]ﬁ- 117) secured her
services in exchange for the freedom of her mortal brother,
whiom he holds prisoner. Mart has already decided to admit
she works for Rustovitch, bur not the part about her brother.
She hopes otnick Condwood by offering tospy on Rustovitch
tor him,

Parsamo, Lost APPRENTICE

Mortal apprentice of House Tremere

Nature: Defender

Demeanor: Defender

Actual Age: 35

Apparent Age: mid-30s

The brawny moral Pulsario served as both bady-
guard and apprentice w Tosta, the most influential of
Ceoris’ unturned mages. He was taken prisoner very
recently, after asking too many questions at a council
mecting. He didn't know whit was going on before, but
since his imprisonment has assembled the clues. Pulsario
thinks he can escape by overpowering the guards on the
way to the torture chamber. Thus, he has o give
Cordwood a reason to torture him. He's made up a story
in which he's been sent by a rival Hermertic House o
uncover the mystery of the Tremere. He intends 1o tell
his STOry i ]itlll.‘ bir at a e, cmlunn;: TOTTUre sessws
until he gers a chance to make a run for it. Then he'll try
to find Tosia and rally the morial mages against Ceoris'
night-creatures. His great confidence prevents him from
seeing the sheer folly of seeking out torture

Viucw, LEpER MARTYR
12th peneration Nosferany, childe of Tybald
Nature: Loner
Demeanor: Penitent

Embrace: 119}

Apparent Age: unknown

Vilich is & Nosferatu neonate opportunistically
caprured by Gargoyles during a cartle rid. Hissire leads
a hermit's existence, embracing only the occasional
village outcast so he can have someone to talk 1o and
play chess with. Vilich’s sire taught him to be wary of
involvement in Cainite wars, especially the barttle
against the strange new witch-clan. Vilich laments his
capture as a termrible and unfair twist of fare. He begs for
his survival to anyone who will listen. Although he's
been truthful when he says he knows nothing about
Nosferaru efforts ANt l'l'il.‘ Ti'l."ll'll:ft. Paul Cordwond
doesn't believe him. Cordwood subjects him to regulas
torture sessions, marveling ar the young Cainite’s abil-
ity to keep his secrets while suffering unimaginably. 1§
'ITl"\".‘d. Vilich would want only to escape CUleons as
quickly and safely as possible.
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THAUMATUGIC
DEVELOPMENTS

In the two centunes or o since Tremere and his
fellows became vampires, much of their effores have been
dedicated to finding ways to preserve and recover their
abilivies or magical ars. The new blood magic they call
ﬂ'ld“-tnr“ UIEY 18 l'!"l".' (RS EH-I."' nfl]‘ul ﬂ.‘dﬂﬂl’t’l]. “'I'I I I'I lﬁ’“l"
ongoing. In the overall scheme of things, Tremere and the
other thaumaturges are still in the early phase of their
work, They have esiablished the basic workings of
Thavmaturgy and are busy adapting hermetic arts and
rituals to s demards (using the Rego Magica path de-
taled below). Relatively lirtle innovation has taken place,
l\'lfi‘l I‘hr I'II'II'.'!i"lI." EXCEPTn uf 'I!|'||: I."II.I.I.I.I-I.'{'I'I'[L‘I‘I.'LI Rrpl
Virse path. In afew decades, Flouse Tremere breaks once
and for all with the mortal Ornder of Hermes. This marks
the end of the “conversion” phase of thaumarurgic devel-
opment, both because Tremere and Etrius have exhausted
the most viable ars and ritunls and because they are
banwed from the great hermetic libraries. From the midkdle
ol the 13th century onward, Thaumarurgy takes its own
course separate from that of hermetic lore.

Readers interested in the development of
Thaumaturgy and other forms of blood magic may wish
to consult Blood Magic: Secrets of Thaumaturgy.
Those whi wish to see the gulf that comes to separate
Tremere and hermetic magh in the subsequent conturies
can consult Blood Treachery, a supplement for Mage:
The Ascension. Neither book is necessary to enjoy
House of Tremere or use the systems below, however.

The following two thaumaturgic paths are available
only at the Storyteller’s discretion. Rego Magica is
especially raee and appears here mostly ro give Storytell-
ers 3 glimpee nr the process of magical conversion
unslerway. Merdo Magica is somewhat more widely known,

RecO Macica (NEw PaTH)

Tremere, Goratrix and Etrius devised this path o
allow them to convert Hermetic technigues to blood
magic. Tremere has ordered that knowledge of this path
be nightly controlled. He doesn’t want his juniorsdevising
paths he doesn't himselfknow, That could be disastrous in
the event of a rebellion. The path also offers a formidable
armay of techniques to use against enemy magi. Therimna
and Curaferrum have been trained in the path: the former
to better ply them; the latter to more efficiently slay them.
The Inner Circle knows of its existence, though not all of
them can use the path. Ar present, no one else walks it.
CreaninG New PATHS

Afrer o suitable perniod of research ino equivalemt
Hermetic magics, the thaumaturge can create a new path
which he, and thaumaturges after him, may use. The path
must revolve around the creation (Creo), control (Rego),
perception (Intéllego), mansformation (Muto) or de-
HOUSE OF TREMERE ,

srruction (Perdo) of o single caregory of force or object.
Common catepories include animals, each of the four
classical elements, the mind or plants. The Latin term for
the force orobject appears as the second word of the path's
name. For example, a path permitting the thaumaturee o
create illnesses would be called Creo Malum.

The process of research involves years of effon
r“lrl[}g aner l_‘II.._I'i[T foumies m;ltll\,l_! l':lll_'\lh:l'l TS .]T!Jt |,"||'r-
forming alchemical tests. The key is uncovering the
WIS WIS I l“"I'I Il.'h T Immic I"I-l."l'll:ll'l e l'frl.'l.'f" |i"|-|'l.||dl
the powers of Cainite blood. The thaumaturge begins by
creating the first power in the path, and then creanes
successively more mighty magics, until he has created a
lewnst five powers. Thauwmaturges who gain a rting of 6 in
the created path may improvise additionally powerful
effects. The vampire may make extensive notes allowing
others to learn the path or commit the secrets to memory
0 he can keep them to himself. If he fails 1o ke notes
during the process of creation, however, he'll find it very
difficult to teach it to another thaumaturge later,

System: The player creates a power by writing it up in
the formar given here, with descriptive information on its
capabilities listed in a paragraph or two followed by specific
information on game mechanics in a paragraph labeled
“System." The Storyteller his final say over the path and the
injwultml power; it should meet the following cricerin:

* |t must match the desired dot raring. 1f che charac-
ter is creating his first power in the path, it must be a
onc-dot power. After that, he must create a two-dot
FT“'G!T. Ilml S0 O,

# The vampire's rating in Rego Magica must exceed
the power's desired dot rating by at least 2.

* |t must be roughly as effective as powers from other
Tremere paths which share its dot rating. Level | powers
have no greaver effect on a story than the movement of
an object weighing a pound, the summoning of fog ora
candle-sized flame, viewing past events in a specific
location or the increase of Artributes by spending Will-
power. Level 2 powers are abour ps effective as forcing
another vampire to involuntarily spend blood points, the
movement of 20 pounds, the summoning of rain or the
chance 1o converse with an inanimate object. Level 3
powers do things like allow the vampire to temporarily
decrease his effective generation, create a campfire-sized
flame, move 200 pounds, remove | health level per
SUNCCCSS RI'.H‘I;'IJ. OViEerT thﬂ "Iflim.h ﬂr‘iﬂﬁ{l’lﬂ ﬂ.?“ O CHuse 8
chair to grab its occupant. Level 4 powers are of sufficient
magnitude to steal blood points from adistance, summon
a bonfire or storm, move 500 pounds or create a watery
will through which supematural beings can't pass. Level
5 should be no less powerful than those which remave
both health levels and blood points per success, call
down lightning, move 1000 pounds or summon a mighty
entity from another realm of being.

The Storyteller may modify the system paragraph w
bring it more in line with other comparable powers. She




muy permit the power's victim a roll to resist, making it less
effective for each sucoess scored. scile the effect 1o the
number of sucoesses scored, Increase or decrease the
effect’s size or impose requirernients on the user; such as s
I‘:|'1'|'rli. -'llli"l'.‘.k'.ﬂTiI'I'l to the effect or an cxpul wlitwre of exim
blood points in addicion o the wual | per power e

® It must fit the overall theme of the path. For
:'.\.'lrrlr[-r‘. if the plm.-:r is crearing the Creo Malum ;-.nh_
the PorweEr must credate o s,

. | iy not -iui"'Il_ e the effect of another T\.:|!1 o
[hscipline power. (It may, however, offer a brogder
version of an effect conferred by an existing ritual.)
Storytellers needn't worry about powers listed in books
to which they don't have nceess. Extremely commaon
eliecs such as the dealing of damape may be
accepred If they propose o unigue twist on the basic
!I'TIII'IIi-l (%] "III1I"|'. sEEMm 00 eRtermTaining o reject

Once player and Sroryreller have arrived ar o final
write-up for the power, the chamcter embarks on a period
of extensive rescarch, looking for ways to tum theory inio
practice. He must spend ore year for each of the power’s
dots, Mg that the r]"I-IHIlI.IHJ!'h'i' can devote at least
thirty hours per week to his efforts. Having spent thae
time, the vampire ralls Intellipence + Oecule (difficuly
6); he must score a number of successes l"-l“-" 1oy O rrenres
than the power"s dot raring, Failure requires a retum to the
hi!1l iy and I.l|‘-.1r;|‘[1 Y. hl"{ndn”_: ai IL'-’-‘\-’ ®IN Mo ||,r|1n (1%

cach of the power’s dots before a new actemngs can be madse

It o power proves unsatisfuctory in play, Storytelless
should reserve the rght o revise its sysvem details Thes
should introduce additional limitations o w ale back
|‘\-"J-'L'I\|'l"|.' lI"l.'h.:l lar I!i'||'|l do «Futings, u.1'.|_|.|- | o LI (il A
UL k to boost the effec tiveness of powers thar turm ot
tos b I H!I'.rl'l

Creaning New Runes

Repgo Magica also allows the creation of sew blood
ritunls. The !!'-.lllnl..ll'u.'l::q.' wishing
conduct extensive research o existing hermetic mitg
als. She endeavors to find those which most clowe |y

].' S U fipnte

.|::|'||u ate the .h--»:r-.,i eftecr prd o then selecr and
jruriry Firunl Hems '|Lh.|l.11 COTTCRPC | to the forces shi

wishes 1o control. The ritual actions she performs witl
Ih;‘H.‘ LIS s TVes S 3 VIsL !E:u-_'..1|-h- i bor thie m g
wishes 1o create. For ex imple, if ahe wishes to coente o
rirunl whichl |:!|-|1.|11L|h~-u}--=.:||. vicrim to herwill, sh
I'I'.t-._'hl select o Lﬂu:"- oopler | eprosenting cosmman 1)
and o marionewe (o stand for the tareet). T the couirs
of the ritual, she might attach the marionette's strings i
thie Conem | '-Hll- AN '||r_'1‘| Wiy 't € sepler oot the
u~r||!~|c:1 I.I‘ juppct T|!::' act of strngEmng cthe mariomne o
represents her desired dominamnee aver the subject, n
does thi waving of the sce T

She must go to her laboratory and formulare males
humuors or salves. These might fortify the caster durimg
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the ritual, efect necessary transformations in the ritual
items (including thewr destruction) or work directly
upon the wrget iwem or mdividual, She must devise the
chants and incantations used to unleash the ritual's
mmate power. For this purpose, she must employ a
minual of caleulations, established by Goratrix, which
adjust hermetic formulae for thee use of blood magi. This
manual s still very much o work in progress and provides
only tough equivalencies useful for experimentation;
the thaumaturge must still make adjustments in her lab.

Once she's devised her ritual, she rehwanses it exten-
sively, practicing its movements and incantations and
repeatedly testing any reguired alchemical reactions. She
inserts harmless mock chanrs and movements at pivotal
mcmenies, so a8 niot todraw down powerful magic before she
s sure of the mcans to hamess it Dunng this time she must
remenin wary of lurking impishspiries or other forces drawn
by the potential for malign muschief. They may artempt o
confise her mind, so that she practices movements and
invocations bound o rain disster down on her.

Finally she sutempes the viosal, knowing that she
may et one of three results. She may succeed in estab-
lishing st a5 4 permanent, reasonably relinble method of
evoking the desired effect. She may fail in such a way as
to allow her to retrace her steps and re-attempt the ritual
later. Or she may suffer a catastrophe which carries
various immediate consequences, but also prevents her
from ever successfully establishing the ritual or passing
along her notes to another for completion

Assuming the first result, the final step in finalizing
asuccessful new rivunl is to give it a suitably poetic name.
The brief phrase s written on a piece of parchment and
burned, so thar all of creation’s elementals and demons
miry know and fear it.

System: The player crestes a ritunl write-up follow-
ing the formar seen here or other products. The firse
section descnbes, withour rales mechanics, the effect of
the ritual and provides a boef description of the means
required to evoke it

Storyrellers first check vosee if the effect issimilar to
that of another Discipline or ritual. They need only
worry about those listed in books to which they have
access. |fthe effect is already known, the caster discovers
this during the early stages of research and can't go
forward. It the effect is not known, the Sworyteller then
askes himself if it conforms to the themes associated with
Tremere magic. The details of the ritwal should evoke
the mtlonalistic, callous and semi-scientific Tremere

ethos, The effects 1o which Tremere rituals are best
suited are as follows:

* The effect interferes with the natural composition
of living or unliving beings, such as the Gargoyle and
hybrid creature rituals listed later in this chapter.

# [t offers protection from the Tremere's many encmic

* [t alters the laws of vampirism to assist in their
ﬁur\'l‘-’ﬂl.

Hl‘l“"ﬂ'—'ﬂr. thﬂ TI'I!'I'I'IEI"E re 'ltl" m Ihf" r.’ll‘l\.'. cre-
ative stage, and may be able ro branch out into new arens
il Sroryrellers so decide.

If the Storyteller accepts the effect, she must then
assign a ritual level to it by comparing the new ritual to
existing ones in terms of its usefulness to the caster and
the degree of change it exerts on its targer. Effects that
will have only a small impact on the course of a story
merit low ritual levels. Ones with the potential toabruptly
change the direction of a storyline demand high levels.
Similarly, cffects that bring about widespread or obvious
change require high ritual levels,

Although the level determines the standard difficulty
ol a ritual, the Storyteller can always add additional require-
menits to limit the use of a mighty effect. The most reliable
of these is a blood point cost. Start with a cost of 1 Blood
point per ritual level and adjust as necded. A Storytellermay
also require the expenditure of rare or valuable items in the
execution of a ritual, stipulate that it requires the help of
assistants or other thaumaturges, extend the time requined
to cast the ritual or lmit the duration of its effect. Never use
the exact results of a botch asa limiting factor, even if they're
especially nasty. Botches should never be predictable so
that Storytellers can enjoy free rein in deviously firting
them to the circumstances at hand.

{Players can always build limitations into their de-
scription in advance, hoping to sway a Storyteller to
their cause. Some Storytellers may wish w evoke the
rigors of the research process by refusing o suggest
limitations themselves. Instead, they'll simply rejecr the
ritual as written and send the player back to l]}w drawing
board without specific guidance as to how to improve it.)

Onge playerand Storyteller have by whatever means
arrived ar an acceprable rirual, the character may at-
tempt to make the ritual part of the Tremere canon, and
to leam it herself. The amount of time she must expend
in researching and rehearsing the ritual is as follows:

The cimes listed here assume that the thaumaturge
!.[H:mis r}ll." vast I'H.I.Ih 'Hf i'it'l' ﬂ'ﬂ'ill’tll CLme on ﬂ"l 1= IH-I"IRII.'
ritusl and that her other obligations do nor prevent her

Level Time for Original Research Time Before Another Try
One | Month 1 Week
Twa 3 Months | Maonth
Three 1 Year 3 Months
Four 3 Years | Year
l Five 10 Years ' 5 Years




Research Successes Performance Successes Result II

0 (1] The ritual has not been created. Any further attempts the thaumaturge makes
to create it (or something very similar) are doomed ro fail.

I+ 0 The ritual has not been created. The thaumaturge can try again by spending
the time listed above under “Time Before Another Try."

2+ 0 The thaumaturge has successfully created a ritual she does not herself yet fully

understand. After devoting the retry period to additional research, she learns
the new ritual, with no further rolls required.

0 1+ The ritual has not been created. The thaumaturge can try again by spending
the time listed above under “Time Before Another Try."

0 2+ The effect manifests itself, but the thaumaturge can't repeat the ritual or teach
it to others. She can try again by spending the time listed above under “Time
Before Another Try."

1+ 1+ The ritual has been created; its effects manifest themselves.

from devoring at least 30 hours aweek o research. At che
end of this time, she makes two rolls. Normally the
vampire may proceed with these rolls only if her dots in
Rego Magica exceed the level of the ritual by at least 2.
The first 1s an Intelligence + Occulr (difficuley 5) roll;
this measures her success in researching the ritual. She
must then actually perform the ritual successfully; the
second roll is therefore thar of the ritual she wishes to
create. Results vary depending on the successes scored in
each roll, as per the following chare.

Alter successfully creating a ritual, the thouma turge
ws the only one whoknowsit. [F'she wishes to share it with
others, she can teach them dicectly, or write down
detailed instructions in a book oron ascroll. Writing the
ritual down makes it easier for far-distant colleagues 1o
learn, but also creates an opportunity for rivals to pilfer
acopy and wicld the effect without permission, Ceoris’s
rescarchers are highly jealous of one another and never
casually share the fruits of their research. They loosen
their grips on their magical secrets when they wish o
cement alliances, setde grievances or provide compen-
snon for services rendered.

ComBininG EFFORTS

Thaumaturgss can overcome limitations on the cre-
anion ol piah-t or rituals by working in concert. To find the
single effective Rego Magica mting of a group of researchers,
subtract | from the Rego Magica score of each participating
mehividual, and then add them rogether, Only one of the
rescarchers may make the rolls necessary for success.

The ability 1o combine research efforts exerts a grear
influence over Ceoris politics. The research assistance of
other blood magicians is a highly coveted commadiy,
The offer of assistance is a powerful inducement, and is
often wsed 1o settle feuds or bartered for other potent
favors. For example, Mendacamina once persuaded
Epistatia to bring a mage she hunted back 1o Ceoris as
prisoner instead of killing him on the spot. She did this by
promusing to aid her with her latest soul migration ritual.
(Mendacaminawanted toslay the fellow herself — slowly.)

...‘llv"..v‘_._

CIRcUMVENTING RiTunl
LEVEL LIMITATIONS
Thaumaturges can create ricuals of levels higher

than their Rego Magica would normally allow rar-

ings by first researching similar but less effective
l"lll.lﬂ[.‘rr h“l 1.11.“ .lhl'T t'l-l.ll;td up toa major l.ll..‘iul,i We
ery via a process of grsdual development. They may

act as if their Rego Migica dots havemicreased by 1

fae cach lowerlevel related ritual thiey have created

inthe past (up to 3 maximum number of bonus dots

ecunl tvher true Rego Magica mting Y.

! AL fall into disige piver

. beeakthrough Foran

& developmental tal, sce “Populaning

Night's Garden” (onpal 14). Goe X, Maberiezata and

Virstania developed dhagringl guwards" At Our

Command I Breathessee i) vnly Virstania

retains any interest inpedommng the leser ritual
Another exdmpleof el el ritual is

Epistatia® *Displacement of the Poeuma™(p. 113).

Fur Vears :ll'lt !-l.w.ll;vd over ritunls to catme a =oul o

migrate from its body. She has ver to achieve her

ultimate end; she is now studying the Dhisplacement
of the Pneuma's effects with an eve towards the
creation of a more effective fourth-level rmal.

A chantry lord has the right to order one practitioner
of Rego Magica to assist another. Thaumaturges bitterly
resent being forced to abandon their own projects to serve
acolleague’s interests, so a wise lord uses this rule sparingly,

PERDO MAaGicr

Cainite Tremere continue to exist cheek-by-jowl with
unturned magi, and wisely fear their abilities. They adapred
the following path from Hemmetic practice in order o
defer themselves against mortal colleagues. When per-
forming countermagic, the thaumaturge makes o dismissive
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gesture, as if swatting away gnars, and speaks a brief incan-
tatiot. The path offers several diozen of these incantations,
each of them comresponding to a force or element com-
monly present in magical workings. The incantation to
dispel fire magic includes a reference o water, for example.

The path partially counters other rypes of sorcery,
including necromancy and the Serite, Assamite and
Koldunic practices. Perdo Magica does not counter non-
surcerous Disciplines, however.

Perdis Magica will prove its usefulness soon, when
Howse Tremere is bunned by the Order of Hermes, usher-
ing in an eighoy-year war ngainst their former fellows.
When the war ends, the Tremere leadership discourages
the use of this path because it is also effective against
Thaumaturgy. The clan's most powerful thaumaturges do
not want athers to know how to swat away their deadliest
wurkings. By the time of the modem nighits, the Order of
Hermes will have altered its practices enough to make
Perdo Magica ineffective, while the Tremere concentrate
on undoing their intemal enemies” workings. In the
misdem m:,,?‘:ﬂn. it becomes Thaumaturgical Countermagic
(see Guide to the Camarilla, p. 108).

System: The vampire may nullify the effect of any
Thaumaturgic or Hermetic path or ritual, provided that his
rating in Perdo Magica equals or exceeds the dots of the

ath power or the level of the rinual. The player spends one

lood point and rolls a number of dice equal o twice the
characrer's Perdo Magica mting (difficulty equal to thar of
the effect being nullified). Each success he rolls cancels out
a success scored by the opposing magician, When counter-
ing parhs and rituals which are neither Thaumaturgic nor
Hermetic, the vampire's Perdo Magica die pool is halved.

THAUMATURGIC
RiTuars

Ceoris is currently the center of Tremere leaming.
In the emerging art of thaumatungic blood magic, it is the
first umiversity. As such, it 1s home to a variety of unique
and new rituals, many of which are unknown beyond its
walls, Unless otherwise indicated, all rivuals require the
standard Intelligence + Occult (difficulty 4 + level of the
ritual) roll. The default time to cast a ritual is five
minutes per level,

Lever ONE RiTauars

Tue CarrioN Fry DELAYED
This nitual allows for the preservation of body parts
from living (or unliving) beings so that they can be used
in rituals demanding fresh ﬂﬁ-,r components long after
being hewn from their original owners. The caster must
mike a series of incantations before vivisecting the
living victim. He conducts the vivisection and then
asses the desired parts through smoke from a censer
iming alchemical sales.

HOUISE OF TREMERE

Creative vampires may devise other uses for the
ritual. Forexample, it is more disheartening to the kin of
one’s enemy 1o a fresh-looking head in his lap than
to deliver a mere skull. [t is also useful in the formation
of alibis; by the time discoverers find a body treated in
this way, the caster may have traveled many leagues
away, leaving a corpse that looks fresh-killed. This ritual
can also preserve blood for later consumption.

System: Simple success preserves five blood points or
100 pounds of meat from a single specimen for up to a
week. Players can spend addirional successes to extend the
preservation time {one week per success) or the amount
preserved (five blood point/100 pounds per success).

Historical Note: The advent of refrigeration makes

this ritual a relic of the past.

Now Irs Siur 1s Ounrs

This ritual creates a scrying device which can be wed
toohserve enemies and evenis from safery; Poul Cordwood
devised it for his use and thar of his spies. The ritual
TELJuIIres lhmrl'l'l.l.'h. ,g{lll.h"“ [‘III'IL u I.l"ﬂmh I#""’Ii’l‘L = ] '\I.'I'L'.I"
golden claw cast in the shape of a rooster's foor, some of the
caster’s vitae, and a human victim with at least one
healthy eye. As the ritual begins, the victim is on her
knees, bound, gagred and blindfolded. The ritualist (oran
assistant; usually two helpers are required to restrain the
victim during the stage to follow) removes the victim's
blindfold and shines a bright light into his face. Using a
caliper, the vampire plucks out the desired eye, taking care
not to unduly damage it. While assistants remove the
victim, the rirualis iks a series of incantations and
pierces the eye with :I::mn. He artaches the pin 1o the
wire and the wire to the claw, dmaws the eye theough the
smoke of several censers as a preservative measure and
then dips it in a pool of his own vitae that rests in a golden
bowl inscribed with the image of Thoth, Egyptian god of
knowledge. The vime is then drawn off, placed in a
solution of preservative salts and essences and saved.

The device can now be placed in any location the
vampire wishes to survey from a distance. The claw is
used to secure it to a surface. Needless to say, it must be
well-hidden from observant targets.

To see through the eye of the device, the user (who
must be a vampire, but needn't be the original ritualist)
ingests the vitne potion. The device uikes over his visual
perceptions; instead of whar stands before him, he sees
what the device sees.

System: The ritualist must spend at least 3 blood
points in making the vitae potion but is not limited to
that quantity. Each point yields four doses of the potion.

Using the device requires no roll, unless the user is fed
the blood unwillingly. In that cose she may mwoll
Willpower against a difficulty of 9 to resist the vision. The
image flooding the user's vision is flat; a single eve yields
no perception of depth. It is purely visual, conveying no
sounds, smells or other sensory information. The user may
vary the duration of the vision by altering the quanriry of




the vitae potion she drinks. [t lasts for ten minutes for
every dose consumed. The potion does not also nourish
the drinker; it can't be used to increase her blood pool.
The eye remains potent until destroyed but is uscless
withour the correct potion of blood. The original
thaumaturge, and only the original thaumaturge, can
perform a new ritual using an existing eye (and no new
victims) to gain further doses of blood. Each time thisis
done to a single eve. the ritual difficulty rises by 2.

LeveL Two RituaLs

Dust oF REMEMBRANCE

Curaferrum devised this ritual to alert him to signs
of disorder in hischantry. To pedform it, the thaumaturge
severs one of her fingers, allowing it to crumble
corpse-dust as he grows a new one. She combines the
dust with myrrh, wine dregs, silver powder and sale
extracted from the tears of a child, allows the mixture to
dry and then performs a series of incantations. The resulr
is several drams of whitish powder. The thaumaturge
sprinkles the powder onan object of interest to her, If the
object is moved while she is not in its presence, the
thaumaturge feels a sharp pain in her regrown finger.

The castellan uses this strategically by placing dust
on certain doors o know when unwanted intrusions
occur. He also sometimes makes petty use of it. He might
place the dust in linen closets to catch out the mortal
servants, of on a tapestry depicting Etrius, tosee who has
been splattering it wich paint.

System: The rinualist may sprinkle the dust on up to
twenty objects during the ritual. She can tell whlc]': of
them is being interfered if the player passes an Intelligence
+ Occule roll. The connection with prepared objects lasts
for one lunar month per success on the ritual roll.

MeMBrRANOUS APPROPRIATION

The raw marerial for this ritual is the reconsti-
tuted skin that Ep-:nn in the ritualist's alchemical
apparatus after a Cainite isattacked by skin earers (see
p. 123). Unlike other rituals using this material, the
thaumaturge must take care that the skin derives only
from a single individual. The ritualist kneads the skin
like bread dough, then cooks it in an oven heared not
by flame, but by distillate of vis (sce p. 129). She
removes it from the alchemical oven partway through
the cooking process and then sculpts it into either a
right hand or a mask-like visage, She retums it ro the
oven, periodically basting it with alum, pine resin and
powdered serpent scales.

System: When the nitual iscomplere, the thaumarunge
possesses an object with a link to the individual whose
skin she used. It may be a disembodied hand or & mask. If
the victim is conscious, either item will begin to pulse and
twitch and within moments begin to reproduce the subject’s
movements as he makes them. Distance between victim
and item proves no impediment.

o
-

The item mast be properly displayed w allow the
movements of the hand or face to be clearly seets. A hand
is placed on the end of a series of copper nxds, constructed
to provide an arm's range of movement, a mask in 2 rounded
metal frame. The viewer may then deduce the current
activiries of the vietim from the articulations of the hand o
the expressions of the face. If the victim writes something,
apenmay be placed in the hand to provide an indistinguish-
able facsimile of the document. The mask hoasts 2
well-formed mouth, lips and tongue, and reproduces all
soundds made by the victim. (A touch of an agate-tipped
wand induces it t silence, if the user so desires. Two quick
touches gets it talking again.) Once created, the ritualist
may give it to someone else with instructions for care,
The ritualist may ar any time sever the connecrion
between victim and item. In the case of the mask it is
sometimes useful to do this. The mask retains its articu-
lation, and can be worn on the face to disguise oneself as
the victim. When used in this way, the mask moves 1o
conform to the wearer's facial manipulations. Although
the false face seems real and s difficult to distinguish
from thar of the victim, it confers o the user no addi-
tional ability to mimic his chamcrenstic expressions
The ritualist cannot reestablish a severed connection.
The skin that makes up the item s in some sense
alive and must be kept that way. The user nourishes the
hand by bathing it in a blood and water solution once a
week. The solution requires 3 blood points 1o make

IT STEALS Your WHISPERS

The rinmlist creares a device with which he can hear
soundbovera greatdistance. Abodesigned by Paul Cordwood,
it s similar to the ritual Now lis Sight s Ours (p. 110), with
the following exceptions: The body pant taken from the

an victim is an ear; the nnmlist must saw it off with o
small, silver saw, on the handle of which appears an image of
Haxles, Greek god of the underworkl, The ear is dipped in the

re's vitae, which is then drawn off into an elixir. The
ritizalist coats the surface of 4 Copper hom with the Vi

System: Assuming a successful ritual, the vampire
has ereated an item which can then be secretly placed in
a location of interest. It captures any sound within
human eanshot of it, sending it to the copper hom.
Anyone drinking a portion of the elixir hears the cap-
tured sounds. The rtualist player must spend ar least
three blood points, but may spend more. For every point
spent, the ritual creates one dose of elixir

The duration of the remote hearing depends on the
amount of elixir the user takes: the effect spans 10 minutes
for every dose consumed. During this time he is unable o
hear sounds emanating from the area around him, The
elixir is not nourishing: the drinker's blood pool does not
increase. The magic disregards distance or obstacles be-
tween ear and hom. The device does not clarify mufiled
sounds or translate languages unknown 1o the listener

Like an eye in Cordwood’s other ritual, the ear
remains potent until destroyed, bur is useless withour the
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COFFect potion of blod, The |~H|!r|‘|..|| ﬂ'l.llll'l'l.'lrllTL“l'.'. ainud
miy the original chiumaturge, can perfonm o new ritual
LN A et ing cur |..|l|:-.hu-l-[|.r WV !qllqh!'.u'|_:.|lnll|l'[|'|{'t

of bloced. Esch time this is done with o single ear
cufses the ritual _i:'!u_nu:ll,_ by 2

Your Fare Suau, Be KnowN

The thoumaturpe exchanges blood with o willing
participant who may be cither o Cainite or ghoul, The

l.]: TRRR AT il Ii'.-.'|. LEsEs

a sl polden needle 1o pen-

e of the subject’s eves and withdraw a ynall
wnount of vitreous humor, the jelly-like substance dhae
fills the eveball. She twkes on sgare or orther semi-
precious stone and rubs the humor onto i Ower the
Comarse ol @ '.-'-I'I'l\. 1!51 e B E I" i'h‘-d,'h{ |1'|IHH|L"I"L il SETIes l|1
ilchemicnl vapors. A human-lke skin forms around the
eem during thes process, When it is complete, the skin
splits In owo, revealing thiar the gem has become an eye

Pl Caonrdwood -!ﬂ *-1:1'.1.'-| rhl. ritual to I'-:l.'rp track of IIL‘-
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System: Performing the ritual (whether successiul
of net) conses ome level of lethal damage w the con-
cerned vampine or ghoul. A botch may result in additional

lisvels of damage or blindvess ar the Storveeller's discre
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tion, although the regenerative abilities of vampines
mean such an affliction is often temporary
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into torpor, the lids of the eyes close shut. They open
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the eye crumbles into dust. The eye therelore servesas an
indicator of the user's peneral fate.

s
LeveL THREE RituaLs
CRUCIBLE OF SYMPATHETIC AGONY

Mendacamina, Ceons'schief torturer, petforms much
of her ministrations using perfectly mmndane and effec
tive technigues. She has, however, bent her thaumaturgic
talents to pushing back the frontiers of pain and penu-
sion. Urucible ol Sy m]'l.ll!h-,'lh_ Apony disassociates the
torture victom's basdy !.TlIiI]JII.l..;‘.IIﬂI lwence et |.r1u.|.h-un.|.
many mentil stronghalds. 1t is ideally suited to creating
obedience bur does have orher uses

Two victims are |‘|.|| e 1 :L::-tl:wr oni iuru: iron-shod
bed so that their feet touch. The ritunlist sews the soles
of thetr feer topether. I the vicrims are capable of orgasm,
assistants work o stimulare each, with the object of
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ritunlist has o Cainite collubormtor, the two of them
stmultaneously feed from the subjects when climax comes,
so s o intensify the effect. Then the thaumaturge beging
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The second subject feels all of the agony suffered by
the first, but remains physically unharmed. Thesuffering
of the first subject batters down any resistance he could
otherwise muster against cmcking under torture. [f the
first vicrim is shain, the second feels wha it is like to die.

System: If the chaumarurpe is wing the ritual a8 a
simple aid to torture, successes on the player’s rimual roll
add 1o his dice pool for a subsequent torture or interroga-
tion roll. If the ritual is used o create simple obedience,
however, the ritual roll iself is opposed by a Willpower
toll from the victim's player. [fthe ritualist obtains any net
successes, the victim agrees to carry out whatever instruc-
tions the thaumaturge issues w him, shor of killing
himself outright. If the thaumaturge's successes exceed
the victim's by two or more, she can, at will, re-evoke the
pain experienced by the victim during the height of the
ritual, provided she can make eye conmact with him.

If the th 's anders place the victim in immedi-
me mortal danger, the Srorvteller may allow a second
Willpower roll (difficulty 8) to resist the commands until the
danger . A wictim under orders has a broken will and
alth not in a trance per se, appears listless and spent.

IDISMLACEMENT OF THE PNEUMA

A prisoner is suspended inside a frame of copper
tubing, secured to it by an elaborate system of leather belts
and irom chains. Clamps are placed on the victim'seyelids,
forcing them open. Copper clips are clamped onto inci-
sions in the victim’s neck, over his heart, kidney and
stomach, on his genitals and inside his rectum. Alchemi-
cal vapors are wafted onto him, with the aid of a bellows.

If the victim out from pain or terror, the ritual must
be mpmm he recovers consclousness.

Amn animal, such as a poar or ewe, (s led into the room.
Itisplaced inn cage and also incised at various critical points
of its anatomy, and clips attached. The clipsconnect tocat-
gut strings, which all lead w a simmering var. The
thaumaturge performs incantations to draw the energies of
EXITa ';r:rtim into the vat. She ritually “slays” the
prsoner by drawing a dull blade across his throat. The blade
is hollow and contains a quantity of her own blood; a lever
on the rick blade releases the blood, which gushes down
vt the victim's chest. The ritual works best if the victim
ke unaware of the trickery and momentarily believes he's
seeing his own throar being slashed.

Ax this moment, the thaumaturge shouts o word of
power into the victim's ear, as loudly as she can. If
successful, she shocks the victim's soul out of his body. It
ravels through the clips, along the cat-gut, into the vat
and then out into the body of the animal.

System: One success means that the victim's soul
has been separated from the body, but has not aveled
into the animal. The vicrim might as well have been
murdered by mundane means. There is no known way to

to torture one subject with i
bathed in alchemical sales

retumn the soul to the body, although it may linger as a
ghost at the Storyteller’s discretion.

Twosuccesses indicate that the soul has indeed maveled
into the animal, but cannot be retumed. The victim lives the
rest of the animal's lifespan trapped in its body. It lacks the
animal's instincts and may be ill-equipped o survive. A
semblance of the victim's intellect, shom of memory, desine
or willpower, remains in the human body. The soulles being
is sugpestible and follows instructions given by the
thaumaturge, but oaly if they do not require interpretation
It continues to follow the instructions when our of the
ritualist’s but onlyfora few minutes. Afteric realizes
that the is no longer present, it simply stops. It
cither remains ing or cutls up on the ground in the fetal

ition. Without volition, it doesn't even seek its own busic
survival and will die of thirst if not ordered 1o drink.

Three successes allows the thaumaturge o retum the
victim's soul to his body at the ritual'’s conc lusion. The victim
retains no memory of the time his soul spent outside his body
Four successes notonly allow the soul's retum to its hody, but
permit the victim toreport sensaitions he experienced both m
the animal’s body and during the oansmigration. In esch of
the latrer two cases, the soul remains rransgressed for approxi-
mately two hours, less ten minutes for each point of the
victim's Willpower. The victim's player can nullify the effect
entirely by spending Willpower points in excess of the
ritualist’s dots in Thaumaturgy.

Note: This ritual is a work in progress, the most
coherent expression so far of Epistatia’s researches into
soul migration. She considers it successful if she isable ro
glean memories and impressions from the victim after-
ward. She keeps careful notes of these extra-bodily
sensations, hoping she will one day be able o use them
to design a more complete ritual. Her ultimare aim is 1o
be able o Iﬁm a victim's body ar will, with no
permanent harm to either soul. She continues these
investigations out of curiosity, even though the house
has found a different replacement for Hermetic immaor-
tality. She does not know where they will lead, but is sure
that there (s power in them.

IcHor oF THE HEXAPED

The hexaped is an unusual form of Gangovle that tricks
its vicumes and, when it confronts them, coss them in a
substance establishing a psychic link between victim and
hexaped (see p. 124). In onder to make we of the link, the
vampire uses thisritual tocnash the juice from the hexaped's
body for distillation. The hexaped, which must be conscios
during the ritual, is lowered into a gigantic, man -sized press.
Ale less intelligent than other Gargoyles, the hexaped
generally realizes what is about to happen and fights to free
itself from whatever restraints its captors have put on i If
it does escape, it certainly artacks its tormentors. If it does
not, the bearens lower it into the press and then stuggle 10
place heavy planks over its top, preventing the hexaped
from springing out. Then, as the vampire chants and draws
aseries of arcane sigily in the air, the assistants begin to um
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the lage wheel that controls the vise-like press. The
hiexaped squirms on the wire mesh flooring of the press. As
the two halves of the vise squeeze the life out of it, its blood
and other juices drip down through the mesh and collect in
a copper trough below, The shudgy mass drips from there
into a silver bucket. When no more ichor can be

from the beast, the vampire takes the full pail back to his
laborsory, where he mixes it with myreh, copper powder,
wine dregs and smme of his own viee. He d‘lﬂhﬁm itinto
a shallow silver bowl about three feet in diameter. After
another round of chanting, sccompanied by the buming of
six kinds of incense, an image appears in the greenish-red
liquid in the bowl. When looking into the bowl, the
thaumaturge can now see a blurry representation of what
the hexaped’s victim sees. [fhe beans forward and concen-
trutes a bit, he can hear the victim's surface thoughts like a
quier voice in the back of his own head.

Epistatia is responsible for the creation of the
hexaped. She made it for Paul Cordwood, to show the
inefficacy of his own perty rituals. Though ar first both
annoyed and appalled by her gesture, he has since had
occasion e usefully employ them. Like the simulacra
{see p. 126), he finds them as useful for their demoraliz-
inig effect on those unlucky enough o behold them as for
any information they might gather for him.

System: One sucoess allows watchens 1o see whar the
victim sees; two are required to hear his thoughts. Unless the
vampire got three or more successes, the victim experiences
a huunting sense of surveillance whenever the :
looks into the bowl. The liquid must be refreshed with a point
of the thaumarurge'shlood every week. fnot, it congealsinto
a clotted moes and no longer receives images.

Historical Note: The Tremere's use of hexapeds
largely comes to an end when they join the Camarilla
and accept the terms of the Masq

Porarate NiGHuT's GARDENS

With this ritual, the vampire creates a hybrid crea-
ture fromanimals of two or more different types. Virstania,
Malgorata and Goratrix established itasa prelude to the
Gargoyle project with some assistance supplied by
Epistatia. Only Virstania continues as an enthusiastic
uset of the ritual, the results of which she seems to enjoy
tor their own sake. The others find her obsession with
the hybrids gratuitously morbid and are glad o pur
behind them their memories of its creation.

System: The ritual takes place in stages. The vam-
pire can leave as much time as she wishes between stages.
The player must succeed at each stage before the vam-
pire can proceed to the next; faillure at any stage does not
invalidate previous successes, however.

* Stage One: Vivisection. The vampire vivisects ar least
three Iving specimens of each animal type o be hybridined.
She draws exacting disgrams of the creatures’ anaromies,
naming the parts. The process tkes two full nights of work,
afterwhich the player rolls Dexterity + Medicine (difficulry 5).
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. Two: Finding of Correspondences. The
vampire identifies the qualities she wishes to invest into
the new creature. She consulis scholarly texts concerning
the natural world. She takes preserved parts of the crea-
tures vivisected during the first stage and barhes them in
alchemical substances. Through these means, she deter-
mines which parts of the creature house the qualities she
secks. For example, she may wish o create a centipede
with the l‘lﬂklﬂﬂ insunces of o bloodhound. She Ty
surmise that the instinets are resident in the bloodboungd's
snout, but must confirm this by subjecting a snout 1o
ilchemical testing. When she is satisfied thar she has
located the correct body parts, she proceeds. This process
takes roughly two nights of research after which the
thaumaturge rolls Intelligence + Oceult (difficuliy 6).

* Stage Three: Constructing the Fetal Entity. She
then takes a living specimen of each creature to be used
and vivisects it. She puts aside the vivisected parts iden-
tified during the finding of correspondences, as well as any
required 1o give the animal its desired anatomy. (If she
WIS a centi with the head of an owl, she must have
an owl's head and centipede’s body.) She places these in
a sac made from the uterus of a cow, sheep or other large
animal. She then places them in a gestation chamber. This
may be a barrel filled with a uterine solution creared by
alchemy. More powerfully, it might be the womb of
creature created by a previous casting of this nitual to serve
a5 a birthing device for further horrors, (The creature in
Virstania's Birthing Annex, p. 67, provides an example of
this technique.) This takes a few hours of work, after
which the playerrolls Dexterity + Medicine (difficuly 6),

¢ Stage Four: Donning the Creator's Mantle.
Using an astrological ephemeris, the vampire caleulates
the amount of time required for gestation. When the
creature is ready to be bomn, she opens the gestation
barrel or makes an incision in the birthing beast's belly.
She pulls the newbom creature loose and breathes the
smoke of bumed blood salts on it with a bellows. The
vampire must now exercise great caution, us the new
creature may immediately attack, especially if ir was bred
for viciousness. The minimum duration of gestation is at
the Storyteller's discretion, and the player rolls Intelli-
gence + Occule (difficulty 7). The use of a living womb
during stage three lowers the difficulty of stage four 1o 5.

The amount of blood wed during the final stage
depends on the new creature's desired game statistics. The
player must spend 3 blood points for each dot of Strengrh,
Dexterity, Stamina or Perception and 9 blood points fir
ench dot of Charisma, Manipulation, Intelligence or Wits,
which animals generally do nor possess. Alertmess, Brawl,
Dodge, Intimidation, Stealth and Survival also cost 3 pomis
per dot. Animals imbued with Intelligence may, st the
Storyreller's discretion, use other Abilities, at a cost of 5 per
point. Every point of damuge done by creature when it
artacks costs | blood point. Infrequently-used atacks may
cost only half a blood point per point of damage. The
Storyteller may levy additional blood costs for special




atmacks or abilities, such as poisonous bires, petrifying gazes,
unisual senses or exotic methods of ion.

The final of the ritual may take place over a long
period of nnw.u-].l‘fwim the rinualist w store up the
blood. It is also possible w collaborate with othess, drawing
blood from apprentices. Virstania's Gargoyles are worship-
fully ready to assist her whenever she calls on them for Blood.

The ritual creates short-lived creatures; they dic after
a numbser of days equal to the blood spent on the final
stage. Neither does the ritual grant the caster any control
over the creature. However, both problems can be solved
if the vampire chooses to ghoul its creation, which granes
lhr !llilnil.ilnl }li'-':mtw l_{lﬂflﬂf\':w m! l:‘!l.'lh‘n.cf

The creatures are infertile, but the caster can attempt an
addivional Intellect + Occult roll (difficuley 8) ar the conclu-
sion of Donning the Creator's Mantle. I succesdul, the
creature is fertile and may be bred with another specimen of
its exact type. (Ghoul creatures lose whatever ferrility they
once had. ) Beeeding the creatunes requires an Intelligence +
Animal Ken (difficulty 7) roll. It takes up to five days before
the success of the attempt is determined. One specimen is
bom for each success. Bred specimens are of N X,
usually fertile and enjoy lif about thirty times longer
than theircreared parents. $ KN PENETITIONS MAINERIN
the fertliey and longevity of their parents.

Historical Note: When Virstania leaves the Tremere,
the rinual is forgorten. Although copies of it still exist in
Vienna chantry and afew other chantries, modern Cainites
would hesitare before risking the Masquerade with large-
scale production of hideous hybrid beasts.

Quicksiver EEL

By mixing various alchemical substances in his labo-
ratory, the thaumanurge createsadevice which can burrow
into the flesh of a mage and steal his will. The ritual
produces a writhing ball of quicksilver abour the size of a
man’s fist. It must be placed in a non-porous container for
transpore. A glass flask with a stopper works best.

When the user (who need nor be its crearor) finds
himself in the presence of a moral mage, he releases the
device from its container. (In a combat situation, he
might lob the glass flask to smash at his enemy's feet.)
When released, the device comes to a semblance of life,
resembling a silvery liquid tadpole with a face full of
dagger-like teeth. Tl'll."i'\-'icr launches itselfl at the clos-
est magician, burrowing through clothes or shoe leather
into his flesh. It works its way up the victim's
skeleral strucrure from withan, riding up the spinal col-
umn into the brain. From there it begins to devour the
victim's will and with it his ability to wield magic.

* This rirual was devised by Epistatia for use in weaken-
ingoreven destroying the mortal mages she must sometimes
hunt down. She finds this manifestation of her creativiry
endlessly fascinaring. She sometimes sits by a victim's side
as the device takes its toll on him, verbally taunting him as
his willpower flickers away like the wick of a dying candle.

System: If there are no magicians (characters with
dots in any path of hedge wizardry or other supernarural
powers) within a hundred feer of the quicksilver eel
when freed, it beelines in a random direction until it
linds one or loses its potency. The device remains potent
for a number of days equal 1o twice the successes of the
player's role to invoke the ritual. The eel harms the
magician by devouring his individual will, thought by
hermetic magi 1o be the seat of all magical power. The
victim suffers no wounds when the eel burrows into him,
although he can cerminly feel it swimming up through
his flesh and sinew. For each day it remains installed in
the target’s brain, it permanently lowers the magician's
Willpower by one. Any path, numina or other mortal
supernatural Trait rated equal or higher than the
character's Willpower is also reduced by one at the time.

If the victim ‘s Willpower drops o 0 while the
quicksilver eel is still active, he rolls Stamina. Failure
means instantaneous death, as the tssues of his brain dry
up and erumble to dust. One or more suceess allows him
to linger as a mindless, drooling husk of his former self.

I the eel survives its victim, it may be extracved from
the body. If distilled down, it provides 2 poines of vis for
every point of Willpower it devoured. The type of s
matches that most often used by the victim.

LevEL Four RiTuaLs

Tue BRoONZE HEAD SPEAKS

Mendacamina devised this ritual to counterisce avexing
limitation of the Auspex Dhscipline. While the Steal Secrets
power makes it possible to experience the surface thoughis of
a victim, the resles are often a wries of annoying visual
images. When secking the plansand secrets of the enemy, the
Tremete require precision. When they ask a prisoner where
the nearest Tzimisce haven is, they want an exact description,
not a cloudy vision of a babbling brook and a moonlin brdge
This ritual permits the desired exactitiade, at least when the
subject isnbound and helpless prisoner headed for vivisection
on Virstania's lab tables

As assistants chant an elegy to lost souls, waming
them that another doomed one is about to join them, the
ritualist rubs the victim's head in an alchemical silve
that saps the will, melts off interfering hair, and softens
the skull. She then takes a flexible bronze wbe (a
cannula) with a sharpened end (a trocar) and jabs it
through the prisoner’s right temple and oninto his brain.
The twbe s attached 10 8 manually-operated pump
Assistants tumn the pump's crank wheel throughour the
rest of the process, drawing the victim's pulped brain
matter through the tubing to a large bronze head. The
head is expensive to produce and must be made by master
craftsmen. It stands about two feet high and has an
articulated jaw for speech. Its eyes are balls of ivory
suspended in small, liquid-filled crystals; these bobble
around whenever the victim suffers 1 jolt of pain or pang
of regret from the secrets it hears revealed.
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Unice the head sputrers to its semblance of lile, the
ritualist may ask n gquestions. The heads knowledpe is
restricted to the memones of the victim, but the unwilling-
s of Eling memory of the prisoner poses no impediment
tothie hacond, Thee heead can dvedge dowa ineo his mind 1o free
up bong-bured remiembrmnces of his pre-Cainire life oreven
memones suppressed by magical means. The further a
miemory from the victim's comscious understanding, the
longer the head must take o scoop it out.

The head does not speak with the voice of the victimg
instead it has o mdimentary persona of its own, The head
at Ceons, dubbed Paracelsus, behaves obsequionsly, asking
alver Mendacamina's health and mking every opportunity
wo prase the perspicacity that led her to construct him. He
may abso make gnm jokes at the vicim’s expense or
volunteer humiliating information about him. {“This one
wie very sinful with hus sister when he was ordinary flesh.
P'm sad 1o say.”) When having a hard time finding an
answer toaguestion, it might exhort the assistants to pump
harder or warmn Mendacamina that the victim's now-
spongy |"l.|lh [ l.ln|l|u:|'ir (8] huH oit much |u_||'|gcr
Mendacamana s nor always amused by his bantes and may
onder him o silence himself, which he docs.

No two heads have exactly the same personality,
though all are in some way chillingly disregardful of the
vichim's suffering.

System: The thaumarurge's player rolls Intelligence
+ Okcculr (as normal), opposed by the victim's Stamina
+ Fortirude (difficulty 9). Each net success provides the
thiimaturge with one immediately useful prece of infor-
mation. The exact content is up to the Storyteller,

A mortal, or 0 ghoul without Fortitude, conniot
survive the process of having her brain pulped. Vam-
pires, espectilly those with Forrmude (and g[:mLﬁ with
that Discipline), have a chance of surviving because of
thetr inhuman regenerative abilities. The player rolls
Stuming + Fortitude (difficulty 9) and requires three
successes for the character o survive and end the rorture
session In torpor, Five successes leave the chamcrer
Incapacitated instead. Ghouls cannot enter torpor and
so need hive successes even to survive.

A vampire killed by the ntual can be vivisected for
the purpose of using him as raw material for a Gargoyle,
provided rhar his pieces can be used right away or
magically preserved.

Historical Note: Although Paracelsus is destroyed
with Ceoris in 1476, the ritual survived, and several
major Tremere chantries builr new bronze heads when
they found themselves at war with enemies. The ritual is
still in use today, 1ts intrusive capabilities hardly eclipsed
h"r lie detectors or truth serums.

FURTIVE INTEGUMENT
The thaumaturge creates one specimen of a quasi-
Ciargoyle called a velluma (see p. 127). The ritual takes

place in two steps. First, the magician consecrares a series
of glass flasks and beakers by seeking the blessing of a flesh
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¢lemental. Then she sends a swarm of the tiny, manufac-
tured insects called skin earers (see p. 127) out to dine on
a victim. When they do, much of the victim's skin appears
m rhl' Rl:m Apparaius Tl!'n.' ["I-Hl HMATUrge now I"l.ilﬁ- thl," AW
materials ro ereate a velluma. She flattens the skin with a
hot inon, raking care not 1o scorch it. Then she stretches
it out onto a wire frame whose shape mimics the outline of
the human body. She summons spirits of illusion called
phintasms and induces one to enter the fattencd sheet of
skin, which it then animates,

This ritwal was devised by Vistania ina convoluted
attempt to make further use of a previous creation, the
skin eaters. She presented the firt velluma as a gift 1o
Paul Cordwoad in a gesture of peace required when one
of her favored Gargoyles broke the neck of one of his
apprentices. Though at first skeptical of the things'
utility, Cordwood now encourapes her to create them for
hum. She doles them out generously, hoping o secure
Cordwood's support when she one day petitions Ernus
and Tremere o extend greater rights to her Gargoyles.

System: The player rolls Dexterity + Occult (diffi-
culty 6) for the ritualist o make a form suitable for
animation, and then Charisma + Occulr (difficuliy 6) for
her to lure a phantasm. The velluma lives for six months
per success i the larter roll. Because much blood is
spilled by the victim of the skin eaters, the ritualist need
not supply any of her own.

Historical Note: Virstania takes her notes on the
manufacture of vellumae with her when she leaves
Ceoris. Modern Tremere do not know the rinual.

LEVEL Five RiTauaLs

ATt Our ComMAND [T BREATHES

This ritual permits the creation of a Gargoyle from the
dismembered parts of slain Cainites and is the proces
through which the first of that line came into being. The
vampire (with assistants, if desired) rakes fresh-cut por-
tions from the bodies of vanous victims and sews |£~m
toge ther mtoa single humanoid form. She then sews a sac
made from an animal’s womb (wsually from a cow b
sometimes sheep or deer) around her ereation. The sac is
thensuspended ina cask containing an alchemical equiva-
lent of the womb's waters or placed inside an oversized,
specially prepared female Gargoyle for gestation. Duringa
period ranging from one tothree months, the thaumatunge
must periodically visit the gestating Gargoyle and perform
various incantations and hlessings. If she is away from the
pestation chamber for more than a week at a time, the fetal
Gargoyle dies and cannot be revived, Finally the Gargoyle
cither forces its way down the living mother's birth canal
or bursts forth from its cask. The rirualist must be present
towaft purifying smoke onto the newborn Gargoyle. Any
other Gargoyles within half a mile instinctively sense the
impending birth of 2 new brother. They feel a powerful
urge to flock to its side when it is born and lick che bodily
fluids off its skin. Although this custom helps bond the




Gargoyle to its new community, it is not a requisite of the
ritual. A Gargoyle can be bom in isolation.

System: The thaumaturge sews together pieces of
Cainites in order to form a full humanoid and to
grant various capabilities to the new Garpovie. The
corespondence of parts to capabilities is laid out in a
variety of ancient and arcane medical texts (for example,
the heart provides courage and resolve, the eyes percep-
tion and wisdom) but also depends on specific alchemical
Er:pamnnm. Physical beauty is beyond the ritual's capa-

tlities, though. All Gargoyles appear stony and vwisted.

The thaumaturge makes the ritual roll as the fetal sac
is put into gestation. The roll is Intelligence + Oceult
{difficulty 9 + one for each donor after the first). An
unliving womb (such as that of Alvusia, see p.67) reduces
the difficulty by 4. A single success allows the creation of
a Gargoyle chamacter built according to the standard
chamacter creation rules (see Book of Storyteller Se-
crets ). The basic blood cost of the ritual is 5 points foreach
Cainite used in the Gargoyle's manufacrure. Add an extra
5 points if the caster wants the Gargoyle 1o be fertile.

By devoting further years of research to the Gargoyle
arts, the thaumaturge may devise and construct variant
types like the hexaped, iecur orwomb-bearers like Alvusia
(see pages 124, 115 and 67 for descriptions).

Historical Note: The Tremere cease making Gar-
goyles after the Slaves revolr, and, as part of the Camarilla
negotintions, promise never to revive the rechnique.
The instructions for the ricual have been hidden, but not
destroyed. Some suspect that the Gargoyle Fidus occa-
sionully makes use of them.

MavueN HuMORs

Over the years, Virstania, Malgorzata and Goratrix
have devised a series of riruals allowing them to formu-
lare magical humors. All of these temporarily enhance
the capabilities of Gangoyles, but exact a woll later on.

Becawse these rather workaday rituals are low on
drama and visual interest, Storyrellers should gloss over
the actual process of manufacture. Each ritual requires its
own list of exoric ingredients, the exact nature of which is
lefr up to the Storyteller. The ingredients comespond with
the nature of the humor, For example, Serpent’s Cruel
Milk, a humor that grants the user a poisonous bite, might
recuuire a live, poisonous snake, along with other toxins.

The user can't just quaffa humor as he would a tankard
of ale. He must submit toa cedure in which
considerable quantities of his vitae are drained our with the
aid of a large mechanical device. The virae is admixed with
the humor, then minsfused back into a captive victim, who
may be a human, Cainite or large animal. (Humors using
the blood of Lupines or magi, whose blood has unusual
qualities, are likely to carry side-effects both unexpected
and unpleasant. ) The Gargoyle then feeds on this tempo-
rary receptacle, drinking his own lost blood, some of the

victim's and the humor. The entire takes at least six
hours. Receptacles lose three heall!n levels. They may also
suffer other ill-effects relared to the nature of the humor,
especially if used repeatedly for this purpose. (Those who
serve mn% for three times are subject to the blood
aath.) The su e remains dormant in the user's system
until he wishes to make use of its power. Then he speaks a
brief incantation which activates its inherent magic.

Unless otherwise noted, only the plaver of thie rirualist
who created the humor need make a wll. He makes the
standard Intelligence + Oceult roll against a difficulty equal
to 4 + level. A single success indicates that the vampire has
successfully prepared the humor and infused it into the
Gargoyle through the le. The Gargoyle's player need
not make a roll; unless tse noted, activation s suto-
matic as ongas the Gangoyle can speak the proper incanmtion.

Humors exist in what Malgorzata cuphemistically
calls “a stage prior to perfecrion.” In other wonds, their
often impressive effects come at a preat risk of serious
harm to their users. These drawbacks were built into the
rituals in accordance to the Law of Equilibrium, a Her-
metic principle which holds thar any magical action is
somewhere by a counter-action. By accepring
the ill-effects of the countervailing force, one can work
stronger magic. Humors are typically used only on Gar-
goyles, however, and Virstania wants ro make them safer
to protect her charges. This would entail creating new,
more advanced rituals of formularion based on the cur-
rent ones. The other thaumaturges, indifferent to
Ginrgoyle suffering, have moved on to other concems.

Although the Gargoyle creators have gone to no great
effort to hide the existence of the humors, not all of
Ceoris's residents know of their existence. Those who do
believe thar they work only on Gargovles. In fact, they'd
work perfectly well for other Cainites, wo. However,
Goratrix decided to shield other Tremere from the temp-
tationof using the dangerous substances — for the moment,
at least, No doubt there are circumstances sufficiently
alarming to prompt him, Malgorata or Virstania to set
aside any scruples they harbor, especially if the recipient is
a neonate, clan outsider or other low-ranking dupe

LEVEL ONE HUMORS

ADMIXTURE OF JUST ACQUIESCENCE

This is not a humor unto itself, but a substance mixed
into another humor to ensure that the recipient follows the
commands of the rtualist supplying him. The ritualist
instructs the recipient in the details of his mission as e feeds
on the receptacle. I, ar any point during the admixtune's
duration, the Gargoyle wishes 1 directly contrvene the
ritualist’s commands, the plaver must make a Self-Control
or Instinct roll against a difficuly equal to the rinalist’s
Willpawer. If he fails, the Gargoyle loses 1 blood point per
tum until he once again acts in accordance with E:s
instructions. Mothing prevents the user from acting agsinst
the spirit of the instructions. As long as he can make o




reasomable, liveral interpretation that suits his purposes, he
remains safe from its punishing effects.

Duration: Orne night per point in ritualist’s Willpower.

Dire Consequences: In some cases, the need o obey
the letter of the ritualist's instructions may prevent the user
from taking o necessary course of action, either o save his
life or successfully complete his sk, The admixture’s
creators eliminated any nisks the Law of Equilibrium might
have posed 10 themselves us beneficiaries of this magic.

Note: The Admixture of Just Acquicscence was
devised by Goratrix and is sometimes used by Malporzata.
Virstunia considens herself sufficiently well-loved by her
brood as to render unnecessary such coarse coercion.

LeverL Two Humors
ALE oF TrUE REMEMBRANCE

Py activating this humor as she commences o devour
the brain of a Cainite victim, the user gains his memories.
Upon completing her feast, she must roll Willpower
(difficulty 6); for each success dhe pains one decade's
worth of memories, starting at the present and moving
backwands in time, She cannot gain memories lost to the
victim himsell. She can recall o mind what the victim
was secing, heanng, feeling and thinking ar a specific
nme. The memones most accessible to her are those of
dramatic events causing an emotional response in the
victim. Moments of calm contemplation, such s the
memorization of i book, are harder to reach. Conjuring up
i specific memorny requires the player to make an Intelli-
gence roll agamst a difficulty set by the Storyreller. Dramaric
events impose adifficulty of 4 or even lower, while precise
academic details impose a difficulty of 8 or higher.

Duration: Access to the memories lasts for one hour
for ench point of the ritualist’s Willpower.

Diire Consequences: The memories of another are
not a simple thing o meddle with; they coan root them-
selves in the user's consciousness, taking ona life of their
own, When the duration expires, the Storyteller makes
nsecret Road roll (difficulty 8) on the player’s behalf. If
shie fails, the vicrim's memories arise to the Gargoyle's
mind unbidden. These overwhelmingly emotional
memories occur when the user can least afford disquiet-
ing distractions, and may increase the difficulties of a
wide vanety of rolls, They might even provoke frenzy or
Ritschreck. The Garpoyle suffers a number of separate
flashbacks equal to the victim's Willpower.

Drinacur oF Mowren Fury

The user not only ignores the debilitating effects of
wounds during the heat of combat, but usechis pain to fuel
mighty blows against his attackers. After the Gargoyle
activates the humor's power, his player makes a Will-
power rall (difficulty 7) each time he loses a health level
in combat. If successful, the player ignores any new dice
poal penalty and instead gains same number of dice
for the purpose of his damage rolls. For example, if a
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Ciargoyle goes from Mauled wo Crppled, the player would
normally lose three dice, taking him from -2 dice to 5. If
he succeeds at his roll, he ignores the loss, and instead may
:?vlf an additional three damage dice. This pertains even
if he already succeeded athis previows Willpower rolls and
does not suffer an actual penalty. He may apply his dice
bonuses from Drmught of Molten Fury regardless of any
other limittions on the number of dice he may roll. 1 the
Gargoyle reaches Incapacitnted or below he snll falls
Unconscious, enters torpor or is destroyed, s appropriare.

Duration: A number of torms equal o the
ritualist’s Willpower

Dire Consequences: The humor only defers the
effects of injuries, which the exertions of the user worsen.
Whl."n |I"I|.' hl.l"'l”lr$ l.!uﬁlhlll'l flp"f‘.iq '.IH- il[{llﬂlll]iﬂﬁl
penalties apply. The player must also soak against a
number umtr equal w the wial domage bonus he

enjoyed thanks to the humor.
PoTtio MARTYRIUM

The user may case hisown body toexplide matemible
eruption of flaming flesh. He is immediarely destroved and
arone within three feet of him suffers as if exposed to an
interse bonfire. Witnesses further away may be hir by
chiunks of the users burming mear, propelled as far as thiy
feet away. (The bystanders’ players should roll Wits +
Dodge against a difficulty of 6 to avoid the chunks.) Thus,
the Potio Martyrium provides an ideal weapon for use in
suicide attacks. Alchough it i possible w force a victim o
drink the potion, or trick himn imto doingso, it & the userwho
st activare its power by wishung for death. Te remains in
the user's system for an indefinite time. Thus it s possible to
unknowingly drink of it and, decades later, explode after
feeling a momentary urge towards ssicide.

Duration: Instantancous.

Dire Consequences: As noted above.

Mote: The Potio Martyrium was devised by
Malgorzata. Virstania fights against its use whenever the
other Tremere propose it, but is sometimes overruled.

Tue SErpENT'S CrUEL MiLk

As the user feeds, he replaces the blood he takes with
u cormsive poison which mkes a lechal woll on his victm.
The victim's player rolls Stamina (or Stamina + Fortinade,
it availnble Y againse adifficulty equal tothe original rinsalist's
Willpower. Victims who il suffer one non-aggravarsd
wound per night until they die or go into rorpor, or the
poison E:nn its effectivenes. A moral victim who be-
comes incapacitated by the poison may be kept from
slipping over the brink of death by a daily Medicine roll
{chi tr:ﬁtv 8, two successes required. ) The user's player can
spend a point of Willpower to prevent the victim from
suffering that night's wound, provided the Gargoyle is in the
victim's presence. ( This makes the potson an deal means by
which to threaten a vicrim into obeying the user.) One
vicrim may be poisoned multiple II.I'I‘H;'&%‘I'.' the same (or
separate) users, and suffer multiple wounds per night.




Duration: The user’s bite is potsonos for one turn pet
point of the rincalist’s Willpower. After the victim suffers i
effect, the poison lingers for thinee times that number of nighis.

Dire Consequences: One of the ingredients in the
humos is a bit of stolen mental energy from an Hnp of
other minor, malign entity. Sometimes this energy re-
mins some of the malignity of its unwilling donor, and
works spitefully 1o balance the wsefulness of the effect
with an umwanted resule. The “:lu-['n_.[r”:,'l makes o secrer
Stamumua toll (difficulty equals the ongimal ritualise’s
Willpower) on the users behalf, If the roll fails, he
poisons the victim of o 1-II]"\I.'I|HL'!'I| feeding whether he
wishes 1o ~!=' My O M T'|1r ";r.rnlrlh_f 1!4_':4_:"11["'1

r.l!'..E- .'[I:!r '-L'Il.lall -uIJLLH.'\Iqh‘:Hl h_':'-]"'l.k‘ BOCE WO dr}u'
paison in such a feeding only lastx for ane thind the
notmal number of nights, though

LEVEL THrREE HUMORS
Crustic Bue

The user cawses the skin of his hands (or another body
part, if desired) 1o oo 2 e substance which, if trans-
L‘IT!'LI Tis 1|||.' l'\:[\.‘*l'l.i =LI.1I o o YICTUT, ¢XCrs a a.I‘.|.1.|'.
debsiliraring effect. Ohier ehan it method of o 11||.;.;'|:|.-“r|1.
effectsare the same us The Serpent’s Croel Milk The player
TG T i |II1."-\' o |zt -Inl:E'lr."l'l.i'l'\ul.'..r:ﬁlll.l;]!"1_1]'_.' Thu'l'qll_'"'lll

Dhuration: The wer secretes the toxic substance forone
turn per poant of the rituales’s Willpower. Once applied, the
potson basts for thiee times that nammber of nights

Dire L?t'll"!!--.‘ﬂuvl'ln‘#.' The Liow ol |'.1I'!|'|-'ri':|!11 o
crudely in this instance. When the durition ends, th
Cargoyle’s player rolls Staming (difficulty 6). Failur
means that he also suffeos the bile's ponsoTInNg cifect

MEepicAMENT oF ResisTinG Fuesu
Inwvoking this humos inparts resistance pgamse the
dread Tzimusce ability to cradt o vietim's lesh like o clay
The humor redvces a Flend plavers dice pool for uses
ngainat the Gangoyle by half vhe ongonal eioaalise's Will
powet. 1f used by a Gargoyle formed ot least in part from
the body of a Tzimisce, it reduces the 7
by the ritualist’s full "'.,'l.:'[j TWer
Duration: Une hourperpomt of the ninualis's Wikl
Dire Consequences: In formuloning rhis ritual
Virstinian obeyed the Law of t'..-|u hbsrium by making the
LS I"L'\.l MTREE IO '-'IJ|.1'I|.'r.It'I1 fi [i: Tty || i bt
I'*.".'l TS l]"l‘ VICTam Of S 1|1'||}4_'- IT |l|"i|' Thi ITTRATLIT 0
etlect within one month of havine consumed the med-

timtisce dice poal

cament, the thaumaturge's plaver adds half the humor's
creator's Willpower o his dice poc] For thu effect alom

THe TeArs oF PHOERGS

.”!H wser resists the destructive eftects of sunliche
For every four full points in the ricunlise’s W i poeer, ol
difficulty of resisting damagee from sunlight & reduced b
1. down o a minimum of 1. (See the chart on p. 200 «
Vampire: The Dark Ages.)




Duration: Two turns for each point of the
ritualist’s Willpower.

Dire Consequences: The humor increases the user's
resistance to sunlight by stealing some of his future
ability to withstand ir. The user’s player must make a
Rowd roll (difficulty 7) when the duration ends, 1f she
fulls, the difficulty of her resistance during the Gargoyle's
next exposure to sunlight increases by the same amount
it was reduced on this occasion.

LevEL Frive HUMORS
SERUM OF PERPETURTING VITRE

Whenever the user’s player would otherwise spend
a blood point, he makes a Willpower roll (Difficuley B).
If successful, the humor causes the Garpoyle's bones w
penerste o compensating guantity of blood, so thar his
blood pool remains unaltered.

Duration: One night for each point of the
it Ihlll-'\-l.."- WI”P‘.‘“'#L

Dire Consequences: The Law n-l‘ uilibrium ex-
acts its toll in Blood when the serum’s -.!umunn enuls.
Thereafrer, the user gains only | blood point for every
twa points of blood he drains from those he feeds on.
The ill consequence lasts for the same duration as the
original humor. It may be staved off by taking another
dose of the Serum. When the duration of any dose of
thee serum ends, the vampire also suffers a raging hunger
for Blood as the Beast rises in him. The player must roll
to avedd trenzy (ditficuley 10) the nexe time he §s before
a source of mortal blood. Gargoyle keepers ger around
this problem by making sure to have a victim around to
sate the creature,

SeruM OF VauNTED EXHORTATION

Effect: The user more casily reststs Roschreck. The
difficulry of any Courage rolls is reduced by 1 for every
success scored by the ritualist’s player when formulating
|I"|.'|: 1"“.[““'“'

Duration: Two turns for each point of the
ritualist’s Willpower.

Dire Consequences: In accordance with the Law
of Equilibrium, the serum creates a magical deficit
that the user must eventually repay. It provides him
courage in the present by stealing it from his future
self. The user loses 1 die when he next rolls Cournge
without the humor's aid. The penaley remains until he
fails a Courage roll.

VARIABLE LEVEL HUMORS

Icnor oF Occart TRANSMISSION

Effect: The user may make one use of an individual
power froma Thaumanurgic path known to the formulating
ritualist. The ritualist must be able to use that power herself.
The plaver makes a Thaumanurgy roll when the vampire
creates the ichor, os if actually unleashing the power. (At
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her discretion, the Storyteller may make a secret roll on the
player's behalf.) This oll is applied against the relevant
difficulty when the user activates the humaor.

Toget the level of this ritual, add 2 to the level of the
path power it duplicates.

Duration: As per the power in question.

Dire Consequences: The blind use of magical powers
often causes a build-up of arcane energy around their ill-
trained user. These energies sometimes dissipate on their
own, but n-sal,r-.lud'mrgc all at once in amanner that reverses
the user’s original success. The Storyteller makes o secret
Wits + Oceulr roll (difficulty 6) on the Gargoyle's player's
behalf. Failure means thae he will suffera botch resule forthe

power in question before the end of the current story. The
‘imn,rtr_-iler times the botch for maximum dramaric effect —
that is, to create the greatest possible woe for the user.

SPAWN OF
THE WORKSHOPS

The Gargoyle bloodline is one of the great resta-
ments to Tremere power and Tremere folly. This slave
race is born of the thaumaturgic melding of severl
Cainite lines (Tzimisce, Gangrel and Nosferatu). 1t has
tumed the tide of the war against the Fiends, but also
fucls their hatred of the Usurpers.

The nature of Gargoyles is, much like House Tremere
irself, still in flux. They are Cainites, but imperfect ones as
yet not fully self-aware. Psychologically they experience o
very powerful, animalistic pack instinct. They protect each
other, bow before the Tremere they consider their masters,
i'lll! even Pﬂl’[ﬂkf in H::l.lﬂl fihiniil Thcsccnlmhnﬂﬁ canmet
produce offspring, of course, and seem to be more ahout
dominance and bonding within the pack than any pleasure.

The stony faced, bat-winged humanoid Gargoyle s
the culmination of a large amount of research and
experimentation. These peak specimens account for
about one third of all Gargoyles. The others are lesser
forms, deformed or deficient inone way oranother, Most
of the peak Gargoyles can Embrace progeny and most of
the others comnor. The Tremere are still unsure abour
how viable even the best Garpoyle's progeny is, and
uimﬂﬂlﬂ h..TIS I'I('I[Ed- tl'“-'“ Eh]'dﬂ'r are not ns ﬂ."ﬂkjll'p' R«
cepted into the pack as those emerging from the artificial
wombs in the labs. Because of this, she uses most childer
as shock troops and prefers to pursue her antificial ere-
ation process, which not coincidentally, ensures her
position as the bloodline’s creator and mother.

THE RoAD OF SERVICE

Gargoyles are thought by many Tremere to lock free
will. Accordingly, or so they think, the Gargoyles follow
them because the magic of the rituals that created them
leaves them no other choice. In fact, the Gargoyles
follow aRoad of their own, the Road of Service, which




happens 1o coincide with the interests of their creators.
Larer they will abandon it and seek independence from
the Tremere — if not from their Great Mother, Virstania.

The Road of Service, or Via Servilis, proclaims that
only actions which please and venerate the crearors of
Gargoyle-kind are worthy of admiration. The Great
Mother, Virstania, is the kindliest and most loving of the
creators, and she must be hailed above all. But the
distant Gomirix and the intimidating Malgorzata must
be paid homage as well. Both the Great Mother and the
uther creators decree that the purpose of the Gargoyles
is to follow the edicts of the Tremere clan. If they say it
it must be so. If the creators ever altered their intentions
and commanded the Gargoyles to serve another clan,
they would then do that. But until that day comes, glory
and honor redounds 1o those whe carry out Tremere
orders with the greatest cournge and exactitude. The
Tremere are the masters. To question them is to spit in
the faces of the Great Mother and the Creators.

Gargoyles are ruled by powerful passions, Unlike
other vampires, they still feel sexual luse, the desire to
copulate with one another. They rage against their
::1E+ru||t'.* and plead with Virstania to give them the
means to breed other Gargoyles. They trear those they
Embrace as wolves do their cubs, feeling a mighty in-
stinct to protect their fledglings from the wrath of the
world. They seek one another’s company, feeling com-
fart or even ecstasy in the presence of large numbers of
their brethren. Strong Gargoyles feel a great urge to
dominare weaker ones. The weak defer instinctively o
the strong. When an ambitious young Gargoyle sees the
dominant leader weakening, her greatest urge 15 to fall
upon him, rend his wings, bloody his face and seize the
mantle of leadership, Most especially, though, Gar-
goyles feel an imepressible, violent loathing for members
of the vampire clans from which their bodies were made.

Though their masters’ orders in many ways permit
the Gargoyles to give free rein o these passions, they
must sometimes put service above instinet. This is where
the Road becomes difficult tofollow. A master may order
a Crargoyle tospare the life of 8 Tzimisce, even o harred
for that clan afflicts him like a fever. Masters may onder
one's beloved whelps into danger, forbidding the Gar-
goyle to protect them. They may designare as leader a
Gargoyle considered weak by the rest of the eyric, All of
these orders must be obeyed. Togive in to these instincts
is to become a beast, a thing.

One day the Gargoyles will completely prove them-
sclves to the Masters, who will see that they have
conguered their passions and are worthy of full status as
equals. Then they will make their own, new Road, o
choose the Roads true Cainites now walk, Or so the
Grear Mother says. This day will only come if Gargoyles
master the Road of Service. Any Gargoyle who strays
from it betrays not only herself, bur the others of her
eyrie. She deserves nothing bue shame and death,

The Road of Service relies on the Virtues of Convic-
tion and Insrinet,

GRUESOME HYBRIDS

Viestania has also on occasion released hybridized
animals into the foothills sumounding Ceoris. She claims to
doso to bolster the chantry's defenses. The savage creatures
might attack intruders, she says, alerting uandsmen and
Gargoyles. Esoara vehemently objects to her effors to srock
the woods with freakish beasts; he argues that they 're mone
likely ro atrack his forces, who must patrol the woods every
night, than theoccasional mvader. Whenever Esonrapresses
his complaints, Curaterrum relays them to Etrius, who may
or may not rouse himself to come down to Virstania's Lir

Garcovee Ken (NEw Ski)

Giargoyles are like self-willed, intelligent beings |
in some ways, and like pack animals in others, They
instinctively hate Cainites belonging to the <lans
their constituent parts were harvested from
revere their creators as near-divine entities. To avoid
accidentally provoking them to frenzy, those who
deal with them must understand their primal cus-
toms. Gargoyles obey Tremere other than Viestanu
only to tlw-:::l-.-ntthﬂ:ﬂ‘lqhhﬂ--: their onders to be
in keeping with the desires of their Great Mather

become, Gargoyles may still balk ot instructions

given them by superiomignornt of their animalistic

hierarchy or their asprations to greater things. Those

most adept ut Jealing with Gargoyles supplemen:

their instructions with the wordless from ||

snarls to eeth-haring, that the crentures use 1o ser .

matters of prevedence between themselves,

- Novice: Youcanconvers: with aClargoyle
withour making it want ro kill vou,

.. Practiced: If authorized by Virstania
give onders to Gargoyles, they will warily
follow sensible-seeming instructions.

eees  (ompetent: [Fyou've been suthorized by
1'L"II"lr't‘Il.'ll.id. Gﬂlm wles will follow even vour
unusun] orders.,

seee

Expert: Gargoylesassume simply from yiour
bearing that youhswvebeen given Virdani's
blessing to order them About,
seeee ©Moaster: Gargoyles will risk their lives for v, ]
sese oo cpend: Gargoyles recopnize vou as thiir
creator and poddess

Possessed by: Ceoris's leading Camnires; its cap-
taim and TN

Specinlvies: Guard Duty, Lab Assistance,
Parrols, Raids

|
Although less rebellious now. than they will lags ‘
|




aned pently sk her to desist. When chided, Vistania stps
relesing her creaturnes — for a time.

Esouara has, on the other hand, considered releasing
these cremtures into enemy termtory to hamy opposing
sobibers. He has yer to implement this plan for Iack of
suntably robust henchmen to perform it. The maore use-
tlly dompgerous a creature would be o the enemy, the
e Tl'llli"l LB I"..l'" VWi ll.l.I!I I::ll'l.' Im ||_.|I'l"\i'. “ll'['l“ 111
rirthwands. A cotene assigned to serve the masters of
Creors mught e this sk as o test ol iesskill ond loyaloy.

Although the rimual thar led m their crearion was o
liweranomer ol .'\.l L \h” I- .i LLLRTRIM |I.I Il TJ‘fl'i.ll hl.'.\.. h ’.'I\rli I."I ane
net Cirpoyles. Neither are they any other kind of vame-
pire. They are strange ammals produced by magical
means. Assuch, they can't Embrice and do not sulffer the
Curse of Caime. Newther can rhey be Embraced.
CHITTERER

The chitterer 15 made up of the hindgquartess of two
wolves; they face topether and meet in the middle. The
surfuce of it haurless, pinkish body is covered in dogens of
squawking bind beaks. The thing feeds by pecking seeds
and Erns with the more accessible of these h;l[&m;m"‘f-
pliced mouths, Singly, the cheeps made by each beak are
i“ll" ||H.HL.'|:.“|."|-} 5}“|H .Hll.l Il.l.“‘l"a".\"“.! rh“ .H|||“."||"“.|I“
about the cacophony of combined shrieks can prey on the
mind. Listenerscan't help but hear patterms in :rw wquawk-
g [ they listen foreven adew seconds, they begin tobear
the odd, random word in their mother tongue. Before
much longer they are heanng complete sentences, mock-
ingly enumernting their sins and crimes, The knowledpe
they draw on does not seem tocome only from the victim's
thoughts. Somchow the chittering voices seem o know

credible facts previously unknown to the hearer. A vams
pire exposed toachitterer must resist frenzy (difhiculey 7).

Chitterers use their beaks to feed, pecking for seeds,
roots and edible shoots, However, they can't feed fast
enough to nourish themselves and thus also sustain their
bodies by absorbing the stray magical energies permeeat-
ing the area around Ceoris.

Mendacaming, ever the weathful punicher of sing,
sometimes uses chitterers o soften up prisoners for
interrogation. She looses one into a prisoner’s cell, after
making sure that her subject is restrained and unable 1o
\I:l".' rl'“" It ime. F:ill; L :‘ll'il“"l .'..I Tl.)llk a I.'l1|.l|"|.r W“h !'l.lnl
on a mission into Tzimisce territary, but they escaped on
the way home and stll lurk in the foothills of Ceoris.
They reproduce by laying epgs: each hindguarter can
fertilize the eges of the other.

Malgorzara once conducted an experiment in which
avampire prisoner was forced todrink a chitterer's blocod
The Gangrel victim turned mtoan imitation Malkavian,

Attrthutes: Strength 1, Dexteney |, Stamina 1.
Perceprion 1, Wits |

Health Levels: OK, -1, -3, -5, Incapacitated

Artack: None, bur forces roll agamst frenzy for every
Ewis Durms "lr '."K[‘l“l-'l-l'ﬂ (a0 14

Abilities: Dodge 5, Stealih 2

Blood Pool: 3, Willpower: 2

Historical Note: Chirterers die out a few hundred
years after Ceoris's destruction. By that time, the strange
magical aura of the place has dissipated. Without it, they
starve to death,

HIERARCHY OF SINS
Road Rating  Minimum Wrongdoing for Conscience roll Rationale
10 Disobeying the direct order of the Great Mother — Virstania is your goddess: o defy her is the
grossest of sacrileges.
) Dhsobeying the direct onder of another Creator We owe honor to those who assisted the
Grear Mother in our ereation.
8 Disobeying a direct order of a Tremere master The masters know betrer than we, and may
given authority over Gargoyles by a Creator choose our commanders.
i Thwarting the intent of an order It is craven 1o disappoint the Great Mother;
given by the Great Mother doubly so tosift her words forexcuses tofail her.
6 Disobeying any master Without the masters and their pymamid of
authority, we would not exist.
5 Failing 1o punish an msult against the masters Toallow desrespect of the masters & wagree with it
4 Failing to avenge a crime against the masters If foes do not fear us, we are worthless.
b Remarking on the fallibilicy of the masters It is not our place to question those
HII!'-'II{‘T thiu‘l mml\'ﬂ-.
2 Shirking an opportunity t suffer injury To shed blood on the battlefield is to show
in bartle with the musters’ foes the depth of your devorion.
1 Shurking an opportunity to die gloriously The masters gave us our lives; it s fitting that
while following orders we should someday give them back.

HOCUSE OF TREMERE




REAPER

The Reaper, nnmed for two large, scything forelimbs
erfectly engineered for decapitation, is 8 man-sized
I-:l:tic with a concatenation of fending, hissing rat heads
where its face should be. Withered, flightless wings fold
beneath irs soot-black carapace. It hunts at night, prey-
ing on crearures as small as foxes ond as large s bears
Reapers live in cramped burrows thar they dig in loose
carth. If threatened with serious injury, a reaper can
squish iself down and disappear into a burrow, should
one be nearby. It can quickly collapse its exoskeleton so
that its body becomes no thicker than two feer ar its
widest point. They're afraid of fire, arrows and the clang
of metl swords.

The reaper s a prime example of Viestania's misguided
arternpt to defend the chantry by releasing uncontrolled,
dangerous creatures into the wilds. Although the things are
difficult w exterminate, they scem little interested in
expanding their rnge. Perhaps they can only survive with
the aid of the stray magical energies dthat surround the
chantry. Oeeasic sully Esoara discovers o nest of them and
sends a rroop of soldiens and Garpoyles 1o exterminate
theo. One rime be found a bumow containing over a dosen
of the things, Should he happen to find himself in com-
mand] of, say, 2 group of young vampires sent to Ceoris to
serve ity masters, he mighr well send them on an extermi-
rution mussion as a preliminary test of their mentle. If they
prove themselves against the reapers, they might indeed be
ncady for the terron of the Tremere-Tzimisce War,

Agtributes: Srrength 3, Dexterity 5, Stamina 5,
Perceprion 5, Wirs 2

Health Levels: OK, OK, -1, -3, .5, Incapacitared

Attack: scythe-like forelimbs, 8 dice of damage
Abilities: Alertmess 3, Athletics 3, Brawl 5, Dodge 2,
Stealth 3

Blood Pool: 10, Willpower: §

Historical Note: The Tremene's foemer mortal vassals in
the nearby villages wait a suitable interval after the destruc-
tion of Ceoris and then systematically hunt these dangerous
creatures out of existence. None survive to the modemn day
SKIN EATERS

Tocreare the skin eaters, Virstanin used the Populating
Night's Garden ritual to creare tiny flea-like insects with
glutronous appetites. She gestated them in casks filled with
the blood uf her Gargoyle assistants. They thereby became
ghouled to the Gargoyles in whose blood they'd grown.
Under Virstania's watchful eyes, the Gargoyles truined the
creatures W obey simple commands, creating 2 vorscious
flea circus with a hunger for skin instead of the usunl blood

A skin eater is almost too small to be seen with the
naked eye; it Jooks like speck of red pepper. Under
magnifying lenses, an observer can see that they are red
mites with UL“"I,. ouitsized fws. Unlike some of her other
laboratory creations, Virstania keeps the skin eaters well
controlled. A sealed jar full of skin eaters makes a feasome
WEIPON. Therimna and Paul Cordwoosd wse them AgAlnst
encmies when they wish 1o spare their minions the risk or
inconvenience of a direct assault. Skin coters abso provide
a splendid means of smoking an enemy out of & balthole
The wser need merely sneak up to the building, cave o
trench in which the enemy is ensconced. He lobs in the jar
of skin earers and runs for his life, hoping that none of the
tiny creatures get o whifl of his own flesh

Skin earers navigare almost entirely by smell; they can
sniffl our mammals, mortals and Cainires from as far awy
s |.'t|l"||' yards. They swarm towands the nearest source of
flesh. If they suceeed in conmcting bare flesh, they rapidly
course their way scross the victim's body, stripping it of irs
outer layers of skin in a marter of moments

Neither Brawl nor Melee skills are of wse when skin
caters attack. Sometimes it 1s possible ro outmun aswarm. A
swarm travels at a speed of about 26 yands a minure. Skin
earers don't fly while artacking or otherwise feeding, but
quickly skitter up, down and across any surface. The mone
complex the termin, the slower they move in absolure
terms. A tble rumed on its side might delay them long
enough for a potential victim 1o get 2 several-tum head
start, for example. Naturally, if the fleeing prey is stopped by
obstacles of his own, the skin eaters can catch Yty b

Water or other liquids slow them down, Direct
contact with acid, flame, I‘\lliinﬁ'iutut extreme cold kills
them immediately. 1t is difficulr bur possible to crush an
enitire swarm at once, by dropping o large object such s
a large slab of flooring marble down on them, Other
exotic methods of killing skin eaters no doubt exiss

Contact with the swarm results in e loss of 1 health
level per tumn uniil the victim is Mauled, st which point the
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HEXAPED
Rurely made because construction reguines six god
vampire arms, the Hexaped permis the Tremere long
th:'.u'r:f'.-'n|!|.-ig\'+'1.||l.|'u-.':|:|~.'~ thoughts an !1--.-1\ crtions
rl'tr1'||.'a..l|'t'..5-I-rl:'l'.t' |1"1:"“ DO Lo ‘l:"n-'. E.':IlL' N INSect
l-h.llil thie back of is a0 | wilrnined |Ii_”.l|-'.|!'|{"-. s bt pus ot
from berween the rono's showlders. Affixed 1w the ton

o
underside are two sets of three arms. The elbows rest on the
ground, acting as feet. The forearms and hands extend vy

past the torso’s back. [t fingers are covered in o gummy
adhesive substance with which it can stick, like a fly, u
l,g_'lllf'll..'*\. ol 'w ills |r~ !Iu..-rn--‘.h-". is |n|n'|'. faster wh
moving via fingertip than when skitrering on its elbow
The hexaped uses no actual legs in i consoructon; th
torso ends at the buttocks. [ts head lacks a face; Instead it
is o mass of scar tisoe. An angry, reddenad, perpendiculin
incision runs from s crown © chin. Leather thongs
CTISSCTISE l:}!n-u:.!il the incision to hold it [idllli topether
Ti'.mu:l!: fresh when .1[.‘|~|l|‘.|. these thick |.I-. o UKy
become ingramed with blood, pus and dir

Possessed of dog-like intellipence bur powerful in-
stincts, the hexoped relentlesly tracks a victim once
wquainoed with its peychic scent. The Gangoyle's crea
need only wave an object recently wormn or extensively




handled by the tanget under the hexaped's chest. Soon a
puckered sphincter in the chest winks open, disgorging a
worm-shaped appendnge protected by a sharp, chitinous
carapace. The appendage is equi with sensory organs
that look like nostrils but in fact read the victim's sura, the
residue of which still lingers on the proffered object. After
getting a good whiff, the hexaped skitters away. Instine-
tively able to open doors, worry away at locks and skitter
past guards, it overcomes whatever obstacles lie berween
it and the intended victim. lts tracking powers, though
not infallible, far exceed that of any normal creature. By
constantly sniffing the air for traces of its quarry’s aura, it
can zero in on her from hundreds of miles away. By
preference, it travels along ceilings while indoors. Out-
doors it prefers treetops, high cliffs and mountainsides.

When threatened, its overwhelming instinet is to flee.
IF it escapes pursuers, it hides for a while and then resumes
its hunt. If given no choice bur o fight, it lunches itself
belly-first at its enemy. lts only weapon is its chest append-
age, which s hard enough 0 punch through medium
armor. It ies w0 burrow its sharp appendage into the
victim's chest, from which it sucks blood.

When it finally confronts its quarry, it reaches up with
one of its forward hands and rips out the leather thong
holding the two halves of is together. The fisce opens
up as if hinged. The hexaped then ejaculates a foamy massof
tissue from its exposed bmin onto the victim. Having fonzed
apowerful psychic link with the victim, it then retreats. With
an ndomitable homing instinet, it heads back 1o the pointat
which was first acquainted with its quarry'sscent. Is progress
home s only slightly by the penodic clapping
wgetherof isskull halves. A layer of leaves, soil, pine needles
and other detritus may gather on its exposed brain, bur this
doesn't pose a serious impediment, cither.

Like a delighted dog returning a stick to its master,
the hexaped seeks out its creator. Instead of a reward, it
faces o rerrible betrayal. The thaumaturge orders reluc-
tant henchmen o grapple with and immobilize the
hexaped, and then to bear it to a specially-equipped
chamber for the Ichor of the Hexaped ritual (see p. 113).

Attributes: Strength 3, Dexterity 5, Stamina §,
Perception 5, Wits 2.

Health Levels: OK, OK, OK, -1, -1, -1, -1, -3, -3, .5,
Incapacitared.

Artack: Hand-to-hand artacks do normal damage.
Head appendage does 8 dice but stops arracking afrer a
successful hit, instead draining 3 blood per rurn.

Abilities: Alertness 3, Athletics 3, Brawl 5, Dodge 5,
Srealth 7.

Disciplines: Auspex 2, Porence 2, Fortitude 3.

Blood Pool: 10, Willpower: 5.

Historical Note: The Tremere create few hexapeds
after the Camarilla forms but keep records of the rituals
required to create them inseveral of their older chantries,
including Vienna.

lECUR

The good thing about iecur is that they can be made
from the scraps left over from regular Gargoyle construc-
tion. The bad thing is that the result 1sso utterly loathsome
that even other Gargoyles can't look ar them without a
sense of nausea. An iecur is a six-foot rll, shambling pile
of innards, organs and viscera. Vaguely shaped like a cone
sitting on its base, the surface of an iecur is festooned with
dozens of wet, flapping livers and bladders. The iecur
grows extra livers and bl; during the gestarion pro-
cess; 1 only six or so of each might be sewn into the
fetal sac, dozens appear by the time the creatures are full-
grown. lecur (the verm is both plural and singular) don't
speak bur show signs of intelligence, such as the ability 1o
respond to complex orders. They can even reinterprer
their instrucrions when confronred with new circum-
stances. However, they are chiefly governed by an
overwhelming instinet o devour the flesh of vampires,
and will act on it unless given ironelad instructions to the
contrary. Given a choice of victims, they prefer Cainires
of the clans from which their parts came. They'll digest
ghouls, mortals or ather Gargoyles if threatened by them,
but initiate attacks against these less appetizing heings
only on orders or when ravenously hungry.

The iecur eats by pushing up against the victim and
enveloping her, When possible, it traps its victim up against
awall or other hard surface and then pushes itselfl onto and
around her, If no suitable surfisce presents iself, the secur
artempts to snag one of its victim's limbs with a ropy loop of
intestine, and then pull the victim up toit. It chen dres the
vicrim inside it hl‘.d'f. for maximum c mract with its hun-
dreds of bile ducts. Each duct releases lirge quantitics of
[ L8 Wfrﬁ-lldwlw acidwhich TITII'IH"I.'I'L'EI{"'!.' bepins toraduce
the victim's body into s mushy paste. Hundreds of intestinal
loops then absorb the paste. The digestive fluid blinds if it
gets into the eyes. lts powerful smell often triggers a primor-
dial serse of terror, as vietims instinctively realize they're
bemng digesred. In Cainites, this terror triggers Rotschreck.

Fortunately for Tremere foes, jecur move slowly
except on flat surfaces. Fallen branches, rocks, slopes and
other common features of outdoor terrain put them at o
near standstill. Viestanin keeps them inside Ceoris. They
don't patrol vutside or go on raids. On rare occasions the
clan has shipped iecur to other chantries o perfonm
guard duties in their forbidden basements. To transport
an iecur, one must put it in a lead-lined coffin and bear
it toits destination as freight. (The lead linimg stops the
iecur's digestive acids from leaking through the casket
and destroying it.) lecur die if not fed 10 pounds of fresh
meat per dﬂ'f- Thl."r }\l:'l:-.:-mu .I|n:m-.|t-::|\-' hal Il:.v- and vala
tile unless a quarter of that mear comes from a Cainire
Fortunately, they can store up whatever magical sub-
stances they derive from devouring Cainite meat, Each
blood point possessed by a vampire victim allows the
iecur to go for one day without further Cuainite flesh.
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Virstania occasionally Embraces a mortal from the
feeding chamber simply 1o make food for her lecur. She
knows that Evrus would disapprove of this and therefore
L.l'i"] =1L aseCIcl !ll'llil"."r If"l.l“'\. :‘;l ill'i..l...l.'ﬂ.“lhl""' l'.l.'l"l'”.‘
mentson the iecur inhopes of fmding a way toreduce their
TR h-i.ui |l'1,il,li|'l.'!']'|'|.,‘|'l|"|. I"IJr 1&..' |ﬂlH|l: i F'l'i WTCRS.

- Though bizarre, the jecur are, like standard Gar-
‘ govles, o lorm of Cainite. They are as vulnerable 1o fire

: and sunlight as any other vampire
! Attributes: Strength 5, Desteriry |, Stamina 10,

Perception 1, Wits |
Health Levels: OK, OK, OK, OK, -1, -1, -3, -3, -5,
Incapacitared

Artack: Must make asuccessiul Body Slamor Grapple
before beginning 1o digest its victim. Having done so, it
then strips (s victim of one health level and one blood
paint per subsequent um, no furcher rolls required. Fora
victim to release herself from enveloping lecur, the player
it roll Strenerh + Beawl 1 Ir.||1pn] |||1- sy a 'H".I". i
victim has noway out of its Erip, anid mst 11-'1‘!: she (orher
allies) cam kill it before it reduces her entirely 1o paste.

Abilities: Aleriness 3, Braw] 8.

Blood Pool: 10, Willpower: 5.

HOUSE OF TREMERE

Historical Note: The wecur remain st Ceons after
the other Gargoyles decamp and continue to serve as
puirdians of its darkest comers. All of Ceoris's lecur ane
destroyed along with the chantry iself in 1476

SIMULACRUM

Virsranin occasionally creates 1 Gargoyle in the image
of one of the vampires from which its body is made. The
resulring crearure looks like a rough, unfinished version ot
the origmal Cainite, but thinks and acts like a Gamgoyle
A simulacrum won't pass close inspection by the original’s
intimates, but may successfully carry on an imposture with
those who knew the Cainite in passing or by reputation
only. Simulacr are sometimes provided by Paul Cordwood
with false identities and wsed in his plos. He might, for
example, send a Nosferatu simulacrum o infiltrate a
parley between members of that clan. Cosdwood's false
backgrounds usually claim that the simulucrum was Em-
bmced in o far-distane land by o since-destroyed sire.,
Simulacra, whose thoughts con be slow, aren’t well suired
to complex, lengthy deceptions. Cordwood's plans: for
them assume that they'll be quickly found out. Often he
expects them merely o get inside an enemy haven, ke
quick nction and then flee. They may be assigned to plant
scrying devices, steal documents or make msh assassina-
Lo .||||."r'|il'-l‘l :'h TR l"“'.‘lt l‘J. |'Ii“'|‘ﬂ.i LISCS l’hl‘.’ll.'l r'"“.'lhl o
demoralize his enemies, most often by having Virstania
convert a special foe's captured protéeé o a simulacra and
then sending her back to her mentor, He does this simply
to exact an emotional toll from his enemy, forcing him o
kil his bedoved ally. Simulacra are tough, and this hormfic
nct can ke o while.

Simulacra are the most sorrowful and lonely of
Crargoyles. They're lucky ifthe common Gargoyles merely
shun them. To a Gargoyle, they look and smell like
Giangrel, Nosferatuor Trimisce. Simulacra, wishing noth
ing more than o be with the rest of the pack, feel
scourged by this rejection. As they wair for instrictions,
they sit in their dim chamber, forlomly listening to the
excited yelps and growls of the nearby Gargoyle pen
Occasionally an acidic vear drops from an eye, to stain
the rough sheets thar cover their beds.

Cordwood and Virstania work 1o conceal from the
simulacra the degree o which they're considered ex
pendable. The lonely crentures are told that they've been
created to petform a prear and noble sacrifice for their
creators, 1 he simulacra look forward to these assign-
ments with a mixture of dread and anticipation. They
hope that they will be destroyed and freed from their
miserable half-existence, but are possessed of an accursedly
strong instinct for survival, which prevents them from
performing their duties with suicidal intent. When first
injured, they discover o their chagrin that they are all
too difficult o slay,

Cordwood has no Wiy « | II.IIlﬁ-N'Ith,: for sure that every
simulacra he's sent off to its doom has in fact died. It ie




entirely possible that n few of them have chosen not to
return (o Ceorts after successful ly completing their tasks
for him, If tl‘ﬁru‘ Iﬂdn'hlu.ih CXASE, I!u’-'.-'n- ||L|,'|', u.'-r:l:.ll'll,:
some kind of solace or meaningful exisrence

Simulacra look like grotesque exaggerations of their
former selves. Facial features ane coarse and swollen. All
body hair bleaches out and must be crudely dyed w
approximate the original's appearance. Large scars run
like a halo along the crowns of their skulls, showing where
their brains were cut out and tmpered with. Scars also
sigmag their tomos. The simulacm's skin is white and
tll'l.lllﬁ\'. D Iaiter hl..l"l.l' I(il'ﬂ_[q |.|"|_g' ll-rlj_'li"l..lr_‘- i 'ﬂ'll"IEH.H'll'l
might have seemed. The creature’s flesh either puffs out or
develops sagging sheets of skin which hang limply off the
body. Joints swell, gums recede from teeth and evelids
shrink, leaving the simulacra with a pop-eyed look.

Attributest Strength 2, Dexterity 2, Scamina 2, Cha-
risma |, Manipulation 1, Appearance [, Perception 2,
Intelligence 1, Wits 2.

Health Levels: OK, -1,
Incapacitated

Abilities: Acring |, Alermess |, Athletica2, Brawl 3,
Dadge 1, Subrerfuge 1, Melee 3, Stealeh 2, Survival 2.

Blood Pool: 10, Willpower: 3

I wone already kniow the statistics of the oripimal Cainite
rechuce all Sociol Arvibuges oo | Suberacr 3 from Intellipence

oy <2, <, +2, -1, <2, -5,

and all Knowledges, Subtvact 2 from all other Abylities and
Disciplines. (1 remains the minimum.) Halve Willpower
reduce blood pool to 10

VELama

Virstanin and Fidus engage in long semantic debates
as to whether the vellumae are Gargovles or hybrid
monsters. A velluma is made from stolen tissues, but it
in't formed I}'H‘ﬂl-lgh the wual ritual, Non need its donors
be Cainites. On the other hand, they are harmed by
sunlight and flee from fire, like any Gargoyle or vampire

A ‘-'l.'t]U!“J 5 f“-ill-lf fromn flesh til."l.'\ l||.|'w.| E‘i, kin CUaters
{see p. 123), which is harvested into a ser of flasks in
Viestania's labs whenever they strip a victim. It is man-
.'ih-‘l|‘-ni. but entirely flat, cansisting of a sheet of skin no
thicker than a piece of parchment. Strong light shines
through it. It can stretch or contract its lorm. By expand
i its arms into wing-like structures, it can become o kite
of skin, to soar on the winds. Most vellumae luck uny sign
of facial features on their flat, round heads; o few display
ﬁ:l_ii'l.‘il'll.'d. grinning features frozen in an eternal ricnus

The Tremere value their ability to penetrate other
wise impregnable places. A velluma can fold itself up
intoasquare a few inches acecss and a quarter-inch thick
It can flow under a doorway or berween the plonkes that
make up a floor. Almost any room offers a velluma o
plethora of hiding places: it can flatten itself ngainst o
curtain, fold into a drawer, even hide among someone's
pensonal effects. They therefore serve as ideal e
Vellumae are often equipped with scrying devices and
sent out to follow Tremere enemies

Although incapable of speech, vellumae are intelli
gent. lfformed from the skin of a litetate person, they can
write. Thus it is possible to send one out to spy withous
a scrying device. It can instead write a report of it
pcrivities. Most often the velluma will do this upon it
refurn to Ceoris, Insome circomstances, Paul Condwood
has made armngements for a velluma 1o stay within
enemy territory, occasionally leaving its reports ar o
predetermined site. Other members of his network of
warchers then retrieve the document and arr e bor ot
to be conveyed to Ceoris.

Vellumae are easily damaged and ordinarily possess
no means of harming thise who artack them. This defi
ciency can be remedied with a humor, particularly Caustic
Bile (see p. 119). The Serpent’s Cruel Milk is sometimes
used, but is rarely useful in combat because the vellumoe
find it difficult w bite opponents in the midst of bartle
I"I"[‘ we h'l.'lﬁl! orm to ‘!'h'l."\l‘i 1'-""."'.1-n l.[!'\-l: -'.'l.'q"lll'.fI Ihr\. ol
cally flee, rising up with surprising speed to lope off into the
night in a series of long, springing stric

A velluma feeds by laying wself up ngainst its victim's
bare skin. It draws blood through the victim's pores and
NS ks own. Thu velluma tnl.irnu -l:hi x-m_'”- *|Ij_”:r!1.
immediately after a feeding. They contain only smuall
quantities of blood and must feed regularly or die
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Because vellumoe are uncommunicative, it is diffi-
cult to know what they think about or which emotions
they fecl. Their reports don't reveal much about ths
topic, though if one reads between the lines, a sinister
ghee i thear abiiry 1o move unseen through the Cainite
worhd seems apparent. They may feel a sort ul‘hi:unll:lllpt
fisr thame they spy upon, especially those from whose
seins they are made. A velluma formed from Tzimisce
skn seems to show a special enthusiasm for spying on
Tamisce, tor example. A few have escaped from the
Tremere but stll haunt their assigned wargets, They may
be aware of how disturbing their presence s, and ke
delight v appearing at inopportune times.

Attributes: Strength |, Dexterity 5, Stamina 2,
|'l.lu]"'ru.l|'| 1, |n.ll.”|.;.,|.l'u1 l Wits |

Health Levels: 0K, -2, -5 |||L'||rrai. itated.

Abilities: Academics I (m.u_mmnnllﬂ Alertness 4,
Dendge 4, Melee 1, Stealch 4, Survival 2

Blood Pool: 3, Willpower: 3

MorTtaL Macics

Even in Ceoris, mortal magi still walk che halls.
These sorcerers are past their prime and see many of their
workings starting to fail, but they are not without their
resources. The following section provides some ways to
portray mortal magics of the Tremere in a Vampire: The
Dark Ages chronicle

TreMERE Macic

Tremere magic ks asubser of hermetic magic as practiced
by thie diverse amd fractious Owder of the Hermes. The order
existy bevaese it allows its members to (imperfectly) share
their understanding and leam from one another, The order
ingeneral, wnd the Tremene more specifically, rely on fonmu-
ke el compex: incantanions wo accomplish workings. They
fllewy instructions in tomes; they alchemical salves;
they mscnbe ancient symbols i circles of power. The
Trerere are notonously pragmatic in theiroutlook and their
sorcery issysternatic and almese scientific in chamcter. Spirits
are still summoned and chans chanted, but it s with the
attitude of an engineer working a grand machine.

Tremere and many other hermetic follow a dizying
array of parhs with Latin names. These names genemlly

combine what sorts of things they do (techniques) and

what they do it to (forms). The most common techniques
are control {Rego), ereation (Crea), destruction (Perdo),

perception (Intéllego) and transformation (Muto. ) Forms
are far more varied and often vary from magus to magus;
common ones include the l\n&'.r (G;‘rpﬁl‘l‘-'m]. carth
(Terram ) und the senses (Imagonem). leis from these ares
that the paths of Thaumaturgy derive and get their names.

Mortal Tremere also use a dizzying army of rituals,
which function largely like Thaumaturgy rituals —
although they are not so absolutely rellant on blood.

HOUSE OF TREMERE

By Any Oruer NAME

True Mage, magus, hedee wizand, sorcerer, witch.
The names are endless and the distinctions langely
meaningles. Despite assertions of a hierarchy of
worth among those capable of supemirunal workings,
from a vampire's perspective (and from Vampire:
The Dark Ages’ perspeetive), :hcy are all wiznds.
Some are powerful; othets aren't, but there is no
grand cosmoliglcal difference berween them all.

OF goume, o migus of Howse Tremere & not
indistinguishable fromawllage wise-woaman, but wht
makes House Tremire specual as o whaole sirs organi-
zation and systemanic teachings, not sume imberent
sttt s “rrue mages.” The Tremete panticipate in the
lamge  Ovder nl'ﬁnum. thisy- leve clmndrices and
librarses; they teach apprentices and necosd the ir find-
ings. Thet select only the most gifted 10 be in their
numbes That is what makesthem special.

{'.lt.qf for thosgw ith an intercstin the whole
meta-game perspective of the Worldof Darkness,
the faet is thaein the 12th century the system of

| spheres, which s the basis of & “tue
miftie <" power, hasa't been developed. Suchidis-
tinctions only occur later and even then they are
somewhar tenuous — and rorally imelevant o a
game about vampires.

YSTEMS

Players in Vampire: The Dark Ages portray vampirnes,
niot mages, 50 Storyrellers can we a loose structure o adjudi-
cate the effects of morml magic. Nevertheless, those who
want toroleplay the time before a Tremere's Embrace or wish
to be consistent with mortal Storytel ler chamcrerscan wse the
following options 1o represent the arcane magics of the
Tremene. Those who wish o use more eluborte systems
destgned with players’ chamcters in mind can consult Mage:
The Ascension, the Mage supplement Sorcerer, Revised
Edition or Mage: The Sorcerers Crusade.

Mote that in all cases, the ability o use these various
magical powers vanishes with the Embrace, although the
underlying knowledge does not.

Using Hence Macic

Liege, Lord and Lackey details rules for so-called
hedge magic used by mortals. While that supplement
implies that those paths are somehow inferior to the arts
of "true mages,” that distinction s largely meaningless.
The Tremere simply have sccess comultiple paths and at
fairly hugh levels. While the correlation berween the
established hedge magic paths and Tremere combina-
tions of techniques and functions is not quite perfect, it
is hardly an insurmounmble hurdle. Storytellers should
feel free to adjust the paths to better suit the Tremere




style and give them suitably Latin names (Perdo
Corporem for Infliction, for example).

(sing THAUMATURGY

The various paths of Thaumaturgy nlmmt all derive
from older hermetic arts and paths, converred and trans-
formed o blood magic by rm Cainites among House
Tremere. Assuch, it's perfectly viable 1o use these paths
with mortal Tremere magi, with a few modificarions.

The basic system for use of the paths is the same as for
vampires, save that a mortal magus’ player spends a paint
of Willpower instead of a blood point. She still rolls
Wltl[‘tﬁl{tr AgAIMAT d.ﬂ'u:u!n,- l.f[umu:'t level +3. Some
paths concermed with the vampiric condition, such as
Rego Vitae and Rego Magica, are unavailable to mormals.
Most thaumaturgy rituals are also available in slightly less
gruesome forms (and at the Storyteller's discretion).

Vis

Anorther reason magi of House Tremere (and other
hermetic onders) achieve more than those they deni-
grate us hedge wizards is a consistent access to the rare
substance (or substances) called vis. The true narure of
vis is the subject of much debate, but it seems to be the
potential for power made tangible. Much like lowly
timber and charcoal is capable of fueling great fires, vis
appears rather mundane to the untrained eye but can
power magnificent magical workings. [t magnifies and
accentuates the sorcerer’s will in the same way that a
lever accentuates a workman's strength.

Vis appears in a variety of forms, most often tied o
one of the classical elements. Precious gems may bewisof
the earth, rarefied mists vis of the air, and s0 on. The
organs of exotic creatures and the fruits of nearly extinet
trees can also provide forms of vis. In days past, vis was
plentiful. Now it is rarer and rarer and mortal magi fight
over dwindling supplies. Most importantly, wis is the kcv
igredient in the vanous immortality potions and rites
that keep hermetic magi young. It is their increasing
fatlure that has sent the house to vampirism.

In game terms, wis serves a mortal magus as a store of
Willpower that can be spent on magical effecrs. This
Willpower can be spent to power the effect as need be
and to purchase automatic successes in those effects. It
cannot be used to power non-magical feats and does not
effect the magus’ acrual Willpower rating.

Quick AND DIrTY Maai

_ Ifyouwsh touse mortal magi as Storyreller characrers
beyond those provided in Chaprer Five, you can use the
following guidelines to give them game statistics depend-
ing on their stitus. Knowledges are almost always the
primary Abilities and older magi rarely have high Physical
Aurributes, especially with the increasing failure of her-

metic youth potions. The first two templates are appropni-
ate options for player chamacter before their Embrace.
Apprentice (Age 20): Attributes (6/4/3 dots); Abili-
ties (11/7/4 dots); Backgrounds (5 dots); Paths (1 dor):
Virtwes (7 dots); Freebies (21); Vis 0
Young Magus (Age 35): Artctributes (7/5/3 dors):
Abilities (13/9/5 dots); Backgrounds (5 dots); Paths (5
dots); Virtues (7 dots): Freebies (15); Vis 10
Accomplished Magus (Age 60): Artributes (8/5/3
dots); Abilivies (21/12f7 dots); Backgrounds (10 does);
Paths (10 dots); Virtues (7 dors); Freebies (15); Vis 20
Aging Master (Age 100): Acenibutes (8/5/3 dots);
Abilities (25/15/10 dows); Backgrounds (10 dots); Paths
(20 dots); Virrues (7 dots); Freebies (15); Vis 30

THE DeaTH OoF MaGic
AND OTHER FALLACIES
The Tremere went searching for another route
to power and immoreality after they discovered
that magic was dying, Vis was becoming less plen-
tiful, their workings and wards were beginning 1o
fail, and most of all they were starting to age anew.
It's a great restament to Tremere hubris that they
would ever think tharm sMapeis not
a quantifiable rmprm-ﬁm vah ishror gt
itisaconception peind g
forces of creationiNodhing wag (@e is) dying; the
world was simply . .gji'at had.”
But the Trr.nn:rc"qpﬁf '- thot ll.u:h.j'hd
can't see it now. The & qeatie; doinarc
approach to mw "“ﬁ ATy ¢F1w and
ety them from
Jirle v #uqt’h-':lh t be that
r - - il lHl it ; Mo, ichas o
gric can replace
£ vampirism.

ti ‘*’.
umEn ma as fools
i ‘Ep" worth it are to be
» wither and die. The
g thiat althoug ¥ tic mag <o vanish
m‘ui *-h.ll'l&. others survive
' BT ORI S T
cooperafe b -Hd'% mulate the
EYSTCm [0 Nine -sp'lmmd Mgl They munagee togmow,
In the modern nights, the Order of Hermes and
Clan Tremere are soill around. But any common

ground they might have shared has long since
eroded away.
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.“'.|!|1-".I|.'_h southemn 'Thhhyh'.llun has for several
cenmries been a locus of Tremere activities, the House's
influence extends throughour Europe. More chan muost
Hermenic feetions, the Tremere have always beendrown

workdly affuirs. Disdaining the sylvan glades and
hidden valleys favored by their rivals, they ofeen place
chantries in or near citles. Their two most important
Western European chantries are those ar Pans and
Vienna. The former serves us the primary haunt of the
conspirator faction, the latrer as on owrpost for the
T'he Durham chantry is worthy of note
e T :i'H"' recene II'II.“II'H- { = I_"l'l'Trh"u_! O ar EH. A MyETETR-
ous entity somehow
ch-demon Kupala. ltaly's Perugia chanrry provides an
example of o smaller, sleepier Tremere meeting place,

CONSETVALLVES

'.H.'uj Lid Ihl' Tr.l'l1‘-\.'I'n.Il'.l.|l"|

omne 1 which neonates might rest the warers before being

fully drawn into ¢lan power stnigeles

pf-lRLR
THE NEST OF VIPERS

In 113%, Tremere
L eorts, and sent him here to head the Paris chanory. Ar
the time, Gominx saw this ms o rerrible defesr, not o
mention a humiliaring betruyal on the pare of the master

cast L MMEImX mom |1|'\- LT LM,

he'd so hercely served. He vowed revenge on both

Tremere and his lapdog, Etrius. After several years in
Paris, however, he came to see the method in Tremere's
madness. Fmnce presented Gorarrix with o fascinating
view of moral polinice. Kings contesed against their
noble relations for territory — and the revenue that prose
from it. Churchmen intrigued for gold and advantage
Goratrix could not resist involving himsell in this fer
ment; he could F"]IH.' :'Illt‘r‘ ne Tremere had F-i.nm] him
The discovery that older Cainite clans had long ngo
entered the game merely whetted his sense of challenge
Although he has supervised ot lenst onie great, secret
magical experiment since his arrival in Paris, Gormtrix'
attentions in recent years fix themselves on the pursuir
of temporal power. Eventually he will overstep himself,
bringing the writh of the Inguisition down on all Cainites
and provoking his final break with Tremere. But fornow,

i-!.‘ ||'|"IL|L'|1.LL' ..lt]!j RCrSe LJ' LlltliIdL'IILI: are ever=-rfisimng.
I 'K',l
A MicuTy KING, F
. |
w TER T ]

BURGEONING CITY

The Paris of 1197 Is an enetgetic, growing city
Although Cainltes cannot hear the constant sounds of
COTSFTIUCTION 1|'ml: rng out h'. ~.f'.n. lhl;_"'l,: Can s&¢ r!'.r
resulting improvements and expansions of the city's

butldings, poet facilities and roadways. In the sumpruous
garments and sparkling jewels affected by i prospernous




merchant class, they can see the city'swealth. Merchant's
gold draws people to the city from all over Europe, filling
Paris with prey. Gorarrix's underlings have Embraced a
pair of prominent members of the marchandisé de I'eau,
the mercantile guild that owns the city’s main port.
Given considerable autonomy by the king, they take
proud credit for the city's good fortunes.

Goratrix has himself made ghouls of several influen-
tial courtiers to King Philip Il (also known as Philippe
Auguste), one of the more redoubtable men to wear the
French crown. Joining a Cainite alliance favorable o
the king, he helped Philip bring rival nobles to heel,
freeing him to fight the English kings Henry 1l and then
Richard the Lion-Hearted for control of Normandy.
Using his church connections, Goratrix recently agi-
tated for Philip’s participation in the Third Crusade.
Groratrix sent retainers to the war in hopes of uncovering
secret lare concerning Saulot and the Salubri. Although
Philip returned o France after a year of uncasy alliance
with his rival, King Richard, Goratrix lenmed the names
of many surviving Salubri and their hiding places through-
out the Mediterranean region. He now intends to track
them down in hopes of extracting information useful to
Tremere. Depending on the nature of these hypothetical
secrets, he will either use them to win back Tremere's
favor or to blackmail him into handing over Etrius to
I'.ME lE‘Il'l.:ll. Eﬂmm.

MINIONS OF GORATRIX

The only mortal magi left in the Paris chantry are
those who come for brief visits. Even they should guand
their necks at night because Goratrix continues to Em-
brace, or allow others to do 50, at a pace thar would shock
mast other Cainites. His castellan, Lucubratio, enthusias-
tically hurthers Goratrix’s political intrigues and has himself
Embraced half a dosen prominent Parisians. A gourmand
in mortal life, this moist-lipped former mage now indulges
his connoisseurship with human blood, which he analyzes
with the same rigor he once applied to fine wines. He
neglects the night-to-night operations of the chantry,
leaving them to his ghoul, Isabella, who produces what
Lucubratio claims to be the finest-tasting blood in all of
France. Isabella's contributions to the chantry's success
should have earmed her an Embrace by now, but Lucubratio
resists, and has so far convinced Goratrix to heed his
wishes. He jests that he doesn't want to lose her fine blood
(since, as a full Cainite, she will no longer produce any)
but really worries that her blood cath to the Tremere
pymmid would overpower the one he holds over her. In
that case, he can imagine her quickly eclipsing him i
elevated ro full starus. Lucubmtio takes n special interest
in church affairs and is Goratrix's primary expert on them.

Goratrix must order the killing of many magi who
react unfavorably to the Embrace. His licutenant in this

matter is the icy-voiced Frondator. A tall, thin-boned
woman, the casually sadistic Frondator became entirely
hairless after her Embrace. She uses a large collection of
wigs to regularly change her appearance. Though useful
in hunting escaped neonates, she adopts the hairpicces
maostly for fashion's sake.

CGoratrix leaves alchemical research to the scholarly,
socially-backwards Lectora, whose chronic lack of tact
would have gotten her slain long ago were it not for her
master's protection and her blindness to chantry in-
trigues. She even-handedly dispenses supplies and
laboratory time to those chanery residents still interested
in magical inquiry.

Orlando Oriundus is a moon-faced, elderly former
mage known for his outrageous claims. For example, he
says he once developed a ritual to travel backwards in
time and spent time as factotum to Alexander the Great.
Gorarrix Embraced him despite his obvious charlatanry.
Asa Cainite, he showed acumen he'd never displayed in
life. He became Gormatrix's closest adviser on mortal
politics, He says that as an accomplished liar, he can
unerringly nose out the deceptions of others. Orlando
has adopred a false identity as the Burgundian monk
Brother Osvaldus. In this guise, he accompanies wealthy
pilgrims, accumulating posstpuseful to Goratrix's schemes.
As Osvaldus, he wenr with King Philip to the Holy Land,
where he discovered the list of Salubri names. Goratrix
his come to greatly value Orlando’s counsel, bur also
wants to install him as at least afrequent visitor to Ceorts.
If anything ever happens to his protégé, Malgorzata,
Goratrix will certainly try to send Orlando ro replace her
as his agent in Etrius's midst.

Marcel of Dreux, a bartle-hungry knight, went with
Orlando on the Third Crusade. En route, he protected the
king during a bandir attack, eaming a land grant that he
tumed over to the chantry. Originally Embraced as o
dispensable minion, Goratrix now regrets having fed hum
too much artificial vite (see p. 1 34). The potion has eaten
away at Marcel's reason, and he finds himself perpetually on
the verge of uncontrollable mge. Even with this drmwhack,
Goratrix highly values both his ability in melee und his
acute sense of danger. He recently saved Goratrix's liffe from
a pack of ghouled war dogs, single-handedly downing a
dozen of them. Gomtrix has ordered Lectom to find a way
to reverse the maddening effect of antificial vite on him.
Meanwhile, Marcel grows increasingly restless, slipping out
of the chantry at night in search of simple, physical rouble
to distract him from his accelerating lunacy.

The Moorish wizard Remugio joined the house of
Tremere a decade ago after being exiled from his home-

land. (He adopred his Latin mage name after thar time

although he'd been schooled by Armbic magicians.) He
speaks with a deep, bellowing voice which, when al-
lowed its full volume, intimidates even Gorarrix. Remugio
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bitrerly resented his surprise Embrace when it first came
but kept his anger wisely to himself. He continued his
researches and kept hiseyes open. Alchough he isn'tpant
of Gormatrix's circle, neither s he seen as 2 threar.
Remugio rravels to Vienna every other year or so, and
his made quiet contacts with members of the eonserva-
tive faction there. He secretly sends leters ro Vienna
reporting on Gomitrix's activities. These are then

along 1o Evrws ar Ceoris. Although his allies within the
clan make him feel more secure, Remugio has grown
disenchanted with the Tremere in general and now
contemplates defection to another clan. He has made
discreet approachesto a Ventrue courtier loyal to Philip's
rivals. However, he won't leave the Paris chantry unless
he can strike decisively at Goratrix in the process.
Revenge interests him more than survival, though he
has no special desire to meet his Final Death. He makes
a policy of befriending Tremere neonares assigned to
Paris by masters unconnected ro Goratrix, and may try 1o
mike himself a mentor to a promising arvival.

The maternal but hot-tempered Lignupeda re-
cently arnived from the Durham chantry, certain she'd
been wise in fleeing that chantry's oppressive gloom.
Two nights larer, she'd been pounced upon by one of
Goratrix' minions, the foul-breathed Culmen, and
Embraced. Shocked and angered, she unleashed a
spell reducing Culmen to a pile of damp sawdust.
Shackled in the dungeon, she allowed Goratrix to
think that he'd seduced her into accepting her new
status. Having won her release, she now wonders what
to do next. Remugio considers approaching her but
wishes 1o be sure he can trust her before revealing his
intentions. She might instead tum to other newcom-
ers for advice and assistance. Her eventual loyalties
remain to be determined.

The manic, compulsively talkative Manicae hides
in the chantry after murdering one of King Philip's
scribes in full view of a dozen witnesses, A mage of
little accomplishment before his Embrace, he was
sent, after his blooding, to pose as one of the king's
scriveners. He made himself useful by copying vital
messages and sending them to Goratrix. Unfortu-
nately, he too was given alchemical vitae so he
wouldn't need to risk hunting at court. lts effect drave
him to the murder. Frondator wants to kill him imme-
diately, a fact she has not bothered 1o conceal from a
terrified Manicae. Goratrix instead contemplates send-
ing him to Ceoris to kill Etrius.

Gioratrix has yet to realize the full exvent to which
the burgeoning size of his vampire stable has aroused the
fury of the city's long-established Cainites. Paris' Cainite
rulers, most notably the Ventrue Alexander, weigh a
number of creative punishments for Goratrix' effron-
tery, but have yet to move against him.

HOUSE OF TREMERE

ON (AND BENEATH)
THE LEFT BANK

The chantry is located in the city's academic
quarter. The University of Paris exists as a rutor's
guild but has not yet been formally recognized by the
King. When, in a few years, he does =0, he will name
this aren the Left Bank. Dozens of freelance tutors
compete for the patronage of well-heeled Mudcnl‘,s.
operating out of buildings ranging from the grand to
the ramshackle. The students, who are generally
aristocratic, hotheaded and drunk, often clash vio-
lently with other citizens.

The chantry disguises itself as just another private
institution of leaming, avoiding the atention of in-
quisitorial clergy. ledoesn't recruic students; only those
already in the know understand its true nature and seck
apprenticeship. To further misdirecr the authorities,
Goratrix has ordered that the once-opulent exterior be
allowed w lapse int disrepair. Crumbling statuary
figures decorate its pitted stone face. Their hands, feet
and faces have fallen away, though an astute viewercan
still tell that they represent allegorical figures of leam-
ing and spiritual development.

By hiding in the open, the chantry avoids the
need for the stringent defensive measures of Ceoris.
Ghoul attendants scrutinize all would-be entrants
through a peephole, barring the door against those
who fail 1o pass inspection. Wards against unwanted
intruders appear on the front doors and in a few
sensitive locations throughout the chantry. The guards
are not often troubled. The Tzimisce are not a pres-
ence in France. Gangrel won't come into the city
except in the direst emergency. Parisian Nosferatu are
surely aware of their brothers' struggle against the
Tremere of Transylvania but, without allies, seem in
no hurry to open a front here. They do not wish to be
turned into Gargoyles. (Goratrix has periodically toyed
with the idea of sending Frondator to hunt Nosferatu
for this purpose; he has always concluded that it
wouldn't be worth the risk. Instead he imports Gar-
goyle retainers from Ceoris when any of his small
complement of the creatures must be replaced.)

Laboratories, quarters and common areas are
mostly above ground, on one of the building’s five
floors. Dungeons, Gargoyle pens and the secret labo-
ratory (see below) are found deep below an ancient
catacomb underlying the chantry, Despite it's now-
humble exterior, the chantry is well appointed and
fairly spacious.

ALcHEMICAL VITAE

In 1135, shortly after Goratrix's assumption of
the reins in Paris, several of his neonates were hunted




down and staked after feeding indiscreetly. A joint
Lasombra-Ventrue delegation intercepted Goratrix
during carnival and warned him to berter heed the
correct proportion of predator to prey. Goratrix
feared 1o cross Paris' established Cainives but didn't
want to slow his Embraces, So he began to work on
a new project, using knowledge of vampiric anatomy
garnered during his Gargoyle researches of the previ-
ous century. As he became increasingly mesmerized
by polirical gamesmanship, he ceded the actual work
to Lectora, who in 1141 devised an alchemical
method to manufacture adequately nourishing blood.
A living (or Cainite) prisoner is still required 1o
catalyze the process. Extraction tubes draw blood
from the victim, circulating it into a series of vats
and pans, where it is admixed with various trace
metals, organs of exotic creatures and a small quan-
tity of vis. The resulting concoction turns one pint of
the victim's blood into 10. The vitae can be stored
for up to a month, and resists the degrading effects of
heat and cold. It tastes foul in its natural state, but
Lectora is able to disguise the taste and texture of
small quantities of the liquid if need be. Artificial
vitae cannot be used to power blood magic.

CGoratrix feeds this blood to his expendable neo-
nates but neither consumes it himself, nor distributes
it 1o his trusted allies at the chantry. Although it
keeps its users alive and can be spent as per normal
blood points (save for Thaumaturgy), long-term reli-
ance on alchemical vitae has corrosive effect on the
soul. After a vampire has consumed 50 points of
artificial vitae, the player must make a Self-Controlf
Instinct roll (difficulty 4) or lose 1 dot from the
vampire's Self-ControlfInstinct rating. For every 10
points of the stuff the vampire subsequently con-
sumes, the player must make anotherroll, the difficulty
increasing by 1 each time. (Storytellers should slightly
randomize the thresholds ar which player characters
should make rolls so that the precise danger points
can't be exactly predicted.)

Artificial vitae only partially solves Goratrix's prob-
lem. Neonates who drink it become increasingly unstable
and sometimes call spectacular attention to themselves
when they are finally driven into frenzy. After a close
shave involving a disemboweled abbor, Goratrix has
leamed o look for the signs and act preemptively. He
assigns Frondator ro quietly arrange for the permanent
disappearance of any minion who shows the signs —
popping eyes, dry lips, bulging veins — of having supped
wo much false vitae.

Goratrix hoped that artificial virae alone would
alleviate other Cainites’ fear and hostility towards his
chantry. Itdid not. Now he warns neonates to mask their
true nature from the city’s ocher vampires.

VIENNA,

Tue H
ETHIEIUS%PM !

Little do most of its inhabitants know, but the
Vienna chantry has only emerged from a quarantine of
over a century. After the becoming, Etrius expressed
serious concerns about spreading vampirism through the
house. Tremere eventually supported his caution and
ordered a slow conversion. Etrius took this authority 1o
ban all Embraces in Vienna, claiming that he would be
responsible for the small number of magi there. From
1030 1o 1185, he and Tremere were the only vampires to
enter the Austrian chanery. While Goratrix Embraced
magi as fast has Tremere's orders would allow, Etrius
bided his rime and slowly wore away at the morals of his
potential candidates. In 1185, he invited a cabal of
Vienna's magi to Ceoris and rook the final step, They
returned as his firm allies and agents. Etrius proudly
announced Vienna open to the rest of the clan.

All this careful planning has paid off, Vienna is the
safest haunt for the clan’s conservative faction. [ts master,
Filacreus, is as staunch a supporter of Etrius in unlife as he
was in life. Visitors to his chantry known to be allied with
Goratrix are put under a close watch meant to make them
feel unwelcome. Filaereus greets others with a speech
inveighing against the rashness and turpitude of the “Paris
faction,” as he siffingly calls the conspirators. Even
mortal magi are wamed against Goratrix's perfidy. Natu-
rally, a chantry ruled by conservatives hosts an unusually

large proportion of mortal magi. Only four of its ten senior
magi have been Embraced.

UINACCUSTOMED INFLUENCE

The Viennn chanery, which dares back to 920, was
built according to Etrius’s specifications. He served as its
master from its founding until 1022, although he was
often absent from the tum of the century on, leaving its
administration in the hands of s then-castellan,
Filaereus. During his time at Vienna, Etrius flouted rthe
Order of Hermes' ban on involvement in worldly affains
to curry favor with local rulers. He established friendly
ties with church leaders, his fervent expressions of piety
disarming any fears the ¢lergy might otherwise have had
about sorcerers. He took pains to downplay both the size
of House Tremere and the true extent of his supernutural
abilities. When he did lend magical aid to his temporal
allies, he shunned credit for his actions. In 955, he subrly
employed his earth magic o help the German king Orto
the Great repulse Magyar invaders. He'd helped strike
down the Magyars because they were pagans, and there-
fore enemies to all God-fearing men. He made the
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ground muddy under Magyar feet, and solid beneath
Cheo's forces. The chaos of the battlefield concealed the
role of Errius’s magic in the victory. Etrius also kept his
intervention secret from his fellow magi, including
Tremere. He thought Tremere would mock his altruism.
At the time, he had no idea that the Magyars had
vampires in their midst. Nor did he spor the telltale signs
of vampiric involvement ar Ouo's court.

As Emus's appearances in Vienna grew scarcer,
Filaereus sought introductions to his leader's friends at
court and in the church hierarchy. In the mid-11*
century, he became an occasional adviser 1o Austria's
ruler, Duke Leopold 111, then-head of the region's pow-
erful ruling family, the Babenburgs. Filaereus didn't help
the Babenburgs by curting vast chasms in the earth or
sending forests. f walking trees to beset their enemies on
the barrlefield. Instead, he presented himself us a scholar
capable of a few diverting parlor tricks. Much of the
advice he dispensed drew more from his innate sense of
caution than any arcane insights. Filaereus, roo, failed 1o
see Camnire machinations behind certain strange deci-
sions made by various Babenburgs over the years. Nor
did he connect several attemprs on his life to the “night
creatures” who by that time also vexed Ceoris. The
beings who stood in the Babenburg's shadows eventually
sccommodared themselves to Filaereus® presence, or so
it seems — he hosn't been armacked in decades.

1197 is the last of a four-year period in which the four
sans of the deceased Leopold V divide the rule of Austrian
temritories between them. Filaereus has taken a liking
Leopold VI, obviously the brightest and most charismatic
of the four. Although his interest in temporal politics has
waned, he occasionally visits Leopold V1, supplying him
with auguries and wise counsel free of occule overtones.

The confusion that now reigns in Austria retards
Vienna'sprosperity. Filaereus, now a vampire, has realized
that Cainites manipulate mortal politics here, as they do
throughout Europe. Various clans support each of the four
contesting brothers. Nightrime disappearances grow ever
mare frequent as the hidden Cainite struggle increases in
ferocity. Despite asense of foreboding, Filacreus has begun
to learn the names and plans of the city's secret hierarchy.
Although he would like to see Leapold VI triumph, that
goal is secondary to the continued protection of the
chantry. Tothisend, be'sforged an alliance with Leopold's
Ventrue backers, and reached an understanding with
Viennese Lasombra, who support Frederick Babenburg.
The latter non-aggression agreement was brokered with
the aid of Giacomo Guicciardini, Lasombra envoy o
Ceoris, If either of the other brathers should win, Filaereus
fearsanattack by enemy clans against his peaceful chanry.
Although he'd like to withdraw from the power struggle,
the Ventrue are drawing him further into it, happy w
befuddle their foes with the unfamiliar powers Filaereus
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and his followers wield. Filaereus has even tmken to Em-
bracing ourside the chantry in order to provide the Ventrue
with the agents they demand.

Although Etrius is vaguely aware of Guicciardini
having had some business in Vienna with Filaereus, he
hos no concept of the depth of his prorégé's involvement
in the political crisis there. Filaereus has hidden it from
him, just as Errius hid from Tremere his participation in
Orto's bateles. Filaereus dreads Etrius’s disapproval, and
is certain that his increasingly obvious role as a Ventrue
pawn would earn just that.

AGARINST GORATRIX ARRAYED

Filacreus is a craggy faced man who forgets his usual
tacitumnity whenever he thinks of Goratrix. He has long
since given up any sttempt at concealing his harred for
Ceoris's founder. Filaereus was brought into House Tremere
by Etrius after being treacherously expelled from another
hermetic house. Although he regards Etrius with gratitude
for having given him shelwer, his hatred for Gomrix is no
mere shadow of his friend’s. Ninety years ago, Goratnix
humiliated Filaerews during a magical demonstration at
Ceoris. Filaercus had slaved for months over an effect with
which he intended to impress Tremere himself: He would
materialize diamonds from the air, which would fall on the
council chamber like a gentle rin. Instead the convened
great magi of Tremere were pelted with coal dust. Goratrix
subjected Filaereus to his barbed wit, and Tremere joined
in the general laughter. Although never able to prove it,
Filaereus suspects that Goratrix had interfered with his
casting. Even his allies in Vienna know this story and
impute Filacrews’ hatred of Goratrix to it — though they'd
never be so impolitic as to say so to his face. In his darkest
moments, Filaereus is prepared to admit to himself that his
efforts to expunge his humiliation simply make himself
look more ridiculous. But the more he broods on this long-
ago incident, the greater his hate grows. He'd now suffer
Final Death, even send his soul to eternal torment, if it
meant taking Goratrix with him.

Flaxen-haired, voluptuous Ala loved Filsereus from
afar for many years before being taken into his Embrace. In
life, her strong, quietly-expressed Chnistian faith sealed a
friendship with Tosia, now the moral leader of Ceoris's
living magt. Ala knewherat Umor Mons, her Transylvanian
chantry. However, because she harbored wild and lusdful
urges she could never quite suppress, Al secretly though
herself unworthy of Tosia’s admiration. When she fled to
Vienna, her devil-sent fantasies began to center around the
chantry master, Filsereus. Although his weather-beaten
fearures and barrel chest made him an artractive man, her
hust for him seemed utterty immational to her. Even his friends
saw him as a slightly absurd figure. He seemed to sense how
she felt about him, which drove her to further torment.
When she finally relented and threw herself into his arms,




he Embraced her. The discovery of his vampinism proved a
great relief o her: Clearly, he'd ensorcelled her with his
supematural powers. She was so relieved o find an expla-
nation for her husts that she scarcely bothered 1o mourn her
stolen innocence. Instead, she reveled in her new clarity.
She has become Filaereus’ most vocifierous supporter at
Vienna. While some of its ather Cainites mock Filaereus
behind his back, they fear and respect Ala If she is sull
willing ro suppont Filaereus, so are they. If something were
tw happen to her, however, he might find his leadesship
under challenge by a colleague whose dedication to the
conservative cause grows more from judicious conviction
than the prosecution of a ludicrous grudge.

Thar challenge might well come from the unnatu-

rally youthful Audax, who is the vietim of a demon's
curse. At the age of fourteen, he used his innate magical
talent to drive adevil, who'd taken human form, from his
home village. It enchanted him so that his appearance
would never change. Throughout his career, from his
apprenticeship ton Tremere magus to his present state as
a Cainite at Vienna, he's suffered others’ inevitable
tendency to rreat him as a callow youth. Even those who
know ofhis grear accomplishments as a mage and scholar
can't help regarding him as a fresh-faced young pup.
Audax regards the world with great seriousness, deter-
mined to overcome this deficiency without bitterness
towards those who fall prey to perceptions. He seldom
strays from the Vienna chantry, where others know and
respect him. He made an ideally accepring Cainite; now
he operates in a world where one’s apparent age is
discounted. He has become the most dedicared partici-
pant in the politics of the Austrian night. He enjoys
meeting other Cainites; even the enemies he must try to
destroy fascinate him. One day he may stop and realize
that this might have been the entire objective of the
demon's curse — 1o prepare him fora day when he would
discard his soul to blithely embrace a vampiric existence.

Partnering with Audax in the coverr bartle on
Leopold VI's behalf is Peter Schloss, a former mercenary
whaose blood ran to ice even before his Embrace. Schloss'
forte is death from a distance. He delivers his adversaries
to Final Death by building elaborate booby-traps, dosing
victims with alchemical poisons or manipulating foes
into rurning on one another. Schloss has birterly feared
dearh ever since his first foray onto the bartlefield as a
young man. He is gmteful to the Tremere, and Filaereus
in particular, for offering him the possibility of etemal
existence. But he would never allow his sense of loyaley
to them to force him into action that might genuinely
threaten his own survival. He enjoys Audax's company
and has taken on the task of encouraging the serious
fellow to enjoy the world's fleeting pleasures.

Among the mortal magi, perhaps the chicf threat o
Filacreus' authority is the Teutonic nigorist Lucidus. Bald,

vain and imperious, he is only grudgingly wolerated by his
chantry-mates. He has memorized entire occult texts and
shows an annoying ability to quickly answer almast any
question of arcane methodology put before him, no marter
how obscure. His abilities as a magician are legendary —
he ance defeated Tremere himself incerudmen, the magical
duel invented by the latter wizard. However, Lucidus is
reluctant to use his powers without a full examination of
any and all possible consequences. He'd sooner second-
guess others than take actions which might arouse the
scom or scrutiny of others. Filaereus knows Lucidus too
well o mistake his unpopularity for foolishness, and
worries that he will soon discover the truth. Lucidus holds
him in open contempt, and Filacreus has assigned lovely
Ala the task of preparing him for the Embrace. She fears
that he's too stubbom to ever volunearily join the ranks of
the blooded and too magically adept to easily dispose of.

StouT TIMBERS

Perched on a jagged promontory several miles o the
north of the city, the Vienna chantry looks like a barge and
imposing h'l.!l‘ll‘lhﬂ lﬂdgm Its walls ane cnrl'q'n'm] of massive
chunks of gray stone, hewn from the earth by Errius's magic.
Massive timbers act @ pillars and cross-beams throughout
the structure. Every chamber is grand and oversized.

An extensive network of disused chambers criss-
crosses the hill on which the building stands. Etrius buile
these to allow room for future expansion without arous-
ing unwanted actention. The chantry has never required
the space, and the chambers have been sealed off for
centuries. Intruders into the chantry might be rempred
by the lead seals on the doors leading to the undenground
chambers, and expend considerable effort to break into
an area not used even for storage.

Vienna's laboratories are larger and betrer-stocked
than Ceons’s. It is much easier to ship the exotic ingrediens
alchemists require to Vienna than to the Transylvanian
Alps. Laboratories are not attached o individual living
quarters. Each mage may selecr a lab for his own use, and
enforces his privacy with locks, wards, and alarms

The library is the best the Tremere have at their
disposal, aside from that at Ceoris. When Goratrix fiest
created the library at Ceoris, he mided the collections of
other chantries. Etrius shielded his chantry's library by
successfully appealing to Tremere for relief. Vienna's
library is smaller than Ceoris’s but kept in better order. Its
librarian, the mortal mage Farica, rigidly polices her
colleagues, hectoring them for the retum of missing
materials. Although the chantry residents — Cainites
especially — bristle at her scoldings, they recognize that
her rude passion for order benefits them in the end
Farica ensures that documents are available and easily

loeated. Viennese Tremere retumning from Ceorts, with
its chaotically controlled collection, find reason 1o ap-
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preciate Farica for her tireless, if annoying, determina-
tion, Ceoris’s own magi sometimes come to Vienna to
find romes that ought to be readily accessible in their
own chanery but have been purloined by a rival.

Common areas are at the same time sumptuous and
forbidding. Heavy wooden fumiture is padded in gold-
embroidered velvet, Incense of overpowering sweetness,
favored by Ala, wafts from numerous copper censers.
Tapestries \l:plcl‘ Tremere, Goratrix, Etrius and severl
lomg-dead founders of the Hermetic tradition; all seem to
stare disapprovingly down at the room's occupants.
Muassive stag’s homs, boar’s heads and other game tro-
phies appear throughout the building.

The Vienna chantry lacks the elaborate protective
measures of oft-atracked Ceoris, but Filaereus has added
a few features as the Tremere become increasingly vis-
ible in the city’s Cainite circles. Audax and Perer Schloss
have joined together to lard the grounds with ingenious
traps; Schloss designs them and Audax creates them
with Thaumaturgic Alchemy.

A CONSERVATIVE STRONGHOLD

Vienna s well known in conspiratorial circles as
enemy territory. They call it "Etrius's chantry"— a
double insule thar questions borh Etrius's right to rule
Ceoris and Filaereus” status as anything other than his
mentor’s bootlick. Goratrix hasn't ser foot in Vienna
since the becoming. Malgorzata has never been here,
though she's sent Jervais to use irs library on several
occasions since the reopening. Aside from its role as the
conservative bastion, Vienna's primary claim to emi-
nience is the well-ordered library. When Goratrix wishes
to place a pair of ears inside Vienna's walls, he sends a
low-status ally 1o comb through its stacks. Filaercus
would like to bar Goratrix's proxies from entry, but has
been counseled otherwise by Eerius. Etrius knows that
such a move would be seen as a provocation by the
conspirators, who would likely appeal to Tremere and
possihly secure Filaereus' ouster. Instead, Filaereus makes
conspiratorial visitors feel uneasy by keeping obvious
watch on them. An unsubtle player, he never thinks wo
entice or persunde them into betraying their leader.
Audax, on the other hand, sees that Goratrix' pride and
taste for ndicule make him a hard master o serve. He
mukes a point of sounding out Gomtrix's minions when
they visit and has earmarked several as potential defec-
tors. He thinks that Frondator, Goratrix's Paristan huntress,
might be made to turn against him if promised a small
chantry of her own. Audnx has even tried to lure Jervais
onto the stright and narrow path. Though Jervais has no
intention of betraying Malgorzata, he enjoys the verbal
sparring with Audax and has even conceived a grudging
affection for him. Each hopes he won't have todestroy the
other should open warfare split the clan.
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Durn M,
HE SLEEPING LION

The Durham chantry is also known as Lion's Green.
Meerlinda, the most seemingly benevolent of the Coun-
cil of Seven, administers it wisely. She devates her
considerable diplomatic talents to reconciling the con-
spirator and conservative factions. A strange conspiracy
arising within the ranks of the mortal magi has so for
concenled itself from her attention.

OursibE THE WALLS

Like France, England is prosperous, building new
port faciliries and enjoying the fruits of trade. Richard
has decamped to France to protect his territory in
Normandy from Philip Il, who is equally determined to
drive him out. In his stead, the Archbishop of Canter-
bury, Hubert Walter, administers the country. In 1197,
his title is Justiciar; by 1199 he'll be Chancellor.

Chantry residents care litdle about affairs ourside
their walls. Their interests are already well served wuh
out their having to meddle in politics. England’s
makes it a simple matter o get supplies. Trav rE lhmuah
the countryside are fairly safe from bandits, because local
lords can well afford to equip patrols. Churchmen, fat
from generous tithes and preoccupied with governance,
are too complacent to beat the bushes for sorcerens.

If Durham's Cainites were more attentive to external
politics, they'd see that the apparent placidity of their
surroundings conceals simmering resentments bound o
disrupt their peace. Nobles and city fathers alike complun
bitterly of the heavy mxation they endured 1o mise the
ransom to free Richard from Leopold. Nexr in line to the
throne is John, who, when he ascends in a few years, will
miatke himself anotoriousty unpopularmonarch. He ll prompt
a revolt of the nobility evennually forcing him o sign the
Magnn Carta. Many of England's mote experienced Cainites
already see this chain of events; in fact, some are actively
conniving to bring it about. Tremere whoestablish connec-
tions among other clans may find themselves drawn into
the ferment. Most, however, keep to their own affairs. They
know that London's Prince is named Michras and fear his
power. Their chantry is far from Landon in arder ro avoid
his grasp. Another reason for building Lion's Green at
Durham can be found in the area’s magical resonance. Said
w house the bones of St. Cuthbert and the Lindisfame

gospels, as well as housing a network of pagan ley lines, the
immediate region's innate magic rivals that of Transylvania.

MEERLINDA'S DOMAIN

Meerlinda presents hemself as an attractive, serene
woman in her late thirties. She governs the Durham
chantry with soft-spoken assurance. She relies on her




extraordinary persuasive powers to secure the coopera-
tion of those under her command. She hates discord and
works to smooth it over at its first eruption. She seeks our
the parties to any dispute and takes them aide sepa-
rately. Allowing them to gaze deeply into her limpid
eyes, she assures them of her sympathy for their position,
if not their racrics. Meerlinda assures them thar they will
eventually realize their goals if only they heed her ndvice
for the moment. Then she secures promises of peace and
cooperation, in the process brokering a deal between the
dispurants. She may not be able to inspire love berween
antagonists who bitterly loathe one another, but she can
usually persuade them to conducr their dispute in a way
that doesn't threaten the broader interests of the chantry,

Meerlinda serves the same role in the Inner Council.
She maintains the respect of both Goratrix and Etrius, and
has often acted o decrease the heat between them.
Meerlinda has instructed informants in both Ceoris and the
Paris chantry to discreetly inform her should they come
across evidence that one of the two faction leaders plans to
act dramatically against the other. Although Lion's Green
includes members of both factions, they know better than
to clash under her warchful eye. They confine their rivaley
todebates, barbed wirticisms and the occasional act of petty
sabotiage. She hmummnbcntfmhauktiul:lmnqxn
to be persuaded to their cause; in order to win herover, they
become her half-witting informants,

Meerlinda's castellan, the blandly self-possessed,
bald-headed Dulcis, occupies a position which is almost
entirely ceremonial. Meerlinda can't help involving
herself in the smallest details of chantry operations, from
the exact quantities of grain it purchases to the hiring of
stable hands. Dulcis vells himself that he could pmhlbl-,r
perform many of these tasks more ably than his mistress,
and makes the occasional tensing comment to this effect.
He knows thar she would not be the persan she is if she
didn't continually interfere in his duties. He loved her
fiercely and secretly even before his Embrace and blood
cath, and would die with a smile on his face if he could
sacrifice himself for her safety. Other inhabitants of
Lion's Green impotently despise him for his snooping
ways; they know he diligently reports to his mistress the
least infraction of chantry procedures. Meerlinda knows
he loves her, and values his loyalty, but does not re-
motely return his feelings. Dulciscould become rebellious,
even murderously so, were he ever o face definite proof
that his love is a hopeless one.

. Sleepy-eyed and fussy, Virfortis was an old man
when Embraced, and has not invigorated himself, think-
ing it unscemly. Despite his sometimes-petulant
insistence on his rights as an elder of the House, several
of the chantry's Cainites still look to him for leadership,
remembering his great past deeds. Once a warrior-mage
of considerable valor and ferocity, he foughe like an

enraged wolfhound during the so-called Witch Wi
against House Diedne. Although he adores telling stories
of his long-ago exploits, he hates to see his former
youthful heedlessness in others. It is more out of tem-
perament and prejudice rather than rational agreement
with Etrius’s position that has prompted Virdortis 1o
become the chantry's staunchest defender of the conser-
varive cause. That the chantry's chiefl conspirator
personifies all that Vidortis now loathes adds fire o his
fist-shaking denunciations.

The young and fecklessly handsome Oblutam heads
Lion's Green's conspirator faction. Blond, square-jawed
and possessed of blindingly perfect teeth (a rare thing in
the Dark Medieval era), Oblatam learned long ago o
think of himself as God's gift to the | 2th century. He sees
power as his natural birthright, and threw in his lot with
Goratrix because he thought the elder Cainite likely 1o
win out over Etrius. An enthusiastic religious hypocrite,
he believes in God because God surely believes in him,
He is disinclined 1o examine the contradiction berween
his supposed faith and his present activities as a Cainite
Although he'd like to impress Goratrix by, say, shipping
him Virfortis' severed and lime-caked head, he's too
wary of Meetlinda to ace that boldly, Instead, he regularly
sends information to Goratrix and hides his time, wait-
ing for the opportunity that will catapult him into his
pre-ordained place as a top member of the clan.

Meerlinda's chief Cainite rival shares her neutrality
in the etemal sparring between conservartive und con-
spirator. When Embraced thirry years ago by Brunavog,
Domina was shocked — not by the transformation but by
the fact she'd not been taken into the fold years before.
She blamed this on Meerlinda, who she has for years seen
as the object eclipsing her true worth in Tremere's eves.
Centuries ago, Domina engaged in a one-sided romantic
dalliance with him. She thinks that Meerlinda enjoyed
his bed prior to the ransformation of 1023 und kept
Domina from her nghtful place in the Inner Circle. Her
harred of Meerlinda has festered beyond any rational
bounds. She has constructed an elaborate fanmsy in
which she caprures Meerlinda, keeping her imprisoned
for years if nat decades. Domina spends much of her time
refining the elaborate schedules of torture that would
ensue from this. Having grown increasingly unhinged
since her descent into vampirism, she may take rash
action soon. She hn[ﬂ to find 1mpn:-5&mn.1hir allies who
might join her in hating the damnably charsmaric
Meerlinda among newcomers to Lion's Green. Domina
would without qualm betray Lion's Green to another
clan if she thought they could help her caprure her foe.

Like Paris, Lion's Gate is home to enough vampires
to disturb the thoughts of irs region's long-established
Cainites. Unlike Goratrix, the silky-voiced Meerlinda
has tackled the problem with skillful diplomacy, promis-
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ing would-be enemies to keep her activities within strict
bounds. She's shown the local hierarchy how useful
blood magic can be when tumed 1o their ends.

> "
Kapara's REACH

Able to observe the daytime activities of the mortal
magi only through the reports of her ghoul servitors,
3.'1‘-" F||!|'|i-| ihl" S0 |||.|"‘-"|."l|-| I"l“_]:l'l.“!“Tl:lai!';'nl I|1|I|.||||I.\'|'
lists TR T them. This group of six magi s |l.1j h\ thr
stiff-lipped, officious Erro, a stork-thin woman cloaked
i an air of rectitude that belies her true actions. Erro
P -i |u]‘||_-1 |u-t1||.'1 il.!ll'll" I.ui vear mlter an l:'l!rndt'd
sty ar Ceoris. While there, she researched magic con-
ceming the human soul, in the process arousing the
jealonssy and distrust of Epistaria, who resented the
ISR |!'|[|-'|“1 tlr-h-il-"l.\l‘“ll?. ."%.'r't“." ||'||.H|.{!|."l WL LI,
her nights were increasingly moubled by pore-soaked
visions of a hellish battlefield. The visions began 1o
intrude inte hee waking hours, and eventually drove her
(48 tl'ﬂ ]"”:'-L “' |-'|||h|rﬂ.'-\-"| .'\ll l:i“ll_h i‘fg-l]i L Ilhll'll!‘l:‘:
itself ro her during her experiments. At first, it identified
itsell as Stars Beyond, but eventually encouraged her to
call it Kupala. It rold her ehat (0 bl worked a transfor-
TR ‘IH I-l'l“il:l‘ 11'. }ll." l’““.l."ll'. ||.|.||"|||H L] |'|IIJ:1.;.;
about some kind of final battle which would allow it o
rosim free across the face of the earth. But Tremere had

failed him; his mind was bound by his namow concept of
pemsonal power. Kupala had spoken to Tremere only
lhnluj,"h |n‘|'r|nl_’li|ﬂl“'ﬁ- I‘.‘l,il I'Iilli T !‘l 11]11& AROIMcCOne
wort i'l"r' 1"{}“‘1;!.““ “"IE: |'!.|.5. CON&Or ||“'H[ -2 | rtl““ B b 11.].'\.- H!'I.h 241
of skulls. He'd made Tremere and his followers into mere
bloodlings, but Erro would be something much greater
than that. But in order to bring about her trunsformation,
she would need to -.ic-!.trn',.l those Kup,ﬂ.t huad erroneous l'!.
invested with his magic. Erro had hoped 1o form a cabal
of magi at Ceorits and work 1o undermine its Cainites
from thetr very bosom. She found it difficult to invelgle
colleagues with righteous Tosia in the way, Finally
Epistatia succeeded in having her ejected from Ceoris.

Never possessed of an easy manner, Emo found
henell gifted in Lion's Green with powers of persuassion
ncarly rivaling Meerlinda's, Quictly, always with an eye
out for spies, Emro gathered together the chantry's most
independent magt. One by one, she powdered their
deinks, transmitting to them the same madness- inducing
WIS "‘hl.:'li “Ll{frl.'d al ‘i ..EI. s t‘ht'“.' ot I]"l[,. gl I'h.'hi {40 ]
be smothered in his bed, but the others took readily to
Kupala's service.

Erro hails froim anoble fumily owning heavily forested
Larid o few day's ride from Durbam. She mainming o
mosdest shrine to Kur;i'.l i a seldom- 'l'l."i.l{ﬂi cormer of her
father's holdings. The small patch of forest surrounding




the shrine has become increasingly bleak and oddly remi-
niscent of the Transylvanian Four times a year,
Erro and her cabal secretly travel there to make offerings
to Kupala. He has recently begun to demand human
sacrifices. Ermo satisfies him by hiring thieves w kidnap
street urchins for her. The need w tmanspont the caprive
children with them on their trek to the shrine makes it
harder to avoid artention. Although they've been ac-
costed on several occasions, Erro has always succeeded in
persuading curious travelers that nothing is awry.

Other membersof Erro's cabal include the battle-scamed
Fascinare, flirtatious Singula and voluble Numen. All have
submerged their previous personalities to the dimly-felr but
imresistible calling imposed upon them by Kupala.

Erro's first goal s ro destroy Meetlinda and then the
other members of Tremere's Inner Circle. Only then will
they be able 10 slay Tremere himself. Erro wishes 1o
return to Ceoris, but Kupala now forbids it. He does,
however, encourage her to send other members of her
cabal to breathe Transylvania's dread-laced air.

A Manse Most MopesT

Lion's Green is a tall stone tower. Most locals
assume it to be a secondary manse belonging to a noble
with a taste for city life.

Unwilling to attract attention by expanding the
structure, Meerlinda forces its inhabitants to live at close
quarters. Lodgings are cramped. The least drafty of them
were claimed long ago by high-ranking members of the
chantry. Quarters for visitors and newcomers are ex-
tremely chilly. Although cold enough to remind a Cainite
of his vulnerability to freesing, the guest quarters won't
actually harm their inhabitants.

The once-grand library has fallen into disrepair
since (ts former administrator, Celestyn, was called o
Ceoris. It occupies almost an entire floor. Its huge
wooden shelves, invaded by damp, have warped. They
loom threateningly over library visitors, perpetually on
the verge of toppling. Books and scrolls are no longer
well-ordered, so it is nearly impossible 1o quickly find
documents, or even know what the collection contains.
A search for references to diabolism yields nothing; Emo
and her cabal have systemarically stolen away all useful
texts, hiding them in a shed near their shrine to Kupala.

Magi must share one of four communal luborstories.
This armngement is rife with potential conflict. Re-
searchers must proceed under the jealous eyes of their
colleagues. Delicate experiments often come to naught
thanks to the accidental intervention of other magi or,
when rivalries hear up, deliberate sabotage. Somerimes
simultaneous experiments react badly together, to disas-
trous effect. Several years before he pledged his soul to
Kupala, the mage Fascinare lost the hearing in his right
earwhen a cloud of gas from acolleague’s alchemical vars

confused his senses during a summoning ritual. lmps
appeared and stole his eardrum. The chanery's Cainites
have largely conceded the laboratories w the moral
magi, relying on Ceoris for innovations in Thaumaturgy.

Lion"s Green lackscellsor torture chambers. Meerlinda
rarely needs to confine or interrogate enemies. Caprured
foes are dealt with in one of the Cainites’ personal cham-
bers, then quickly dispatched. This has happened only
twice in the last three decades. Those who search Lion's
Green for secret chambers will hunt in vain. Powerful
wards prevent unwanted guests from entering Cainite
quaners duﬂng the dmr. These caused CUTOUs comanent
from mortal magi when first installed, but the magi then
inscribed similar sigils on their own doors, regarding them
as a show of status. Now they're so much a part of the
chantry that forgetful magi occasionally neglect to read-
just them to admit newly hired servants.

Perhaps the most notable feature of Lion's Green is
its sumptuous gardens, designed by Meerlinda herself.
Her delicately confusing hedpe maze provokes subile
cpiphanies in those who traverse them by moonlight.
Mare than one apprentice has leamed thar the quickest
way to burst Meerlinda's air of placidity is to pluck a rose
ot accidentally trample through a bed of young plants

FAR FROM THE STORM

Nestled in the ragged hills of this small city north of
Rome in centmal lealy, the Perugia chantry is an example
of a modest Tremere stronghold. Its head, Probitas, was
only recently brought into the ranks of the unliving.
Although situated near a rich source of vis, most Tremere
know it as a sort of resort spot, where magi can gather
informally and enjoy o change of scenery

Ense Ecupsep By TurMOIL

Iraly is no freer than any other part of Europe from
interesting turmoil, stirred behind the scenes by compet-
ing Cainite factions. It is dominated by afar from the
German king (and Holy Roman Emperor) Henry IV, He
elbows aside the tempoml power of the elderly pope,
Celestine I11. Revolt stirs to the south in Sicily, prompting
brutal repression by Henry's forces. Bur as of yet the
Tremere have paid no heed o ltalian politics, the com-
plexities of which dwarf even their own internal sruggles.

In the past, Perugia was a haven of rest from Her-
metic intrigue. The House of Tremere let their internal
conflicts soften under a hase of relaxation and fellow-
ship. However, neither Perugia's wine cellars nor s
sun-drenched patios offer any sort of pleasure o is
Cainite members. Although Perugia is still treated as a
place of leisure by mortal magi, who gather here by the
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dozen to flee the winters of maore ||.-.1rlhlrnn_l'..ml:n-:s, lhu:
vampires mostly shun it. When they come here it means
instemd that factional rivalrics have reached a boiling
paint, forcing a confrontation on neutral Erowinad
T -
A CHANTRY
RUN BY FLEDGLINGS

Chantry head Probitas has been a Cainite for only
WO YOS, & ‘Il'll' YEOr ||f.':1." I'Il' WS _I,:l\'l.'r\ H'l]ri'“'lrl:i'“ll“l. il'.r
Etriies to Embrace others, [ELLEL ided that I.'r'u."; were well
prepared for the transformation. When one of his neo-
nates rebelled snd threatened to reveal the Cainite plot to
'Th':'T TG, :E'lIrw- SN A more r.\iu'nrlu t'1|l Junite from
Ceorts toasd him, Gomtrix, anxious to keep Perugla from
becoming another Vienna, sent several minions o8 well
However, the agents of both Inner Councilors are of lesser
starure, Perugzia is bur a pawn on the Tremere chesshoard,

Betore his Embrace, Probitas fele his Christian
faich with o vehemence bordering on the self-righ-
teous, Ceoris’s castellan, Curaferrum, playved brilliantly
m his prde and insecurity und over the course of
sweviernl years convinged Probicas o commir remrible
itrocities in the name of occult research, ond then to
gladly accept Caine’s mantle. Unlike Errius, Probitas
hus now rejected his former faith. On pood nights, he
tells bumself that he has discarded a foolish way of

seeing the world, one which prevented him from scting
s -.[[Uf‘lll.l“c 'rh”“hi. Iuﬁ""l'll.'l'|.1.E-!IL.I': l“I-\.HI.‘\. we I!ITT!. I]f'
admits to himself chat he has damned himsell bevond
redemption. His main goal as chantry head is to delay
the inevitable discovery of the Cainite onspiracy by
the house's mortal magi. OF all the Cainite Tremere,
Prabitas shows the greavest foresight as 1o the devastat-
ing consequences ol a split with the untumed wizands

Both Etrius and Goratrix, he believes, are already too
e |..|||~I|.'4.] with liu.' IJI!'L'.!'..E P -u.',l E'\".Hlu'l Cainites to
recognize the grave danger in their own organization

As a recent convert to vampirism, he understands all
too well the gulfl that separates o mighty mage, well

-.up["llnl with wis, from a pracutioner of mere
Thaumaturgy. Probitas, too lowly to wamant Tremere's
attention, hasn't yet been geanted the Thaumaturgic
secrets meant to counter Hermetic magic, 3o he doesn's
see the root of his masters’ \I.J['Il.ll.!t.'t'l.".l.' He A0TH almiosg
.lu U{ lhl: I'ul.l-l.u-vl."\ l'r_'l.'ll.llt'l.lhg Hlt-l!T.llh overl I!]'u‘ Ccourme ol
a year. (Tosia and her cohoet wre an exception. They
remain in Ceorls 1o better monitor the “diabolical”
goingi-on there.) Every day he muse size up a visiting
mage. He knows who Is suspicious, and can also spoc
likely candidates for the Embmce. He despises the
conflict between Goratrix and Etrius, fearing that it
will lead one side or the other to make a mistake which
will reveal all. Unfortunarely, Probitas lacks bath the
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stnture and persuasive walents of a Meerlinda. It mxes
him just to keep the local partisans of both factions
safely separated.

His childe, Sodalis, devored his life to the recruitment
and seduction of lubricious young apprentices. While his
raffishly disheveled appearance and droll wit might not
have eamed him much romantic success outside the con-
fines of a chantry, it did, over the centuries, appeal 10 a
surprising number of budding enchantresses. His roster of
former conquests includes Farica, now librarian at Vienna,
and Lignupeda, who now sits in the dungeons of the Paris
chantry. Though startled by the Embrace, Sodalis ook w
itquickly. For him, the weeks and months of seduction were
always more satisfying thar the mere act of consummation.
He doesn't regrer the diminishment of his sexual capacity,
and relishes his powers of mental domination. He follows
Probitas' orders merely to buy himself time to indulge these
delightful new abilities. Sodalis, never one to worry about
tomorrow, can't imagine that anything truly bad will come
of the house's Cainite transformation. Although he wouldn't
object to Embracing every mage in the house immediately,
he sees the strugele between conspirator and conservative
as pure folly. Despite his complete lack of sympathy for
Probitas, his neutrality and cleverness make him the chantry
lesider’s most dependable ally.

Sodalis in turn Embraced his larest willing apprentice,
the lomg-tressed Merusa, without waiting for permission
from Ceoris. Probitas retroactively secured Transylvania's
consent, withour informing Curaferrum that the deed had
already been done. Mensa, the daughter of a wealthy
courtesan mised in a splendor many local nobles would
envy, wis well tutored from a young age in the ant of
befuddling lustful men. Only months after her Embrace, she
reckons she's derived all available benefits from her associa-
tion with Sodalis. She sces vampirism as the gateway o
undreamt-of power. She wants to go 1o Ceoris, where true
advancement lies. Having been an apprentice of a few
months standing upon her Embrace, she has no real respect
for howse tradition. She despises the mortal magi and
wonders why the Cainites wish to Embmce them at all.
They should all be shain so that young, vibrant recruits like
herself can provide the clan with the strength it needs.
Merusa takes slights poorly. She has already killed two magi
on their way back to their home chantries. No one knows
she's responsible for the artacks, which she armanged to look
like the work of bandits.

Etrius's representative at Perugia is square-shoul-
dered Jean Entende, a warrior who won distinction in
the Crusades and gradually drifted to Ceoris as a merce-
nary. Esoara admired his valor against the Tzimisce,
even when out-numbered, and put his name forward for
the Embrace. Errius was later forced to send him away
fram Ceoris when Tosia leamed he was o former priest
who'd renounced his vows for a swordsman's life. Tosia

took an unreasoning dislike to Jean and began to suspect
him as a central player in the supposed diabolism at
Ceoris. She thought him connected to the Knights
Templar, about whom she's heard rumors of black magic.
Her vision of him as a paragon of evil is ironically out of
step with his placid, plodding character. Jean abandoned
the priesthood because it was too mentally taxing for
him. He's good at fighting but out of his depth as an
intriguer, at Perugia or anywhere else. He has learned to
hate and fear Merusa and the chantry's friends of Goratrix.
Assuming he can per away with it, he wants 1o do
something simple to them — kill them, probably.

Goratrix's men are the identical twins Michel and
Martial Culrier. Tall, loose-limbed and equipped with
bulging lower lips, both are grinningly rapacious ex-
ruffians Embraced by Frondator for their mastery of
violence. Each pretends o be smarter and more refined
than the other, but both are lazy, sadistic thugs, Gorarrix
soon tired of their presence, but wanted to keep them
alive for possible later use. He packed Michel and Mar-
tial off to Perugia with orders to keep the conservatives
from taking over the place. They've occupied their time
muostly by threatening Jean in none-too-veiled ways, and
in feeding indiscriminately on city residents. A bored
Merusa toys with them, setting them agninst one another
by pretending a romantic interest in them. Probitas
regards them as the foulest scum ever to seep up through
the cracks of the earth, and has instructed Sodalis to do
away with them at the earliest opportunity. Sodalis
hopes to do this through trickery, perhaps by leading
them to antagonize a Cainite outside the clan.

Few mortal magi make Perugia a permanent home
Most prominent among them is Cultor, a hard-drinking
fellow whose earthy wiys contrast sharply with the
scholarly bent usual among Tremere. His mastery of the
various plant magics is unparalleled among the Tremere
Probitas fears his abilities. He might be able to mobilize
entire forests to attack Cainite strongholds, making him
a threat even to Ceoris itself. Cultor, who spends much
of his time hand-tending the vast olive grove that sur-
rounds the chantry, scems especially resistant o the
Embrace. He speaks frequently of his love for life as
manifested in nature. Oddly encugh, he gets on well with
the thuggish Culrier rwins. Their complete lack of social
graces provokes him to quivering belly-laughter. Many
bookish magi feel intimidated by Cultor's self-confi-
dence and full-throated zest for life. If ke survives the
next few years, they may look to him as a leader in their
imminent battle against the Tremere vampires.

Blond-haired, arrogant Aculeus mans the towerwhich
harvests aurum vis. The chantry is situated 1o catch the
gusts of a magical wind current. Aculeus’ carefully-tended
nets draw the residue from these winds. A formidable
practitioner of air magic, he uses much of the vis himself.

SHADOWS OF CEORIS
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What he does not use, he passes along to other magi,
making sure they know how great a favor they owe him in
return, His aloof conviction in the superiority of his talene
makes him difficult 1o like. Probivas thinks him selfish
enough to welcome the Embrace but worries he would not
accept his subordination to seniors of the clan. Aculeus
brandishes his contempt for Probitas ar every opportuniry
but rolerates the company of Sodalis. Sodalis isn't sure
thiat Aculews will ever be ready ro be rumed, but continues
o subtly pest humo

MnargiLe HaLs

The Perugia chantry is a sprawling complex of one-
story villas. The tallest structure in the compound is
Aculeus’ tower, a spidery structure of whitewnshed
pine. A system of wooden struts supports a pentagonal
net of fine fabric. Rungs along the tower allow Aculeus
to climb up and harvest the collected vis. Apart from
l.hl'h. l.l“." structures at Pﬂﬁlﬂlﬂ ure ﬂ" lDW'$lﬂ1.E mﬂ.'l'bll‘
buildings. Maost are private quarters, with a bedchamber,
servants’ rooms, & small and ill-equipped laboratory
and space to entertain o few guests. A large central
structure provides a common area for gatherings, along
with a Large kitchen and pantry. Much of the chantry’s
social interaction takes place on large patios attached
to this central hall. An east-facing patio catches the
morming sun; visitors shift to its westward partner in
the aftermoon. Cainites of course decline to expose
themselves to sunlight, but their avoidance isn't as
obvious as it might be among other company. Magi are
sceustomed to burning the midnight oil in their labs,
and activity on the patios often continues long into the
night. Large lanterns hang from the patio’s high rails,
bobbing gently in the side-draft of the magical winds.
Although discussion of occult minutine is always the
main activity, the assembled magi always drink wine,
often declaim poetry and sometimes play elaborate
games of chance. One popular game involves the ani-
mation of small beads of quicksilver, which the magi
then race about the patio’s tiles. Any one of these
activities can quickly turn sour, as banter becomes
sharper and the participants grow drunker. Rivalries
are never far below the surface among prideful magi.
Wine drinking is impossible for vampires; Sodalis nearly
exposed his new nature when a former partner in

HOUSE OF TREMERE

insabriety all but forced some down his gullet during an
especinlly wild debauch. Sodalis let his old friend,
Praedurus of Flanders, live, but now wishes he hadn'e.
Word from Flanders has it thar Pracdurus plans a visit
to Tosia at Ceoris.

The chantry generates a surprising amount of rev-
enue. Visiting magl are expected to pay a generous
stipend keyed to the length of their stays. Probitas has for
years falsely maintained that these fees barely cover hjs
simple expenses, from upkeep on the buildings to the
cost of food. In fact, he was overcharging shamelessly. He
used to donate the money to Perugia's poor as an sct of
contrition. Since his transformation he's had o divent
the extra fees to support an increasingly large communiry
of guards, servants and their dependents. Visiting magi
enjoy being waited upon extvagantly by Perugia's
over-large staff. They have no idea that the entourage
exists as a herd for Perugia's resident and visiting Cainites.

The area’sother Cainites are only dimly aware of the
Tremere presence here, leaving the chantry free from
attack for the rime being. In preparation for inevirable
conflict, Probitas has allowed the Culrier brothers to
train the most able-bodied herd members as guards. He
has also begun construction of a low marble fence around
the chantry perimeter, It's not tall enough 10 impede
invaders, but allows for the placement of magical wards.
At present, the fence is only half-complete.

NEUTRAL GROUND

Perugia sometimes becomes a tense meeting place
for delegarions representing Errius and Gorarrix. Before
Probicas was tumed, he mistook these diplomatic parleys
as convocations of diabolists. Now he knows why parties
of scowling magi suddenly appear, retire to villas for
private conference and abruptly leave, often bearing
even sourer q.-:p:remiu:u. He takes care to shield the
parleying Cainites from the snooping of mortal magi. To
both factions he makes clear the dangers of indiscretion,
and to date they have respected the boundaries he lays
down. In an early meeting at Perugia, the two factions
agreed not to attempr physical harm to other Cainites at
the chantry, nor subject rivals to thaumaturgic workings.
Probitas has equipped several of the villas with en-
chanted tapestries whose figures begin to caper and wail
when magic takes effect in the room.




High m the Transvlvanian Alps sits Ceonis, the home of Tremere and hi

Ustrpers. Fromois battlements they plot agamst mag and Camites alike, send
| B i | fioce [ 01
thewr Grargoyle slaves agamst the Tzimisce and mevease their power nightly
Cne of the most secret and protected places in the Cainite world, Ceonts shelters
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[remere himself as well as the most [ rful and ambitions of s can,

House of Tremere™ is a complete handbook to Ceoris, the head chane
of Clan and Howse Tremere in Vampive: The Dark

Ages®. It mcludes a complete cast of characters
and a detailed made to this massive fortress on the

front lines of the war with the Tzmsce. Learn the
secret agendas hehind the Usurpers’ plans, see the

spawning pits of the twisted Gargovles and play von

part in the fate of all Camites
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¢ A room-by-room descriprreom of !llh' CNOre
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chantry, complete wath detailed floor-plans;

e [Details om other Tremere chantries
across Europe;
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